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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

NMPOAOIOZ

H TrTuxiokn authi epyacia ektroviOnke oTa TTAdioId Twv OTTOUOWV HUOU OTO
Tunua MAnpogopikng TNG ZXoAng Z.T.ED Ttou AAegavdpeiou T.E.l. ©egooalovikng.
KUpIog OKOTTOG AUTRG TNG £EpYOCiag €ival va €I0AYElI TOUG AVAYVWOTES TNG, PrRua BAua,
oTnNV TEXVOAOYIQ KAl TV «ETTIOTAUN» TNG ONMUIOUPYIAG NAEKTPOVIKWY TTAIXVIOIWY, UE TNV
BonBeia Tng epapuoyns Game Maker.

ApxIKad BéAw va euxaplioTiow Tov Kuplo PAamtn lNaoxdAn, kabnynm
TTANPOPOPIKAG TOU TUAMATOS WG EMPAETTWY KaBNyNTA TNG TTapoloag epyaaciag, yia
TNV BOABEIG TOU OTAV CUYKPOTNOT KAl 0TV OAOKARPWOT QUTAG.

Emiong, BéAw va dwow Bepuéc euxaploTieg o€ OAOUG TOUG KABNyNTEG Kal
KABNyATPIEG TOU TUANATOG, 01 OTTOI0I HOoU €dwaav TIG BACEIG KAl Ta avAAoya TTPOCOVTA
WOTE va BpioKopal auTr) TR 0TIV avTAgIOg OTIC TTPOCDOKIEG MIOG TETOIAG EPYATIAG.

TENOG, éva peEYAAO €uxXapPIOTW OTNV OIKOYEVEIA JOU KAl 0€ OAOUG QUTOUG TOUG
avOpwTToug oI otroiol oTédnkav diTTAa pou OAa autd Ta Xpovia TnNG BnTeiag You oTo
TUAMA Kal ge BOABNOAvV PE TOV TPOTTO TOUG OTO VO KATAPEPW VA evTaxBw oTov KOOUO
NG MANPOPOPIKAG Kal Twv TexvoAloyikwy EToTRUWY.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

NEPIAHWH

H mTuxiok auth epyacia €xel wg Béua Tnv dnuioupyia TTaiXviSiwv HE TO
Game Maker. Ze autd 1O project 6a avaAUCOUHPE TNV £vvoid TWV NAEKTPOVIKWV
TTaIXVIBIWY, TTWG EEKivnoe n dnuioupyia TOug, PE TTOI0 OKOTTO Kal PE TTOI0 TPOTTO, TA
TTPWTA NAEKTPOVIKA TrauiXvidla Kal yevikd Ba avalntioouphe TTANPOQOPIES yia TNV
I0TOPIA TWV TTEPIPNHWY «games».

OT1rwg cival Aoyikd, oTnv TTopeia Ba eTKEVTPpWOOUNE OTnNV e@apuoyr) Tou Game
Maker. Mia TTOAAG uTTOOXOPEVN €@APUOYN ME TTOAAEG duvaTOTNTEG Kal MPEYAAES
METOXEG OTOV KOOHO TNG dnuioupyiag TraiXvidlwy, atmmAwy Kal pun. ©@a dwoouue Baon
KUpiwg OTIG duvaATOTNTEG TTOU £XEI yIa TNV dnuioupyia diodidoTatwyv(2D) Traixvidiwv
ME MIO MIKPA ava@opd OTIG IKAVOTNTEG TNG VO EIOXWPNOEl Kal OTOV XWPEO TwV
TpI0dIGoTATWV(3D) TTaIXVIBIWY. Oa yivel avaAuon éva TTPOG £va TwV EPYOAEiWV TTOU
dI1a6ETel, TIG 1IDIOTNTEG TTOU £XEI TO KABE €va ATTO AUTA KABWG KAl TO ATTOTEAECUATA TTOU
Ba €xoupe peE TIG OIAQPOPEC EVEPYEIEG TIOU €XOUME OTnv OIGBEC) POG WG
TTPOYPOUMATIOTEG ] WG ATTAOI XPAOTEG.

2TV ouvéxela Ba avagepBboupe OXOAIQOTIKG OTnV €Tionun YAWOOoQ TTou
xpnoigotroiei To Game Maker, 1mou dev €ival GAAn amé Tnv GML (Game Maker
Language) . ©a JINAOOUE YIa TO OUVTOKTIKO TNG, TIG METABANTEG, TIC OUVAPTAOEIG, TIG
BIBAI0BNKEG TTOU BI0BETEI KA TTOANG aKOUN BACIKA OTOIXEIQ TTOU TNV OUVOETOUV.

TENOG, a@ou Onuioupynoouue €va OIKO HAG NAEKTPOVIKO TraiXvidl yia
UTTOAOYIOTH PE TNV KovooAa Ttou Game Maker, Ba avaAuooupe éva TTpog €va Ta
Briuata TTou akoAouBrijoaue, ue TTOAG screenshots €101 WOTE va yivel MO KaTavonTh
Kal €UKOAN n xprion m¢. To taixvidl Tou Ba dnuioupyrioouue Ba TTePIAAUBAVEL TIG
TTEPICCOTEPEG ATTO TIC XAPOAKTNPIOTIKEG 1010TNTEG Tou Game Maker kai pe Tnv
TTOPOUCIact Toug Ba TO KAVEI AKOWN TTIO TTPOCITO OKOPA KAl 0TOUG apXApIoug XPHOTEG
Tou. Na Toviow TTWG N gpyacia autry ouvodeUeTal ATTd TNV NAEKTPOVIKA POP®r TOU
TTAIXVIOIOU TTOU €XOUME QTIAEEI, €TO1I WOTE O KABE evOIAPEPOPEVOG va UTTOPEI va
KATAVONOE€l TTI0 EUKOAQ TIG EVEPYEIEG TTOU €XOUV YiVEl, OTNV TTPAEN.

Me Aiya AOyia n epyacia auTtr} dev ETTIKEVIPWVETAI JOVO O€ éva KOUMUATI TOU
«gaming». lMepIAapPdavel apkeTd oToixeia ammd OAa Ta KOPUATIA TTOU CUVBETOUV TO
TTACA TNG dNUIOUPYIOG NAEKTPOVIKWYV TTAIXVIBIWY, PE ENQacT Ouws oto Game Maker.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

ABSTRACT

The subject of this project is the game production with the Game Maker.
Here we will analyze the concept of the video games, how did start the production of
them, for which reason and with which way, the first video games on the world and
generally we will search out the information about the history of them.

As is reasonable, we will focus on the Game Maker application. One promising
application with many features and great stakes in the world of game creation, simple
games and complicated. We will mainly base on the potential to create two-
dimensional (2D) games with a brief reference to its abilities to penetrate in the world
of three-dimensional (3D) games. Will be analyzed one by one of the tools available,
the attributes that each one of them and the results that we have with the various
actions that we hold as developers or simple users.

Then we will refer to the official programming language of Game Maker, which
is none other than the GML (Game Maker Language). We will talk about the syntax of
GML, the variables, the functions, the libraries and many more features key elements
that compose it.

Finally, after creating our own video game for PC with Game Maker, we will
analyze one by one the steps we followed, with many screenshots, to make it more
understandable and easy to use. The game we will create will contain most of the
characteristic features of Game Maker and the presentation of them will make it even
more accessible even to novice users. The project is accompanied by an electronic
version of the game that we've made, so that anyone can understand more easily the
steps taken.

In short, this work focuses not only on a piece of «gaming». Includes several
elements of all the pieces of the puzzle to create computer games, with emphasis on
Game Maker.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

EIZArQrH

H emotiun TG TTANPOQPOPIKAG yia TTOANOUG @avtdalel avouoia. AAAol Thv
Bewpouv onPavTik Kal AAAOI TNV XAPOKTNPICOUV WG «n ETTICTHMN TOU PEAAOVTOGY.
‘Exel OMWG KATTOIEG DIOPOPEG ATTO TIG UTTOAOITIEG ETTIOTHMES TTOU €XElI AVATITULEI O
AvOpwWTTOG, TTOU TNV KAVOUV PovadIKr. H onuavTikdTEPN auTwy, KATA TNV TTPOCWTTIKN
Mou atrown, €ival ol TEPAOTIEG BIACTACEIG TNG — eV €XEI Mid HOVO KATEUBUVON Kal eV
ETTIKEVTPWVETAI O€ £va YOVO OTOIXEIO. AUTA N AETTTOPEPEIO KOI JOVO KAVEI QUTOPATWG
TNV TTANPOPOPIKIN VO ATTOKTA TEPACTIO EVOIAPEPOV.

2€ QUTAV TNV gpyacia AoImmév Ba emmKevIpwBoUue o€ éva amd Ta ATTEIPA
«KAadIG» TNG TIANPOYOPIKAG, QUTO TIOU iOWG KeEVTPICEl TO €vOIAQEPOV  TWV
TTEPICOOTEPWYV. AUTO TTOU ICWG PEPVEI TTIO KOVTA OTNV TTANPOPOPIKH AKOUA KOl AuTOUG
TTOU TNV BEwpPOoUV avouaoia WG ETTICTHKN. ZTNV dNUIOUPYia NAEKTPOVIKWYV TTAIXVIOIWV.

Mia e@apupoyl yia T1a TpwTta Priuata (kar 6x1 POvo) OToV XWPOo Twv

NAEKTPOVIKWV TTaIXVIOIWV gival To Game Maker. Ag eIV O€l AOITTOV N «TTEPIYNON»
MOG O€ aQUTOV TOV XWPEO.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

KE®AAAIO 1
ErXEIPIAIO EKMAOHZHZ TOY GAME MAKER

EIZArQrH

To Game Maker atmoTeAei Yo A1TO TIG TTIO YVWOTEG EQPAPUOYEG TTOU €XEI WG
KUPIO OTOXO TNV dnuioupyia TTaixvidiwy yia Tov UTTOAOYIOTH. Anuioupydg Kal ekOOTNG
QUTNAG TNG €@apuoyng cival o Mark Overmars,o oTT0iog OI0A0KEI WG AEKTOPAG OTO
iOpUMA  TTANPOYOPIWV KOl  ETTIOTNUWY  TTANPOPOPIKAG TOU  TTAVETTIOTNUIOU TNG
OuTtpéxTng.

To Game Maker pjtopouhe va TO PBpouhe otnv  €€ng  OleuBuvon
http://www.yoyogames.com/ , n oTroia €ivail Kai n €mionun 10TooeAida TNG £TaIPiAG.

GameMaker for Windows

GameMaker 8. 1 % GameMaker8.1 Lite

Buy Full Version Download Now

Already bought GarmeMaker for Windows? ©

Eikéva 1.1

Quoikad dev uttdpxel povo n €ékdoon Tou Game Maker yia Ta Microsoft
Windows, aAAG Kal yia Ta UTTOAOITTA KOIVWG YVWOTA AEITOUPYIKG CUCTAMOTA.

O okomdg Tou Game Maker gival va TTapdoxel Eva TTPOYPAUMO KATAOKEUAG
d10d1G0TATWY TTAIXVIOIWY OE éva OouvnBIoUEVO TTPOCWTTIKO UTToAoyioTr. MTropei o
OTTOIOCONTIOTE VA TO XPNOIMOTIOINCEl PE TNV EKPABNON KATTOIwV HOVO BACIKWVY
AeIToupyiwv TNG €QappoyAg. To Tpoypaupa PTTopEl va TPEEEl OTA TTEPIOOOTEPQ
AEITOUPYIKA CUOTAPATA akOPNn Kal o€ TTaAaIdTEPES ekdOoEIC OTTWG T WINDOWS 98,
ek16G ammé Ta WINDOWS NT 4.0. Me to GAME MAKER eival duvardv Katrolog va
onuioupynoel €tmiong kar TpiocdidoTarta Traixvidla uadli ge o TAnBwpa GAAwv
emAoywyv, otnv Full ékdoaor) Tou .

ZnNMUavTIKO Kal agloonueiwTo gival 611 To Game Maker TTapéxel Eva TrepIBAAAov
€UKOAQ XPNOIUOTTOIOUPEVO OKOPO KOl ATTO apyXApIouG XPNOTEG, €VW TAUTOXPOVA,
TTapPEXEI TEPAOTIEG OUVATOTNTEG YIA EUTTAPOUCIiaOTA Kal eEEAIypEVA TTaXvidla.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNMOKE®AAAIO 1.1
Ol ONTOTHTEZ TOY GAME MAKER

O1 «ovTOTNTEG» ATTOTEAOUV TO PBACIKOTEPO OKEAOG OAAG
Kal TO TTPWTO, OTO OTTOI0 TTPETTEl va ETTIKEVTPWOOUNE . Agpou
oXeOIAOOUPE OTO MUAAG pag Tnv Pacikr 10éa Tou Traixvidliou
TTou B¢éAoupe va OnUIoOUPYAOOUUE, TOTE EEKIVAUE Kal TNV
gloaywyn Kal dnuioupyia Twv avadAoywv ovToTATWY TTou Ba
XPEIQOTOUWE, TIC OTIOiEC Kal Ba avoAUOwW E€KTEVEOTEPA OTN
ouvéxela. Otav avoi¢oupe T1O Game Maker, Ba doupe €vav
KATAAOyo OAwV Twv OIAQOPETIKWY TUTTWV OVTOTATWY TTOU
MTTOPOUME VA XPNOIMOTTOINCOUKE, OTNV apIoTEPH TTAEUPA TOU
TTapabupou. O1 ovroTNTEG QUTEG €ival TOTTOBETNUEVEG OE MIO
ANioTa TTOU €XEI TN HoP®r OEVTPOU, OTTWG AKPIBWGS TTAPATNPOUME
kKal oto TmapdBupo e€epelvnong apxeiwv Twv Windows, 1Tou
MTTOpOUV va avoi¢ouv Kal va kAgioouv. Autd TO PEPOG TNG
0086vNG TO OVOUACOUE @ CEPEUVNTI) TWV OVTOTATWV.

OvopaaoTikd, ol TUTTOI OVTOTATWV gival ol £EAG:

Sprites,
Sounds,
Backgrounds,
Paths,
Scripts,
Fonts,

Time Lines,
Objects
Rooms

~TOMmMOOwW>

) Sprites

) Sounds

) Backgrounds
) Paths

] Scrpts

) Fonts

) Time Lines

) Objects

) Rooms

li| Game Information
|| Global Game Settings

Eikova 1.2

AG doupe AOITTOV OTNV OUVEXEIQ AQVOAUTIKOTEPO QUTOUG TOUG TUTTOUG OVTOTATWYV

Kal TNV AEIToupyia Toug.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNMOKE®AAAIO 1.1.1
SPRITES

H ovtdéTnTa QUTH ATTOTEAEI OTNV OUGIA PIA EIKOVA 1] PIa OEIPA EIKOVWV ( N o€Ipd
EIKOVWV Hag BonBdel otn dnuioupyia KIVOUPEVWY XOAPOKTAPWY KOl QVTIKEIUEVWV).
Ovopadetal sprite €1T€1d €KTOG ATTO T OEDOUEVA VIO HIA EIKOVA TTEPIEXEI KOI KATTOIEG
EMTTPOCOETES IBIOTNTES TTOU APOPOUV TO TTAGTOG, TO UWOG, T diagdaveia, K.4.

To K@B¢ sprite YTTOPOUUE va TO TTPOCOECOUPE OTO TTAIXVIOI EITE HE TN POPTWON
apxeiwv €IKOVAG TToU €ival BN aTTOBNKEUPEVES OTO TTPOYPAUUA, EiTE YE TN dnuIoupyia
VEWV €IKOVWYV. Na onueiwooupe TTwg To format Twv €IKOVWY TTOU PTTOPOUMPE VA
QOPTWOOUE gival .ico ) .gif .

Apxik& Ba doupe TTAPAKATW TTWG YiveTal n dnuioupyia HIog véag ovroTnTag
sprite . Auté ptTopei va yivel he TpeIg d1aPopeTIKOUG TPOTTOUG:

1. AT6 10 Baoikd pevou oTnv Kopu®n TG epappoyns Add = Add Sprite
(2716 véeg ekdOOoEIg Tou Game Maker emmAéyoupe Resources - Create Sprite)
2. Me 1n BonBeia Tou TTANKTpoAoyiou TTatwvTtag Tautdéxpova CTRL-SHIFT-S
3. Me d¢e&i KAIK TOU TTOVTIKIOU OTO Sprite oTo Yevou apioTepd Kai eTTIAoyr Create Sprite

™ Game Maker 6.1: <new game=>*
File Edit Add Scripts Run  Window Help

UEZH PP @0y T Z@O 9

&

] Sprites

3 Sounds

1 Backgrounds

i Paths

a1 Scripts

3 Fonts

3 Time Lines

3 Objects

) Rooms

,ﬂ G ame |nformation
4] Global Game Settings

Eikéva 1.3
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

2T OUVEXEIQ ePpavieTal Eva TTapdBupo OTO OTTOI0 BETOUNE TA XOPAKTNPIOTIKA
TToU BéAoupE va €xel TO sprite TTou Ba dnUIOUPYHOOUNE

* Game Maker 6.1: <new game=>*

File Edit Add Scripts Run Window Help
UBEH PP @9 T ZI@0 @E @
=i Sprites rB Sprite P )
S Sprite Properties
g g:::::uunds Mame: Precize collision checking
Paths [ Smooth edges
g Scripts [ j Load Sprite ]
Preload texture
D Fonts Wwidth: 32 Height: 32 Drigin
= T'"_'E Lines Mumber of zubimages: 0
(=) Objects ES Y EI
) Rooms Tort
,ﬂ Game Infarmation
,ﬂ Global Game 5ettings [ <% Edit Sprite ] Bounding Box
(%) dutamatic () Full image
Transparent ) Manual
Let|0 | Right|0 |
o OK Iopl | ﬁottom| |
Eikova 1.4

To 6vopa 1Tou Ba dwoouue OTO sprite PUTTOPEl va atroTeAEiTal aTTd  AQTIVIKOUG
XOPAKTAPEG, MIKPOUG i Kepahaioug (a, b, c,d, e, f... A, B, C, D, E, F,...k.T.A. ), amo
TNV K&TW TTavAa () kal a1d apiBpoug (1, 2, 3, 4,...K.T.A. ) .

To Ovopa Tou sprite dev pTTOpEl va ekivagl atmd aplBud, aAAd pdévo ato
ypaupa TN aAgapntou. Kai va Ttoviow, OTTWG E&iTTaue Kal TTapamdvw, To POvVOo
OUPBOAO TTOU UTTOPEI va XPNOIYOTToINBEI 0TO Ovopa €ival N KATw TTavuAa (), Kavéva
GAAo.

To Ovopa Tou sprite €ival Tapa TTOAU onuavTikG OIOTI OTTOIOBATIOTE OTIYMN
BeAooupe va eTTeCepyaoTOUPE TO TTaIXVidl, Ba TTPETTEl va avayvwpifoupue Kal va
gexwpiCoupe TNV KABE ovTdTNTA pog. PavraoTeite pia e@appoyn pe 1000 SiapopeTIKG
sprites kal GAAa TOoQ avTikeipeva KTA. ZuvnBwg Ta sprites, yia YJEYAAUTEPN EUKOAIQ,
ovopadovTal SPrXXXX , o1mou XXXX KEIPJEVO TTOU PAG TTAPATTEUTTEI TNV I010TATA TOU
KAO¢ sprite.

2.€ QUTO TO ONMEIO TTOU TTAEOV N OVTOTNTA PAG £XEI KATTOIO OVouQ, £XEl OEIpA va
TNG OWOOUNE HIa Jop@ry, OTTOU auTo Ba yivel ue TNV TTPOCOAKN O€ AUTAV PIOG EIKOVAG,
TTOU OTTWG TTPOAVAPEPANE AUTO UTTOPEI VA YiVEl e BUO DIAPOPETIKOUG TPOTTOUG.
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Mtuxiakn epyacia tou dpottnt OtaxkAa Avactdoiou — Toapmikou

1. Kard tov TTpwTo TPOTIO, YIVETQI PE TN QOPTWON ApPXEiwV EIKOVAG TTOU Eival 1on
ATTOONKEUPEVEG OTO TTPOYPAUUA HEOw TNG ETTIAOYNG : Load Sprite

2. Katd tov deUTEPO TPOTTO, YiveETQl dnUIOUPYWVTAS KATTOIO BIKIA POG €IKOVA €KEIV TN
oTiyuri oto Game Maker pe mn BoriBgia Tou kKoupuTniou : Edit Sprite.

21NV OeUTEPN TTEPITITWON, OTAV KAVOUUE aploTEPO KAIK oTo Edit Sprite Ba
EMQAVIOTEI TO TTAPAKATW TTAPABUPO:

B sprite Editor - BX
File Edit Transform Images Animation H apxLKkn ewkova
: v = L mavw otnv onoia Ba
v D3S3H 9 XD 5 ’ e
NULOUPYHCOUUE
Show Preview ./ auTo mou BeAoupe

image

Speed:

This is not the speed in the
game! Use only for preview.
Best set to room speed.

Background Colar

Frames: 1 Size: 32x 32 Transparent

Eikéva 1.4

2Tn ouvéxela emmAéyoupe attd TO0 pevou oTnv kopuon : Edit 2Edit A
KAvouue OITTAG KAIK TTAvw oTNV €IKOVA, KI £T01 TIPOKUTITEI TO TTAPABUPO PHOPPOTTOINONG
TNG €IKOvag pag : Image Editor, oto otroio Ba emme{epyacTOUPE TA XAPAKTNPIOTIKA

NnCG.
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Mtuxiakn epyacia tou dpottnt OtaxkAa Avactdoiou — Toapmikou

&= Image Editor E’@’@

Kk yvie Meyebuvon

Addalato ypopotov pixels Tov
|| ownikEEvo ovnikeBLoTdVIos T ¥paLoTe

NG UPLOTEPMG MoASTOG W ekelve g Sséidg

File Edit Text Transform Image

Emasver o meploym e stkdvog Log

ORédo KOVWMLDY ¥POULETLOILOT

—f&it Tight |

% | Eicoyoy] Keylévon omy sikév Lo

N

OK o smuchpion Taov oaoydy

OREdo KOVWMLDY |LE TO. OTTOL0
oyedidlovps opBoymvie, TeTplynve,
—RUKALKE OXTLOTO KoL VPOYLLEG

(0,8) ' Draw a rectangle. Hold <Shift> for squares.

Eikéva 1.5

A@ou TTpooBéooupe To sprite 0Tn ocuvéxela TTaue otnv Aoy Backgrounds.
Ao €dw Ba TpooBéooupe éva Background (@ovro) yia To TTaiXvidl pag atmmd Ta
d108éoiua Tou Game Maker, Ttrapadeiypartog xapiv 1o Sky.gif, n prropouue kai TAAI
va Onuioupyfooude To OIKO MPaG @OvTo, TTpooBEéTovrag pia ekéva . lNa Ta
Backgrounds 0a PIANOOUNE EKTEVEOTEPA TTAPOAKATW.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YMNOKE®AAAIO 1.1.2
SOUNDS

O1 Axor kai N gouaoikn ( Sounds ) atrotTeAoUV £TTiIONG £va TTAPA TTOAU CNPAVTIKO
KOUMATI yia TR dnuioupyia evog Traixvidiou. PavTaoTEiTe va TTaifeTe €va TaiyVvidl, To
OTT0i0 Ogv €XEl KOMIO MOUCIK) UTTOKPOUON, OEV AKOUYETAl KAVEVAG MXOG OTIG
aAAnAemdpAceIg TToU yivovTal Kal gival TeAeiwg BouPBo . ETiong, onuacia dev €xel
aTTAG va aKOUWE KATTOIOV ) KATTOIOUG AXOUG, KAl AuToi OI AXOI va gival TEAEIWG AoXETOI
ME TO TTaIXVidl. O1 Axol o1 oTroiol Ba eicdyoupe Ba TTPETTEN va gival oI KaTdAAnAoI Kal Ol
avAAOYol TWV TTEPIOTACEWY, CUPQPWVA PE TO TTAIXVIOI KAl TO €idOG TraIXvIdlou TTou
£€XOUUE OKOTTO KAl OTOXO va dnuioupyrnooupe. Agv yivetal , mTapadeiyparog Xapiv , va
TTAiEl KATTOIOG €VA TPOPAKTIKO TTaIXVidl TTOAEPOU KAl OTAV OKOTWVEI KATTOIA ovToTNTA
Tou TTaIXVvI®IoU va akoUyETal KATTOIOG XOPOUNEVOS AXOG, 1) oav HoUuaIKA uttoBddpou va
OKOUYETAI £VO XOPOUUEVO TPayouUdI.

Mtropoupe av BéAoupe va tTmpooBéooupe kdtola diIk& pag nxnTika Clips, n
KATTola SIKA Pag Tpayoudia TToU £XOUME ATTOBNKEUPEVA OTOV UTTOAOYIOTH OTOV OTTOIO
epyalopaoTte. Av BéAoupe OPWG, EXOUNE TNV duvaToTnTa Va £TTIAEEOUNE KATTOIOUG ATTO
TOUG NXOUG TTou UTTapXouv oTn €Tmionun O1adIkTuakny oeAida Tou Game Maker, ) Kai
o€ AAAeg 10Too€eAiIBeG ( BiveTanl n duvaTdTNTa TNG AVAKTNONG OAOKANPWY QOKEAWY HE
NXOUG, WOTE va ETTIAECOUPE TOUG KATAAANAOUG yia TO €KAOTOTE TTAIXViIOl TTOU

OnuIoUPYOUE ).

MNa va geicdyoupe €vav AXO OTO TTaIXVidI PHOG, TTPETTEI va aKOAoUuBroouue €vav
aTTO TOUG TTAPAKATW TPOTTOUG :

A6 TO BACIKO PEVOU OTNV KOPUYN TNG £papuoyns Add - Add Sound

(2116 véeg ekdOoeIg Tou Game Maker emAéyoupe Resources - Create Sound)

Me 1n BoriBsia Tou TTANKTPOAoyiou TTaTtwvTag Tautoxpova CTRL-SHIFT-U

Me O€&i KAIK TOu TTOVTIKIOU O0TO Sounds oTO pevoUu aploTepd kal €mAoyr Create
Sound

Katd tnv dnuioupyia ( eicaywyn ) evog AXOU, UTTAPXOUV dIAPOPOI TTAPAUETPOI
Kal 1810TNTEG, TTOU UTTOPOUME va ETTEEEPYAOCTOUNE , avAAoya MPE TIG OTTAITOEIS TOU
TTaIXVIBIOU TToU dNpIoupyoUue. MOAU onPavTIKr TTaPATAENON, €ival N TTIAOYK TTOU Jag
QIVETAI, WOTE VA OPICOUE , YIA TOV EKACTOTE NXO , VO QPOPTWVETAI OTO TTAIXVIidI JAG TNV
XPOVIKA OTIYUA TTOU €XOUME OPICEl, Kal va PNV QOPTWVETAI ATTO TNV apxr, Kartd Tnv
ekKivnon Ttou Traixvidiou. Autd Bonbdel otnv PvAun TOU UTTOAOYIOT) OTO OTTOIO
TTIPOKEITAI VA TPELEI TO TTAIXVIOI, OTOUG TTOPOUG TOU CUCTHUATOG TTOU Ba XPEIOOTE va
dlaTeBouyv, Kal oTo PEYEBOC TOU ATTOBNKEUTIKOU XWPOU OTo OICKO TTou Ba XpelaoTei va
dartravnoei .
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

File Edit Resources Scripts Run Window Help

UH3H @@ b b €@E@EEETZ@O0 ©E+4+ O @

-_j Sprites I

b+ sc | ¥ Create Sound
= > Back
b
Path: €% create Group Shift+Ins

e

3 Scrip
i) Font:
) Time
=) Obije:

=4 Roon —. =
= o [ =% Load Sound ] [E]
[i] Game —
|] Global Game Settings [ b Save Sound ]
|#] Extension Packages

Sort by Name

MName:  sound0

Filename:

Kind

(& Normal sound

(O Background music
) 3D sound

) Use multimedia player
Effects

[] Chorus []Echo

[] Flanger [ Reverb
[ Gargle

Yolume: j
Pan: j
Preload
[ ¥ Editsound |

Eikéva 1.6

Name: ZT10 1edio auTtd Ba gicdyouue To Ovopa Tou Sound. Kai edw, €xel TTdpa TTOAU
MEYAAN onuacia To évoua TTou Ba dwooupe OToV KABE X0 , yia TTpoPaveic Adyoug
OTTWG TTPOEITTAUE KAl yia Ta Sprites

210 Game Maker, kKaAw¢ n Kokwg, dev uttdpxel Kdtrolog Editor yia Tnv
onuioupyia Axwv. MTTopoUue OPwWG va XPNOIYOTTOINOOUPE AAAOUG ETTECEPYQOTEG
AXwyv, va OnUIOUPYACOUPE TOUG MXOUG TIoOU XPEIalOpaoTe KAl VA TOUG
METAQPOPTWOOUUE OTNV €@apuoyr pag. Otav PETAPOPTWOOUNE £vav AXO, UTTOPOUUE
va Tov atroBnkeuoouue oto Game Maker, wOTe OE TEPITITWON TTOU XACOOUUE TO
TTPWTOTUTTO apXEio AXOU, va pnv dnuioupynOei k&troio TTpéRANua.

Mag divetal n duvatétnTa HPETAPOPTWONG TPIWV (3) BIAQOPETIKWY TUTTWV
NXNTIKWV apxEiwV , oI oTToiol gival o1 €¢R¢ : MP3 , Midi , Wave .

Ymdapxouv duo buttons , éva mpdoivo ( play ), JE TO OTTOIO PTTOPOUME VO
TEOTAPOUUE TOV AXO TTOU QOPTWOANE, KI £€va KOKKIVO ( Stop ), ME TO OTTOI0 OTANATANE
TNV AVATTOPAYwYr TOU OUYKEKPIPMEVOU AXou. Edv dev TTathcoupe 1o stop, 0 AXOG
ouveyicel va TTaiel acTapdTnTa Kal eTTavaAauBavoueva.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNOKE®AAAIO 1.1.3
BACKGROUDS

To kGBe dwpdtio ( n KABe TTioTA ) TOU TTAIXVIOIOU TTOU €XOUME EEKIVIOEI va
onuioupyoupe, Ba TTPETTEL va €XEl Kal éva QOVTOo, 1 aAMWG éva uTTORaBpo i OTTWG
gival eUPEWG YVwOoTd O0TO XWPO TNG TTANPOYOPIKAG, éva Background. To @ovto auto,
gival oTnVv oucdia pia €IKOvaA, N OTToid TTPOPAVWG Ba gival POVIPWG TTiIow aTTd TOUg
XOPOKTAPEG KAl TA AVTIKEIMEVA TOU TTAIXVIOIOU PAG. ANG €XOUpE Kal TN duvatoTnTa VA
EMAECOUPE €AV BEAOUPE N €IKOVA auTh va €xel kKatrola diagdveia ) 6xl. To Game
Maker, pag divel Tn duvatdTnTa va €TTIAEEOUNE WG POVTO Wia aTTO TIG EIKOVEG TTOU EXEI
Non eykaTeoTNUEVEG €¢ apxng OTIG BIBAIOBNAKES Tou. ETTiong, 010 d1adiKTUO UTTAPXOUV
TTApa TTOAAEG , dwpedv A PN, BIBAIOBAKES, atTd €TTiONUES 1I0TOOEAIEG TOU TTaIXVIDIOU
gite Ox1, ammd TIG OTIoiEG UTTOPOUME va aviAAooupe OlIaPopa QOvVTA, a@oU TIG
EYKATAOTAOOUWE TTPWTA OTNV €Qappoyn pag. TEAog, pag divetal n duvardotnta va
OnNUIoUPYAOOUUE €€ aPXNG TIG DIKIEG HOG EIKOVEG, WOTE VA TIG XPNOILMOTIOINCOUNE OTNV
OUVEXEID WG QOVTO o€ KATTOI0 dwHATIoO ( Room ) Tou Traixvidiou TTou oxedIAlOULE.
AuUTO pTTopei va yivel €ite oTnv €I0IKA TTAATOPUA TTou pag TTapéxel To Game Maker,
€iTe ATTAG HETAPOPTWVOVTAG KATTOIEG OTTO TIG EIKOVEG TTOU £XOUME HON ATTOBNKEUNEVES
OTOV UTTOAOYIOTH OTOV OTT0iO £pYaCOUAOTE .

MNa va giocdyoupe éva @ovro ( Background ) oTo Traixvidl pog woTe va
MTTOPECOUME OTN CUVEXEID VA TO XPNOIYOTIOINOOUPE OE KATTOI0 dwudTio ( Room )
TIPETTEl VO AKOAOUBROOUNE évav aTTd TOUG TTAPAKATW TPOTTOUG :

1. A6 10 Baoikd pevou oTnv Kopu®n TnG epappoyns Add = Add Background
(Zmig véeg exdboelg Tou Game Maker emAéyoupe  Resources -> Create
Background)

2. Me 1n BonBeia Tou TTANKTpoAoyiou TTatwvTtag Tautdéxpova CTRL-SHIFT-B

3. Mg &¢&i KAk TOu TTOVTIKIOU 0TO Backgrounds oTto pevoU apioTepd Kai €TTIAOYN

Create Background

Na va TPpOTTOTToINCOUNE £va O UTTAPXOV GOVTO 1} yIa va dnUIOUPYROOUNE £va
véOo OTnV TTAATQOPUa TOu TTaIXVIOIoU, ekTeAoUpE To €ENG : Edit Background otn
@opua “Background Properties” .
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Mtuxlokn epyacia tou dpottnth OtdkAa Avaotdolov — Toopmikou

File Edt Resources Scripts Run Window Help

NB8H 30 )) GOELRTIOD 0E+ 50

i) Sprites
i) Sounds
06
backgre | e
{3 Paths & Alt+Ins i
{2 Scripts % ’ | Backeround'Properties: background0
{7 Fonts d Create Group  Shift+Ins e
[ Time Line: ; Name: |backgroundd |
- ; Sort by Name o
i) Objects
{5y Rooms ¢ et Shift+Del (% Load Background
iﬂ Game Infon ————
4] Global Gam & Rename Ctrl+ Hﬁ_avg Background
{ﬂ Extension P
L < Edit Backgiound

Width: 0 Height: 0

[JUse as tile set

Eikova 1.7

Name: 2to Tedio autd Ba eiocdyouue 1O Ovoua Tou Background Trou
onuioupynoape, Tou elodyaue A Tou emAéEaue. Kal TTGAI n ovopacia tou Ba
OWOooUE €XEl TEPAOTIO ONUACia ,yia TTPOPAVEIG AOyoug OTTWG TTPOEITTAKE KAl YIa TA
Sprites .

el - 16 - amd 165



Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNMOKE®AAAIO 1.1.4

PATHS

IMoAAEG popEg BENoUPE Ta Bacikd PEAN Tou TTaIXVIOIOU TTOU dNUIOUPYOUNE VO
OKOAOUBAOOUV KATTOIO OUYKEKPIMEVO «UOVOTTATI». Eival TTOAU atrAd. Anpioupyouue
éva POVOTTATI OXEDIACOVTAG TO KAl OTNV OUVEXEID TOTTOBETOUME KAl EQAPPOCOUNE TA
avaloya events 1ou B€Aoupe va AdBouv xwpa oTnv TTopeia TTou Ba akoAoubnoel
KATTOIO QVTIKEINEVO POG.

Nna va onuioupyroouue éva véo Path oTto Traixvid

& Path Properties: pathl

(o B [18§ S5O @ £ & 4 snepx |16 Snepy:|16 | [H| O
Name: | pathl
(64,96) sp: 100
{80,224) sp: 100 il -
(z24,224) sp: 100 S,
{304,160) sp: 100 1
{204,96) sp: 100 r
p{\
]
|
Vji
A
192 Add
Y 48 Insert
sp: 100 Delete
connection kind
(@) Staight lines [V Closed
O Smooth curve
Precision:
fies B x: 272 y:368  Area: (0,0)->{404,383)
Eikéva 1.8

aKoAOUBAooUlE £vav aTrd TOUG TTAPAKATW TPATTOUG :

PoObE

KAIk oTo koupuTtri «Create a Path»
KAIK oTnv €mAoyr) Resources - Create Path atrd 10 pevou TTavw
MANkTpoAoywvTag Tautdxpova atrd 1o TTANKTPoAdyio CTRL- SHIFT -P

Me d¢eéi KAk 01O Paths atd 10 pevou apiotepd kai emAoyr) Create Path
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNOKE®AAAIO 1.1.5
SCRIPTS

H ovréotnta autr] UTTApxEl, WOTE va MPTTOPOUME va ypdwouue OAOKAnpa
KOMMATIO KWOIKA aTTO JOVOI JOG, VA Ta aTTOBNKEUCOUUE KAl va TA XPNOIJOTIOINCOUUE
OTTOTE KAl OTToU B€Aoupe OTO TTaIXVIOI TTOU @TIAXVOUUE. OTT010G YyVwpidel Kal EXEI
Q0X0ANOei Ye TOV TTPOYPAUMATIONO, Ba yvwpilel TTWG O EQAPPOYES OTTWG To Game
Maker 110U TO TTEPIBAANOV £pYyaTiag Tou gival EUKOAO Kal TTPOCITO oXeDOV yia OAOUG,
(©ev xperalovtal yVWOEIG TTPOYPANUATIOUOU Yia TNV XpHon Tou), n dnuioupyia dIKWV
MOG KOpMaTIWV KWOIKA TTépa atrd autd TTou €xel, BonBdsl otnv «diciocduon» OTn
AetrTopépela. AuTd QUOIKA pag Oivel TTOAU KOAUTEPA aTTOTEAéOPATA. 2UVRBWG
ATTOONKEUOUNE KOPMPATIO KWOIKA O€ Scripts Ta oTroia atroTEAOUV «POUTIVEG» TIG OTTOIEG
TTPOKEITAl va eTTAVOAGBOUUE TTOAAEG QOPEC OTO TTaIXVidI UaG.

H yAwooa 1Tou xpnoipoTroicital oto Game Maker gival n GML ( Game Maker
Language ) . Mg Tov 1pdé1T0 oUvTaéng tnGg GML Ba aoXoAnBouue eKTEVEOTEPA OTO
avaAoyo Ke@AaAaio.

MNa va eiodyouue Script 01O TTaIXVidI HAG WOTE VO UTTOPECOUNE OTN CUVEXEID VO
TO XPNOIUOTTOINOOUUE OTTOU TO XPEIAlONOOTE , TTIPETTEI v akoAouBrjooupe évav atrd
TOUG TTAPOKATW TPOTTOUG :

1. KAIk oTnv emAoyy Add - Add Script atrd 10 gevou TTavw

(2116 véeg ekdOOEIg Tou Game Maker emmAéyoupe Resources - Create Script)

2. MAnkTpoAoywvTtag Tautdxpova atrd 1o TTANKTPoAdyio CTRL- SHIFT -C

3. Me &€€i KAIK 0TO Scripts a1rd 10 pevou apioTepd Kail emAoyry Create
Script
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Mtuxlokn epyacia tou dpottnth OtdkAa Avaotdolov — Toopmikou

UB3H 2@ PP @OEET T Z@0 9+ 0 @

= Sprites
sprite()

{3 Sounds

|5 Backgrounds
-7 Paths
5 T —— -
1 Rl :
t‘ % o]l (

€=
E @ Export All Scripts...

o Script Pfoperties: script1
v/ ESHQ L e BB | % B / 1&_—?[Hame:@5ﬁ7‘:

Alt+Ins 1

2 ~
0% Create Group  Shift+Ins
[

|4 Sort by Name

(] | [_)_]

11 1 INS 10pt

Eikéva 1.9

Name: Z1o 1Tedio auTtd Ba eiIcdyoupue To dvoua Tou Script TTou dnuIoupyROCalE.
Kai TadAI n ovouacia TTou Ba dWooupE €xEl TEPAOTIO oNPAdia Lyia TTpoQaveic Adyoug
OTTWG TTPOEITTAUE Kal yia Ta Sprites .
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNOKE®AAAIO 1.1.6
FONTS

2€ QUTAV TNV ovToTNTA, €I0AYOUME KOl aTTOONKEUOUME HIO YPANMATOOEIPA,
oupTrEPIAaPBAavoVTag OAEG TIG TTAPAPETPOUG , OTTWG Yia TTapddelyua 1o Bolt , 1o Italic
Style , To péyeBog TNG ypauPATOOEIPAG Kal Ta AoITTd. 'ET01, €dv o€ KATTOI0 OnuEio Tou
TTaIXVIOIoU BEAoupPE va avaypa@eTal KATI, £Xoupe NON €TOIUN KOl ATTOBNKEUMEVN TNV
YPOUMOTOOEIPA TTOU BEAOUNE Kal TNV €QAPUOLOUNE OTO EKAOTOTE KEIPNEVO. AUTO YiveTal
KUpiwg Kal yia euvonToug Adyoug TaxuTtntag, dIOTI hia atToBnKEUPEVN YPAUPATOOEIPA
MTTOPOUME VA TNV XPNOIUOTIOINCOUUE O€ TTEPICOOTEPA ATTO €va ONUEIa OTO TTAIXVIOI
MOG, KI €101 dev Xpeldletal va emmavoAapBdvouue tnv diadikaoia puBuiong Tng
YPOUMOTOOEIPAG, KABE Qopd TTOU TNV XPEIACOUOOTE.

MNa va eilcdyoupe pia ypauuatooeipd ( Font ) wWoTe va PTTOPECOUNE OTN
OUVEXEIQ VA TN XPNOIKMOTTOINCOUKE O€ KATTOIO ] KATTOIO CNnUEIa TOU TTaIXVIOIOU , TTPETTEI
va akoAouBrooupue £vav atrd Toug TTAPaKATW TPOTTOUG :

1. KAk otnv emAoyry Add - Add Font a1rd 10 pevou TTavw

(2116 véeg ekdOoeIg Tou Game Maker emAéyoupe Resources - Create Font)
2. TIAnkTpoAoywvTag TauTdxpova atro 1o TTANKTPoASOylo CTRL- SHIFT -F
3. Me d¢ti KAk 010 Fonts atd 1o pevou apioTepd kal Aoy Create Font
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

File Edit Resources Scripts Run Window Help

DAH 20 PP EOEELETZI@O ©F

i Sprites

il

¥+ O @

=) Sounds
=) Backgrounds
== Paths
€] patho
=)= Scripts
[B] scripto
=25

rrer——
[Ka 5

=568 % create Group  Shift+Ins

"Font Proper... =

Sort by Name

Name: fontl

Font: | Bradley Hand ITC [~

Size: |12

[[1Bold [ talic
Character Range

il 127

=
IN)

AaehceDdd

Eikéva 1.10

Name: 210 1edio autd Ba €ilodyouue T0 Ovopa Tou Font TTou BéAoupe va
ammoBnkeuooupe. Kal TdAI N ovouaaoia TTou Ba duoouue €xel TEPAOTIO onuaacia ,yia
TTPOPAVEIG AOYOUG OTTWG TTPOEITTAUE Kal yIa T Sprites .
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNOKE®AAAIO 1.1.7
TIME LINES

[MoAAEG @opég BENOUNE KATTOIO TTPAYUATA VO CUUBOUV O€ KATTOIEG
OUYKEKPIPEVEG XPOVIKEG OTIYMEG. AUTO KATTOIEG POPEG Eival EQIKTO e TO Alarm(yia TO
oTT0i0 Ba pIANoOoUNE ekTEVEOTEPA OTNV TTopEia). OTav Opws Ta dedouéva dev gival
T600 atrAd, n uEB0dOG Tou Alarm TTEPITTAEKEI T TTPAYHATA Kal BEV £XOUUE TO avAAoyo
emOUUNTS atToTéAeopa. AG doUpE Eva HIKPO TTAPAdEIYUA :

X
Name: Moments: Actions: Oblocts 5
timeline1 2:2910 Jump to the start position i
gii;%_ Create moving instance of <undefine IZ] %
l o Add ] ’§§ Change ] IE] Create instance of random object ig]ﬂe IEI g
[X Delete J [L_] Clear J i %
H
[ = shit || Duplicate] RES =
i@ Spread i [%’Merge ] i%__
[ @) Show Information ] ;
@0
2

Eikova 1.11

MNa va eiodyoupe o ypauuatooeipd ( Font ) woTe va PTTOPECOUNE OTN
OUVEXEIQ VA TN XPNOIKJOTTOINOOUKE O€ KATTOIO ] KATTOIA ONUEIQ TOU TTAIXVIOIOU , TTPETTEI
va akoAouBrooupue £vav atrod TouG TTAPAKATW TPOTTOUG :

1. KAk oTnv €mAoyry Resources = Create Time Lineatrd 10 pevou
TAvw

MANKTPpOAOYWVTAG TAUTOXPOVA ATTO TO TTANKTPOAGYI0O CTRL- SHIFT -T

2
3. Me &€&i KAk oTo Time Lines a1rd 10 yevoU apIoTEPA Kal ETTIAOYNA
Create Time line
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNOKE®AAAIO 1.1.8
OBJECTS

Ta Objects (avTikeipeva) armroteAouv Tn onuavtikétepn ovrotnTa Tou Game
Maker. Eivalr Ta éufia, dnAadn Ta evepyd QvTIKEIEVA TOU KABE TTaixvidiou TTou Ba
onuioupyfooupe. To kKABe object ouviABwg avTITTPOCWTTEUETAI KAl ATTO €va sprite,
aAAG Oy TTavTa.

MNa va eicdyoupe éva object oto TTaIXVvidl HOG, TTPETTEI va AKOAOUBooUuE Evav
aTTO TOUG TTAPAKATW TPOTTOUG :

1. KAIk oTo kKoupTri «Add an Object»
2. KAIK oTnv €mAoyy Add - Add Object a1rd 10 pyevou TTavw
(Zmig véeg ekdboeIg Tou Game Maker emmAéyoupe Resources - Create

Object)
3. MAnkTpoAoywvTag Tautoxpova atrd 1o TTANKTPoAdyio CTRL- SHIFT -O
4. Me &¢&i KAk oTo Objects atrd 1o yevou apioTepd Kai emiAoyry Create
Object

Mapatnpouue TTWG gu@aviCeTal Eva TTapdbupo OTTou Ba eTTIAEEOUE TIG
I010TNTEG TTOU BEAOUE VA €XEI TO AVTIKEIMEVO POG

* Game Maker 6.1: <new game>*

Fle Edit Add Scripts Run Window Help
UBH PP €OEEETI@O0 O o
B S t F ) . == 3
PSR © 0jcct roperties EEK
() Sounds . . o Move 3 |a
Warme: Events: Actions: 2 ]
=25 Backgrounds _ame. cbiect) i %
background? Spite 5] [
[ Paths <hio 3prites = m
) Scripts <no sprite> el
) Fonts " spried @B &2
[ Time Lines —
[+ Objects [w]¥isitle []5alid Jump
wall A — A
[ Rooms e
[i] Game Information (] Persistent ) %
4] Global Game Settings il ’W g E i
Mask:  |<same as spie> L ot g By
aths !
g2
@) Show Infomation 3
[r_ﬂ —
BE
Add Evert oos ﬁ o
Delete Change

Eikéva 1.12
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Oa ggnyfiooupue AoITTOV TI aKPIBWS onuaivouv o1 1I810TNTEG AQUTEG TTOU Pag (NTAEI
Va TTPOCAPUOCOUNE OTO AVTIKEINEVO TTOU BEAOUNE VA DNUIOUPYACOULE :

Name: 10 medio autd Ba eicdyouue 10 Ovopa Tou Object. =ekivoUuue Tnv
ovopaoia Twv Objects ouvnBwg pe 0objXXXX, yia Trpo@aveic Adyoug OTTwg
TIPOEITTOUE KAl yIa Ta Sprites .

Sprite: 210 Tedi0 aUTO €TMAEyoUpE KATTOIO ATTO T Sprite TTou €xouue NoN
Kataokeudoel TTponyoupévwe. ( Na onueiwooupe €dw Twg éva Sprite dev gival
TITTOTA ATTOAUTWG OTTG PJOVO TOU, OEV PAG XPNOIMEUEl TTOUBEVA yia TO TTalxvidl TTou
€XOUE EEKIVIOEI va QTIAXVOUUE, TTapd pévo OTav 1o «ouvdéooupe» pe Katmolo Object
( avTikeipyevo ) .

Mag divetal n duvatoTNTa VA TOEKAPOUUE 1] OXI OUO ETTIAOYEG VIO TO AVTIKEIMEVO
MaG -

Visible: Otav €ival emAgypévo onuaivel 0TI To Sprite Ba gival opatd kKad' OAn
TN d1dpKela Tou TTaixVvIdIou (YTTApXouv TTEPITITWOEIG OTTOU BEAOUNE O€ KATTOIO ONUEIO
TOu TTaixvi®IoU, va UTTAPYXOUV OTITA QVTIKEIMEVA Ta oTroia Ba €xouv Tnv avAaAoyn
aAAnAetTidpaon ue Ta utroAoITTa, aAAG BEAOUPE va unv @aivovTal, va unv €ival opaTtd,
.X. évag adpaTog ToiX0G, TOV OTT0i0 0 BACIKOG PAG KIVOUUEVOS XOPAKTAPAS VA PNV
MTTOPEI va Tov dIATTEPATEL).

Solid: Ortav eival emAeyyévo onuaivel OTI TO sprite €ival ouuTTayEéG Kal

ETTOPEVWG AdIATTEPACTO ATTO OTTOIOdNTTOTE AVTIKEIMEVO TTOU KIVEITAI JEOA OTO TTaIXViol,
yla TTapadelypa €vag 10ixog 1) To 0ATTEDO ) KATTOIO EUTTODIO.

2el - 24 - amé 165



Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNOKE®AAAIO 1.1.9
ROOMS

To kaBe Trauyvidl TToU dnuIoupyoUupe dladpapaTtiCeTal o €va 1 TTEPICOOTEPA
dwpdaTia («okNvEG») Ta otroia oto Game Maker ovopdalovral rooms. Ta dwudTia
(rooms) autd atroteAouv dId@opa ETTITTEdA TOU TTAIXVIOIOU HAG, TA OTToia €ival [N
TPIOOIACTATA, AAAG PTTOPOUV VA TTEPIEXOUV YPA@IKA TTou polalouv pe 3D. Ta rooms
QVTIOTOIXOUV OTIG AEYOPEVEG TTIOTEG | 000veG 1] €TTTEdDA TWV NAEKTPOVIKWV
TTAIXVIOIWV.

MNa va gicdyoupe €va dWHPATIO OTO TTAIXVIOI MOG, TTPETTEI va aKoAouBrioouue
€vav atrd Toug TTAPAKATW TPOTTOUG :

1. KAk otnv emAoyry Add - Add Room a1ré 10 pevou TTavw
(2116 véeg ekdoOoeIc Tou Game Maker emmAéyoupe Resources - Create
Room)
2. MANkTpOoAOYWVTAG TAUTOXPOVA aTTd TO TTANKTPOAGYIo CTRL- SHIFT -R
3. Me &€e&i KAk 0To Rooms a1rd 1O pevou apioTepd Kal etmiAoyry Create
Room

Anpioupywvtag éva véo dwudtio ( H emAéyovrag éva ammd autd TTou €xoupe RdN
onuIoupynael ), Jag diveral N duvaTdTNTA Va ETTECEPYACTOUNE KATTOIEG IDIOTNTES
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D3H @ PP @OEEETZI@O O+ & @
uj Sblites
i) Sounds
() Backgrounds
i) Paths
() Scripts
() Fonts PEra— - - =
(=) Time Lines ( Room Properties: room0 ]
ﬂﬁublqu v ) B=>2:806 Snap>_<:‘15 SnapY: 16 HE‘Q Jats
object0 = 4 = S £ S =
B tebect] | backgiounds | _ views | e
= £ Rooms | obiects | selirgs | ties | |
5 roomd _.—_L_J = L
A 5 room Name: | room0 [
|i] Game Information Sl
Lﬂ Global Game Settings Q;Ptcon for the room:
|#] Extension Packages
width: [640
Height: 480 =
Speed: [30
[ Persistent
i || Creation code i
[x]
2], m [
x: 416 y: 240

Eikéva 1.13

Name: 210 TMedio autd Ba e€icdyoupe TO Ovopa Tou Room. =ekivoUue Tnv
ovopacoia Twv dwuaTiwv OUuVABWG HE roomXXXX, yia TTpo@aveic Adyoug OTTwG
TIPOEITTOUE KAl yIa Ta Sprites .

Emiong pag divetal n duvatdtnta va €mMAECOUNE TO PKOG Kal TO TTAATOG TToU
BENoupE va £XEl TO KABE DWUATIO TTOU €XOUNE dNUIOUPYNOEL . 2T CUVEXEIQ BETOUUE TO
Background Tou dwuartiou Kal 0Tn cuvéxela apxiCoupe va ToTToBeTouuE 6oa Kail OTrola
QvTIKEIEVA BEAOUNE, aTTO AUTA QUOIKA TTOU £XOUME HON dNUIOUPYAOCEI .
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YMNOKE®AAAIO 1.2
AHMIOYPTIA MAIXNIAIQN / EVENTS KAI ACTIONS

A@ouU dnPIoUPYrOOUPE KATTOIO dWMPATIO (room), Kal apou BAAOUPE KAl KATTOIO
@ovto (background), apxioupe va ToTToBeTOUUE Ta AvTIKEiMEVA (objects) TTou BEAoupe
ME TNV atTAr p€Bodo Tou Drag And Drop. ‘ETol XTiCOUME OIYyA OIyA TNV «TTIOTA» POG. Oa
BaAoupe Ta avaloya avTiKEipeva, avaAoya PE TO TraixVvidl TTou dnuioupyoulE, agou
QUOIKA OTTWG TTPOEITTAPE TA £XOUME TAUTIOEI HE KATTOIO Sprite OTav auto XpeiadeTal.
2UuvNBwg Paloupe KATTOIOUG TOIXOUG, KATTOIO QVTIKEIMEVA, KATTOIOV 1] KATTOIOUG
XOPAKTAPEG, TO OTTOI0 OTNV TTopEia Ba €xouv Kal TRV avaAoyn aAAnAeTTidpaon PeTagu
Toug TTou BéAoupe. TTOAAEG QOopPEC XpEIAleTal va TOTTOBETHOOUNE KOl KATTOIO KEiEVA
OTTWG Ta score 1 TIG CwEG, Ta oTroia aANAGCouv TIHEG KATA TN OIGPKEIA TOU TTAIXVIOIOU
avaAoya pE TIC TTAPAUETPOUG TTOU Ba opicoupe OTn ouvéxela. Kal autd utropei
KATTOIEG QPOPEG VA TTNPEACEI TNV TTOPEIa Tou TTaIxXVIOIoU. Na va yivel auTtd €QIKTO, Ba
TIPETTEl VO OPIOCOUPE KAl KATTOIEG «OOPATEG» METABANTEG KATA TNV €KKivnon ToOu
TTaIXVIBIOU, Kal o1 0TToieG Ba aAAGZoUV TINEG avaAoya pE TIG BIAPOPEG AAANAETTIOPACEIG
TTou Ba uttdpgouv oTO TTaIXVvidl, Kal yia TIG OTToie¢ Ba MIAAOOUUE OTNV OUVEXEIQ.
MoAAEG @opég utTdpyouv avTikeiyeva (objects) Ta otroia TotTOBETOUNE, AAAG E€ival
adpara, dnAadn dev @aivovtal KaTd TNV OIAPKEIA TTOU KATTOIOG TTaidel To TTauyVvidl.
TTOPAdEIYMA, QUTA UTTOPEI va €ival KATTOIEG VONTEG YPOUMEG, KATTOIEG WETABANTEG
OUVIOTWOEG KAl QUOIKA PNV EEXVAUE TTWG PTTOPEI va gival Kal KATTOIO!N )XO0l, MOUCIKEG
UTTOKPOUOEIG TTOU BEAOUHE va eKTEAOUVTAI, OAAG QUOIKA XWPIG va @aivovTal.

Ag gekivijooupe AoITTOV atmd Ta TTOAU BaciK& TTPAYHATA TTOU TTPETTEI VA YVWPICEl
KATTOI0G WOTE va EEKIVAOEI TNV UAOTToIiNoN €vog TTaixvidiou oto Game Maker. ‘Eotw
OTI €Xoupe oTtrjoel To Room oTo oTroio BéAoupe va OOUAEWOUNE, e OAa AuTa TTOU
Tpocitapye  Trapamavw. Ki €101 gekivape  va  dnuioupyouue  TIG  OIAQOPES
aAAnAemdpaoeig petagu Toug. Na Toviooupe TTwg To Game Maker pag divel Tnv
OuvaTOTNTA EITE TOU TTPOYPANMATIONOU TwV EVTOAWYV TTOU BEAOUME va DWOOUUE JE TNV
€€’ apxn¢g ypaen kwdika otn yAwooa Tou Game Maker, yia Tnv oTroia 6a pIAfcoupE
OTNV OUVEXEIQ, €ITE PE TNV XPNON E£TOINWY OTAV OUCia EVTOAWYV, YE TNV PEBODO TOU
Drag And Drop, xdpn oT1o ypa@iko TTepIBAAAOV TTOU pag divel N eQapuoyn.

Auth ™ oTmiyul Aoimmév Ba aoxoAnBouue pe Tnv OelTEPn MEBODO. Oa
egnynooupe apyikd 1o Toolbar tTou uttdpxel o€ opilovTia BEan, 0TV KOpuPn TNG

EQAPUOYNG.
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Mtuxiakn epyacia tou dpottnt OtaxkAa Avactdoiou — Toapmikou

Upgrade to
Run the the Pro
il game Create C::::\e Edition
script Change
Create Create Create Create globa
executable sprite background timeline ;

Create Save Run with Create Create Select
debugging path object extension
Publish Create c packages
te
to the web nd e
o font Change Ehow
game
info nelp
Eikéva 1.14

Otmrwg kal oTta TeEPIcoOTEPA TTpoypduuaTta, €10l Kal oto Game Maker, 10
Toolbar auté eival kaBapd BondNTIKG, WOTE va PTTOPEI 0 XPAOTNS VA KAVEI auTO TTOU
AEPE «TTIO €UKOAN TN Cwr) Tou». OAa Ta oToIXEia TNG BpioKovTal KAl OTA PEVOU TWV
Drop Down AIoTWvV TOU TTPOYPAPMATOG, TTOU BpiokovTal akpIBwg atmd TTavw. TNV
oucid, UTTAPXOUV TPEIG PE TECOEPIG TPOTTOI VIO TNV €I0AQYWYH TTAPAdEIyUATOS XApNn

€vOg Sprite, 6TTwG £TTEENYOUME KAl 0TO avAAoyo Ke@AAailo.

AuTd 10 BpioKoupEe Kal edw

G <new game > - Game Maker 8.0 Lite

Eile §rlpts Run  Window —He

T > (@O

T ZI@O

Eikéva 1.15
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Kal Twpa Ba g&nynooupe T Bacikry doul 4 TNV OTToia yiveTal n UAoTToiNON
€VOG TTaIXVIOIOU OTn £appoyr auTh. OTTwG eiTTape TTapaTTdvw, JETALU TWV OVTOTATWY
TTOU €XOUME €I0AYEl O€ €va OWPATIO, UTTAPXOUV KATTOIEG AAANAETTIOPACEIG, TIG OTTOIEG
atmmokaAoupe Events. MNa tTapddeiyua aAAnAeTTiOpacn UuTTApxeEl avapeoca oe évav
XOPAKTAPO Kal 0€ £€va avTIKEiNEVO, OTav autd épxovTtal o€ eTTa@r]. Otav AoItTov €xouue
kartrolo Event, 16t1e yivovTal Kal o1 avaAoyeg avTidOPAOEIG OTTWG EUEIC Ba TIG OPIOOUE,
yla TTapddelyua augnon Tou score, va PNV JTTOPEl va TTPOXWPACEI O XAPOKTHPAS Kal
Ta Aoimrd. O1 avridpdoelg autég kahouvralr oto Game Maker, Actions. Actions
MTTOPOUME va dNAWOCOUNE KATA TNV EKKivNON TOU TTaiXVvIOIOU, KATA TNV €i00d0 O€ €va
Room «kai 1a Aoirrd, oOmmou Ommwg eival katavontd, Kal autd «Bartrrifovraiy  Kal
BewpouvTal wg Events.

H yevikr) dour AoItév NG uAoTroinong evog TTaIXvIdIou oTnv TTAATQOPUA Pag
TTAPOUCIACETAl KATTWG ETOI

Game/Simulation
Room Room Room
Object Object Object
Object Object Object
Object Object Object

. Object
Sprite Sound Event Event
| |
Action Action
Action Action
Action Action
Eikéva 1.16
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Mo TpIv ava@épaue TWG yia TNV UAoToinon Kai Tnv dnuioupyia &vog
TTaIxvidiou oto Game Maker, TTPETTEl VO AKOAOUBNOOUUE PIO CUYKEKPIYEVN OEIPd ATTO
EVEPYEIEG TTOU TTPETTEI va KAvoupue. Ta PrAuara Aoimmév TTou akoAouBoupe BaaifovTal
KUpiwg oTnV €ENG OeIpd hE duVATOTNTA KATTOIWY aAAaywV 0T O€Ipd KTEAEOAG TOUG,
OTTOU AUTO QUOIKA PTTOPEI va YiVeEl :

1. Tepiypagn Tou TTaIXVIBIOU TTOU OXEDIAloUE va uAoTroijooupue. Ti gival autd TTou
BEAoUNE va ONUIOUPYNOOUE, WE TI €XEI OXEON KAl TTWG TO QAVTAOUAOTE

2. OpiCoupue Ta Sprites Tou TTaIXVIOIOU PAG

3. OpiCoupe TOUG nNXOUG (Sounds) TOU Ba €I0AYOUPE KATA TO «TPEEIMO» TOU
TTaIXVvIOIoU

4. OpiCoupe 6Aa Ta Objects, aAAd 6x1 akoun Ta Events kail Ta Actions 1mou 6a AdBouv

XWPA OTNV EKTEAECT TOU TTAIXVIOIOU

21N ouvéxeia Aoitrév kabopiloupe Ta Events kal Ta Actions Tou KGBe avTiKEINEVOU

OpiCoupe kal dnuioupyouue T0 OWHATIO A Ta dWUATIA TToU Ba XPNOIUOTTOINCOUUE

yIQ TIG TTIOTEG TOU TTAIXVIOIOU

7. TotoBeToupe Ta d1APOPA AVTIKEIUEVA TTOU €xoulEe AdN dnuioupynRoel, oTa dwudTia.

oo

Edw va onueiwooupe TG TO KABE QVTIKEIMEVO MTTOPEI va  €l0axOei
TTEPICOOTEPES ATTO Wid QOPEG OTO TTAIXVIOI, OTO id10 OWHATIO f OXI. ATTAG va TOVICOUWE
TTwg Ta Actions 1TTou Ba opicoupe Ba ekTeAouvTal yia OAa va «idla» avTikeipeva. Eav
oev B€éAoupe va oupPaivel KATI TETOIO, QUTO TTOU MTTOPOUME VO KAVOUME Eival va
ONMIOUPYACOUNE OIAPOPETIKA  QVTIKEIMEVA, ME  OIAQPOPETIK) Ovouacoia QUOIKA,
QVTIOTOIXWVTAG Ta OPwG ME To idlo Sprite, woTte va éxouv Tnv idla popen ( yia
TTOPAdEIYUA, O iDIOG XAPOKTPAG, O€ OIAPOPETIKA OWMATIA, va €XEl OIAPOPETIKEG
OAANAETTIOPACEIG PE TTAPOPOIO AVTIKEIPEVA).

Evvoeital TTwg €dv kKatd 1n dIGpKEIA TG dNPIOUPYIAG Yag 1) JETA TO TTEPAG TNG
BéAoupe va TTpooBEécoupe Kal KATI GAAO 1} va TPOTTOTTOINCOUME KATI, yia TTapAadelyua
£Va QVTIKEIYEVO, QUOIKA Kal OEV PAG TO ATTAYOPEUEI KAVEIG, UTTOPOUE.

Emopévwg ag Eekiviooupe pe Tn dnuioupyia Twv Events. Otav avoitoupe tnv
KApTEAQ ETTIAOYWV €VOG QVTIKEINEVOU KAVOVTAG OITTAG KAIK TTAVW TOU, ETTIAEYOUUE TO
Add Events .
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;D Object Properties: tseKouri

Name: |tsekour Events: Actions: ~Move
_Spritelﬁiiw } _i Set direction and speed of m g’é
S B B
[ MNew | [_Edit | @ |E|
[] visible [[]Solid ~Jump -
Depth: |0 1 ﬁ
thgrsistent
K]

Parent: '<n0 parent> a
Mask: '(same as sprite> a

‘_Q) Show Information ]

' L addvent |

; .
| Delete | ‘1 Cl"a.(._:jsklh‘?re to add another event

N

i+ ()

o
2
=
@

&
I AR l Baxa I 21098 l|o,|u.|oo I Zulew I Lugeuzl 2A0W

&l [=]
] (7]

«” OK

()
i
5
@

]
[

Eikéva 1.17

Kal otn ouvéxela pag sp@avicetal n KaptéAa pe Ta Events 1Tou ptropoupe va
emAECoupe. KABe pia atrd auTég TIG €TMIAOYEG, OTAV KAVOUNE KAIK TTAVW TOUG PaAg OiVel
Kal pia AioTa atrd AAAeG, avAaAoyeg ETTIAOYEG TTOU ITTOPOUNE VO KAVOUE.

L Ceate | [ DMowse ]
[Zoestoy ] [ ather ]
.2 &lam | ™ Diaw |
|38 Step | [ BakeyPress |
L9 Calison | [ & KeyRelease |
l &I Keyboard J G Trigger
[ X Cancel ]
Eikova 1.18
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNOKE®AAAIO 1.2.1
EVENTS

Create : Mg autd 10 Event pag divetal n duvartdtnTa va €TMAECOUNE KATTOIN
Actions, Ta otroia 8a AGBouv Xwpa Katd Tn dnuioupyia Tou avTiKEIuévou, dnAadr oTnv
apxn Tou TTaixvidlou r} oTnV €i00d0 TNG OUYKEKPIYEVNG TTIOTAG ] YEVIKA Tr XPOVIKA
oTIyuA TTou Ba dnuioupynBEi Kal Ba EPPAVIOTEI TO AVTIKEIUEVO OTO TTAIXVII.

Mouse : Me autdé 10 Event pag divetalr n duvarotnTa va €TMAECOUNE KATTOIN
Actions, va otroia Ba TTpaypaTtotToinBouv avadAoya Pe TNV €AoY A TIG ETTIAOYEG TTOU
Ba KAvoupe, atrd TIG OIAPOPEG EVEPYEIEG TTOU PTTOPOUV VA Yivouv aTTd TO TTOVTIKI (
mouse ) Tou UTTOAOYIOTA Hag, KaTd Tn didpkeia Tou TraixVvidiou. O1 €TTIAOYEG AUTEG, Ol
OTTOIEG ATTOTEAOUV DIOPOPETIKA PeEPOVWUEVA Events, @aivovTal TTapakaTw

Choose the Event to Add

, Create

'_) Mouse

2/ Destroy

@ QOther

) dlarm

B Draw

% Step

& Key Press

¢ Collision

&l Key Release

@ Keyboard

@ Trigger

X Cancel

Left button
Right button
Middle button

Mo button

Left pressed
Right pressed
Middle pressed

Left released
Right released
Middle released

Mouse enter
Mouse leave

Mouse wheel up
Mouse wheel down

Global mouse

Joystick 1
Joystick 2

Eikéva 1.19
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

o Left button : Otav kGvoupue apioTePO KAIK

o Right button : Otav kavoupe de&i KAIK

o Middle button : Otav KGvoupe KAIK JE TO JECTAIO KOUMTTI TOU TTOVTIKIOU

o No button : OTav dev TTATAOOUPE KAVEVA KOUUTTI TOU TTOVTIKIOU

o Left Pressed : Otav TTATACOUNE TO QPICTEPO KOUUTTI, Ol EVEPYEIEG TTOU
Ba yivouv TTpIV TO A@PrOOUE

. Right pressed : Otav Trarfooupe 1o Oe&i KOUWTTI, O EVEPyEIEG TTOU Ba
YivouVv TTpIV TO Q@QriOOUlE

o Middle pressed : Otav TTATACOUUE TO JECAIO KOUWTTI, Ol EVEPYEIEG TTOU
Ba yivouv TTpIV TO A@PrOOUE

. Left released : OT1av a@AoOUNE TO APICTEPO KOUMTTI TOU TTOVTIKIOU, TTOU
E€xoupe NON KAVEl KAIK

o Right released : Otav apricoupe 10 de€i KOUMTTi TOU TTOVTIKIOU, TTOU
E€xoupe NON KAvel KAIK

o Middle released : Otav a@riooOUUE TO HECAIO KOUWUTTI TOU TTOVTIKIOU,
TTOU £XOoUpE AON KAVEl KAIK

. Mouse enter : OTav 10 TTOVTIKI Hag TTEPACEl Kal BPIOKETAI TTAVW ATTO TO
QVTIKEIMEVO Hag

o Mouse leave : Otav 10 TTOVTIKI QUYEI ATTO TTAVW ATTO TO AVTIKEIYEVO PG

o Mouse wheel up : Otav kdvoupe scroll Tnv poda Tou TTOVTIKIOU POG
TTPOG T TTAVW

o Mouse wheel down : Otav kdvoupe scroll Tnv poda Tou TTOVTIKIOU PG
TTPOG TA KATW

. Global mouse : Evépyeieg TTou Ba KAvoupe €Gv XPNOIPOTTOIOUKE KATTOIO

oQaIPIKO TTOVTIKI. [EVIKA, OTAv TTATAPE KATTOIA TTARKTPA TOU TTOVTIKIOU,
XWPIS va pag evolapépel N Béon Tou oTnv 086vn

o Joystick 1 ka1 Joystick 2 : Evépyeleg T[ou Ba K&voupue edv
XPNOIUOTTOIOUHE KATTOIO 1] KATTOIa XEIPIOTAPIA

Destroy : Edw emAéyoupe TIG evépyeleg TToU Ba yivouv, OTav KATAOTPAPEI TO
QVTIKEIMEVO PAG KATA TNV OIAPKEIA TOU TTaIXVIOIoU. H KataoTpo®r £vOG AVTIKEIMEVOU
atroTeAei  €va a1TO TA TTPOKATOOKEUAOUEVA Actions TTou pag divel n eQpapuoyr, To
OTT0iO KaI Ba CUVAVTIIOOUWE OTNV CUVEXEIQ

Alarm : Me autd 10 Event, opiCoupe TIG evépyeleg TTou BEAouuE va yivouv (
Actions ), KATTOIO OUYKEKPIUEVN XPOVIKA OTiyul Tou Traixvidiou. AnAadn, vyia
TTOPAdEIYUA, UTTOPOUME va opiooupe OTI oc Oéka Aemrtd (10°) agou &ekivioel TO
TTaixvidl, kéve auté kal autd. ETmiong, otov TTpoypapuaTtioud €xouue PABel va
XPNOIMOTTOIOUNE KATTOIEG PETAPRANTEG OI OTTOiEG avAAoya e KATTOIEG EVEPYEIEG TTOU
yivovtal, aAAafouv Tiun. ‘ETol, pe to Alarm Event, opifouue kai Ta Actions tou Ba
AGBouv xwpa otav pia hueTaBAntrh Tépel KATToIa CUYKEKPIKWEVN TIUn. MNa TTapddeiyua
OTav n YETABANTH TTOU £XOUNE Opioel yia TIC (WEG TOU XOPAKTAPA Yag TTapel TNV Tiun 0
, TOTE va gu@avifetal To Game Over Kal va TEAEIWVEI TO TTaIXVidl EKEi.
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Draw : 210 TTauXVidI, JTTOPEI KATTOIO OTIYMI VO OPICOUME PIa EVEPYEIQ N OTToIA
Ba gu@avidel KATI KAIVOUPIO OTO dWUATIO PAG, YIA TTAPADEIYHA HIA EIKOVA, 1] Ba aAAGCEI
OTO OKOp, TIG CWEG TT[oU pag €xouv artropeivel kal Ta Aoird. ‘ETol ye autd 1o Event,
a@OoU Yivel KATI ATTO T TTAPATTAVW TTOU EIMTTAPE, TOTE {NTAPE TNV EKTEAECH KATTOIWV
Actions.

Step : Ze TTOANG TTOIXVIdIA, OAOI POG €XOUME OUVAVTAOEI KATTOIOV TTaiXTN,
ouvnRBwWS KATTOI0 avOPWTTAKI, TO OTTOI0 UTTOPOUME VA EAEYEOUUE EUEIC, OUVBWG PE TO
TIANKTPOAOGYIO | pe KATtrolo Joystick. ETTopévwg KIVOUPE TOV XOPAKTHAPA QuTdv, MHE
KAtrola BrApara, de€id aploTepd Kal Ta Aoimrd. Mtropoupe AoITTOV va OpicOUNE KATTOIA
Actions, Ta otroia 6a cupfBouv 6Tav Kivoupe autd 1o Object, oTav EeKIVAgl TNV Kivnon
TOU ] OTAV TNV TEAEIWVEL.

Choose the Event to Add X l .
o
= o
[ , LCieate ] [ _) Mouse ] 2
[ 2 Destroy ] [ @ Other ‘
B [ 43 Alam ] [‘Draﬂ ‘ —
i ’.: Step | l o Kev Press
Step
l P Caollision Begin Step clease I
End Step
3 Keyboard — [ ngger
[ X Cancel ]
Eikova 1.20

Key Press : ®uoikd, oxedov oe 0Aa 1a mTaixvidia, uttdpxouv Actions Ta oTroia
TTPAYUOTOTTOIOUVTAl OTAV TTATACOUME KATTOIO | KATTOIA TTANKTPA TOU TTANKTPOAOYiou.
AnAadn, PTTOPEN TTOTWVTAG KATTOIO KOUWTTI VA YIVETOI KATI OTO TTaiXVidl TTou va aAAGCEl
N OxI TNV TPOTIA Tou, GAAG PTTOPEI QUOIKA va yivovTal Kal GAAOU €id0OUG eVEPYEIEG,
OTTWG N ETMOTPOPr OTO APXIKO PEVOU, N TTPOCWPIVI) TTauon Tou Traixvidiou (pause), n
atmoBrikeuon (save) kal Ta Aoird. OTrwg cival katavonTd, OAa autd TTPETTEN va TA
OpiocoUpE EMEIC.
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[ , Cieate l [ ‘_ll Mouse ]

[ 2/ Destroy ] [ @ Other ]

[ £ Blamm ] [ "™ Diaw ]

[ :: Step ] k_fb Key Press i

B <Lefts

| 9¢ Colision | [ ®aKeyRelease <Right>
<Up>

| 3 Keyboard | | ® Iiigaer <Down>
<Ctrl=

[ X Lancel ] <Al
<Shift >
<Space>
<Enter>
Keypad 4
Digits 4
Letters >
Function keys »
Others 4
<No key >
<Any key >
Eikéva 1.21

Mag Sivetal n duvatdTnTa va MAECOUME TO TTANKTPO TTOU BEAOUE va yivouv Ol
QVAAOYEG EVEPYEIEG UE TO TTOU TO TTATACOUUE, aTTd OAa Ta dIaBECINa TTAAKTPA TOU
TIANKTPOAOYiou pag. ATTo Ta ypdupaTa, Toug apiBuoug Kal Ta AoITTd, OTTwG BAETTOUNE
Kal oTnv €IKOva. H 1o KAAoIKA TTEPITITwon xpriong autou Tou Event, €ival n xprnon
Twv Arrow Keys, yia Tnv KaBodriynon KATIOIOU XAPOKTAPa 1 VYeVIK& KATTOIoU
QVTIKEIJEVOU.

Collision : Mg auté 10 Event, dnuioupyouue Actions, oTnv TTEQITITWON TTOU TO
QVTIKEINEVO pag €pBel oe ema®r ( OUYKPOUOon ) ME KATTOI0 GAANO QVTIKEINEVO TOU
TTaIxvIoIoU Pag, TTou PPioKETal Kal auTd péoa oTnv TTioTa pag. MNa mapdadeiyua, €vag
TTaiXTNG, O0Tav £pBEl O€ TTAPN PE KATTOIO OUYKEKPIUEVO QVTIKEIMEVO, XAvEl pia {wr. H,
TO MO Bacikd TTapdAdelyua TTou TIPETTEl va OWOOUWE, €ival autd TTou OTav O
XOPAKTAPOG MOG €pBel og €mma@r pe KATTolov Toixo. Autd TTou Ba yivel, gival va
OTAMOTACEI O XAPOKTPAG KAl VA PNV JTTOPEI va TTPoXwPEROEl KI GAAO TTPOG QUTAV TNV
katewBuvaorn. Mg 1o TTaticoupe 1o KoupTri «Collision» atd 10 pevou Twv Events, pag
avoiyel pia Aiota pe OAa Ta QVTIKEIMEVA TTOU £XOUME NOn ONPIOUPYNOEl, WOTE VA
EMAECOUPE AQUTO TTOU BEAOUE.
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Mtuxiakn epyacia tou dpottnt OtaxkAa Avactdoiou — Toapmikou

Choose the Event to Add

) ” CQEWEHE.D dlu'l:[eate _ll"’!Mouse I
| 2 Destioy | e Other |
|

O Object Properties: playeriR [ EE YT ] (™ Draw

Naites I@ Evondes - L"z_‘é(lap . l lé Key Press §
Sprite 'N'. tix = 7
a W B | ® ks I_S._“ Colision _ i toixos §
> &, fit @ o toixosss |~
o K @ ine =
Visble [ Salid & ok W tixalaki &
Depth: ,E—— & Lot & plaverik ﬁ @ g
— & <UF> “% playeriL = s
[] Persistent S <Right> & standr o |
Parent: |<nc| parent> B | & Ekey A vsekauri . %
Mask: |<same as sprite> 5L S Mkey & standl o |
- G @ gamet %
I 02 Show Information : game2 =
———— exit =
AddEvent | & mouseexit @ E i
LA : - textal ~Steps
I Delete I Change I | | exit |
main
textg2
textexit
J toixos2
ext
& oood
1 3% bad
2 return main text
soundmain
lan soundGame1
iamel
iame2 soundGame2
wit soundExit
1anu stopSoundMain
stopSoundGame1
stopSoundGame2
stopSoundExit
go ko main manu
all axes
&k biker

Eikéva 1.21

Edw BAétroupe éva trapadelyya pe Tn AioTa TTOU Qvoiyel, OTO TTaIXVvidl TTou
EXOUME QTIAEE! .
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Key Release : Mg auté 10 Event, dnAwvouue 1a Actions tmou BéAouue va
ouppouv 6tav, a@ou £XOUUE TTATAOEI KATTOIO KOUMTTI TOU TTANKTPOAOYIOU 1] TO €XOUME
TTATNUEVO, TO APrOOUME. Ma TTApAdEIYUA, PTTOPEI va XEIPICOUOOTE Evav XApOKTAPQ,
KIVWVTAG TOV TTPOG Ta O€Id, €xovrag trarnuévo 1o avahoyo Arrow Key. Mg 10 TTOU
OTAMOTACOUME va E£XOUMPE TTATNPEVO aUTO TO KOuuTr, BEAOUME va yiveTal KATTOIA
OUYKEKPIPEVN EVEPYEIQ, VIO TTAPADEIYUA O XAPAKTHPAG VA aAAAlel pop@r). Auto Ba T0
TTPaYMATOTTOINCOUNE, BETOoVTag autd To Event. OTrwg kai ye 10 Event «Key Press»,
€701 KI €D UTTAPXEI TO AVAAOYO PEVOU.

Choose the Event to Add

[ , Create ] l ') Mouse ]

[ 2} Destroy ] I @ Other ]

l .2 Alam ] i "™ Diaw ]

[ :: Step ] [ & Key Press J

P Caollision i&] KeuRelease 1

<Left=>

|Sakeboad | (@I  <wrioht>
<Up>
<Chrl=
<Al
<Shift=
<Space>
<Enter>
Keypad >
Digits »
Letters 4
Function keys »
Others >
<No key =
<Any key>

Eikova 1.22
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Keyboard : Me autd 1o Event, etmiAéyoupe Ta Actions TTou Ba evepyoTtroinBouy,
OTaV TTOTACOUE KATTOIO KOUUTTi TOU TTANKTPOAOoYiou, yevikd. H diagopd Tou ue 1o Key
Press Event, cival 0TI 010 OeUTEPO, EVEPYOTTOIOUVTAI KATTOIEG EVEPYEIEG, OTAV ATTAQ
TTOTACOUNE Hia QOopd KATTOIO TTARKTPO, Kal HOVO yia Tn oTIyur} TTou To TTatdue. Otmwg
gival Aoyiko, n AioTa pe TIG €TMAOYEG TToU pag divel gival n idla akpIBwg, OTTwS @aiveTal
TTAPOKATW.

[Ehoose the Eventtoaad &
[ » Cieate ] l ;;3 MMouse ]
[ 2} Destray ] [ <& Other J
[ Z2 Alarm ] [_* Dravy ]
[ :: Step ] l 2_%5 Key Press ]
( ¢ Collision ] l o Key Release ]
k.—____i =2 Keyboard 3 '<L;Ft> ]

=Right>

> <Up>
<Down>=>
<Cktrl=
<alt=
<Shift =
<Space>
<Enter>=
Keyvpad »>
Digits »
Letters »>
Function keys »
Others >
=Mo key =
<Aany key>=

Eikéva 1.23

Trigger : Ed&v emAégoupe 10 Trigger, otnv oucdia dnuioupyoUuue POVOl Pag
Kamolo dIk6 pag Event, pe Tn xprion kwdika oe yA\wooa GML (Game Maker
Language ) . OTTwg €xoupe avagépel ¢avd, utmopei To Game Maker va pag divel éva
€UKOAO €IKOVIKO PEVOU ETTINOYWYV, QUOIKA OPWG PTTOPOUNE KAl va dNUIOUPYOOUNE Ta
Tavta ammd poévol pag. Mnv gexvdue TTwg €ival Eva TTPOYPAUMATIOTIKO €PYaAEio TTou
aTTAd POG TTaPEXEl OTNV OUTia KATTOIO £TOIMA KOUMATIO KWOIKA EIKOVOYPAPNUEVQ,
atrAd yia va pag Ol1EUKOAUVEL. Mag TTapEXEl JE AUTOV TOV TPOTTO TA KOPUATIA TTOU i0WG
XPNOIMOTIOINCOUNE O1 TTEPICTOTEPOI Kal TTEPICOOTEPO. OXI dpwg Quoikd Ta TTavta. Kai
OTT0I0G  €X€l QOXOANBei pe TTpoypapuaTtioud, Ba &Epel, TTwg 600 To  TTOAU
«EI0BANNOUPEN OTN AETTTOUEPEIR, TOOO KAAUTEPO QTTOTEAECUA €XOUME. Kal QUOIKA £DW
N AeTTTOPEPEIT Eival O KWOIKAG.
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Mtuxiakn epyacia tou dpottnt OtaxkAa Avactdoiou — Toapmikou

Mame:

|Trigger0

Condition:
[

1

Clear

113
nididid

P32 [T [ﬂl

11: 1 INS 10 pt

Eikéva 1.24

MNa tv onuioupyia ToU KWAIKA, To Game Maker pag TTApEXEl, OTTWG
TTpoava@épape, évav atrAo kai euxpnoto Code Editor.

Other : Auté 10 Event, pag divel pia Aiota atro dIAQopeg €TIAOYEG, TIG OTToiEg Ba
OOUE TTIO KATW.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

[ , Cieate ] [ JV\ Mouse
[ 2 Restoy ] E 2 Other Outside room
\ Intersect boundary
[ £) Alam ] [ ™ Draw
Views »

4 }}'
[ £ S ] [ Koy Floss Game start
| 9 Calision | [ kepholense  omeend

- : Room stark
[ 2 kophond ] [ ® Lrigger Room end

= Mo more health

Animation end
End of path
Close button

User defined »

Eikéva 1.25

e Outside room : Edw divoupe Actions yia To avTiKeinevo pag, étav auto
BpiokeTal ekTdG TOU dwpaTiou. MiBavov edw va divoupue Ta Actions yia
TNV KataoTpo@r) Tou (Destroy).
Intersect boundary : Edw divoupe Actions dtav 10 avTikEiyevd pag eTacel oTa
«ouvopay, dnNAadr) oTo TEAOG TOU dwUATIOU.
Views : Zg TEPITITWON TTOU OTO TTAIXVidl Hag xpnoldoTTroloUuue Katrola Views,
KATTOIEG OTITIKEG YWVieG dNAadr, UTTOPOUNE va opicoupe kartrola Actions, TTou
Ba TTpaypaTotToinBouv OTav TO QVTIKEIYEVO, yIa TO OTToi0 opifoune auTtd TO
Event, Byel ek16¢ kaTTOI0U View, @TAoel aTa OUVOPA TOou, I E1I0EABEI O€ aUTO.
Game start : Edw opifoupe katroia Actions 1mou 6a cupBouv PHOAIG TO TTaIXVidl
gekiviioel. ZuviBwg opioupe KATTOIEC QPXIKEG TIMEG YIO TIG UETABANTEG WaAC
OTTWG METARANTEG yIa TO XPOVO KAl TO Score, apXIKOTTOIOUUE KATTOIEG BETEIC
QVTIKEIMEVWY, KOl Ta AOITTA.
Game end : Edw opifouue Ta Actions TTou Ba cupBouv POAIG TO TTaIxVidl hag
@T1doel o010 TEAOG TOU. ZuvnBIOPEVO Kal KAQCOIKO TTapddelypa g XPHong
auTtou Tou Event, gival n atroBrikeuon Tou Score TToU €XOUME KAVEI € KATTOIO
apxeio, o€ KATTOIA BACN OEOOUEVWV AG TTOUE.
Room start : EQdw opifoupe Ta Actions tTou Ba Bécoupe, otav Eekivael KATToIA
OUYKeKPIPEVN TTioTA, KATTOoI0 Room, Kail 61 OTav EEKIVAEI YEVIKA TO TTaIXVidI.
Room end : Kai €dw, autd Ta Actions tTou BEAOUE va OpiCOUE OTAV TEAEILVEI
n «dpAon» PJag o€ KATTOI0 OUYKEKPINEVO Room.
No more lives : H epapuoyr d1aBéTtel £€va TTPOKATACOKEUOOPEVO CUCTNUA YIA
TIG CWEG TTOU €XEI O XAPOKTAPAG MAG HEoA OTO TTaIXVidl. AQOU €XOUUE OPIOEl TIG
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

QUEOMEIOEIG TTOU Ba €xel n PeTABANTA via TiI¢ CwéG avaloya ue Ta did@opa
Collisions 1ToU 6 cuuouyv, 6Tav auTh N METARBANTA £XEl TIUA MIKPOTEPN 1 ioNn ME
T0 und€v, TOTE e TN PonBeia autou Tou Event, TTpayuaTotroiouvTal Ta avaAoya
Actions 1TOU B0 opicoupe. MNa TTapdadeiypa, Restart Tou TTaixvidiou, 1 Game
Over.

No more health : To Game Maker, 6TTwg Kal yia TIG CWESG, EXEl €va
TTPOKATAOKEUAOUEVO ouoTha yia To «Health» evdg Object, evog xapakTtrpa
OoTO TraIXVidl. YTTapXouv KATToIa OUYyKeKpIéva Actions PE Ta OTToId JTTOPOUE
va opicoupye TNV TIUR Tou Health kard 1n didpkeia Tou TraIXvIdIoU (TnV
augopeiwon ™g). Otav Aoirtov 1o Health @Trdoel og Ty PIKpOTEPN 1) iON TOU
pMNdevog, 16Te e TN PBonBeia autou Tou Event, evepyouue avdaAloya. Mtropei
AOITTOV VO TEPUATIOOUPE €DW TO TTAIXVIdI, I ATTAG VA PEIWOOUNE TIG CWEG, OTTWG
ETTIONG MTTOPOUPE VA METAPEPOUUE TOV XOPAKTAPA MAG OTNV apxr Tou
TTAIXVIOIOU KaI YEVIKA va KAVOUWE OTI BEAOUE EEIG.

Animation end : N'vwpiocoupe TTWG OTOV WYNPIAKO KOOUO KAl TOV KOOHO TWV
YPOQPIKWYV, UIa Kivnon €vOG QVTIKEIMEVOU, OTNV TTPAEN €ival n TTOAAWYV €IKOVWY, N
Mia petd TNV GAAN, TTapa TTOAU ypryopa. Kal geTd ava n TpwTn, Kal Ta AoITTA.
‘ETOI1 yIa TTAPAdEIyUa €PEIG TTIIOTEUOUME TTWG £VA AVTIKEIYEVO KIVEITAI, EVW OTNV
TTPAYHATIKOTNTA BAETTOUME TTOAAEG «OTOBEPEGH EIKOVEG, TNV Hia META TNV AAAN.
AuTo6 ovopdletal ANIMATION. EtTropévwg, agou TeAEiwaoel N aAAnAouyia auTwyv
TWV EIKOVWYV, Kal TIPIV EEKIVAOEL TTAAI atmd Tnv apxrf, O0€ autd TO OnueEio
ep@avicovral Ta Actions autou Tou Event, OTTwG glEiG Ta £XOUUE OPIOEL.

End of path : Edw ptraivouv Ta Actions, oTnv TTEPITITWON TTOU TO AVTIKEIMEVO
Mag akoAouBei katrolo povoTtrar (Path) kail autd g1doel oTo TEAOG TOU.

Close button : EOdw opifoupe Actions TTpog EKTEAEDT, OTNV TTEPITITWON TTOU O
XpnoTng mratioel To kouuTri «Closey, 10 X dnAadn. MBavov va unv B€Aoupe va
TEpMaTICeETal aTTOTOMA TO TTauXVidl, aAAd va yivovTal oI avAAOyeG €eVEPYEIEG,
OTTWG aTTOBAKEUON, £PWTNON YIA TEPUATIOUO Kal T AOITTA.

User defined : Edw opioupe Events kai Actions, dikd pag, Ta otroia 6a
OUMBOUV Povo OTav Ta KOAECOUUE aTTd HOVOI JOG, ME TN XPron KWAIKaA.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNOKE®AAAIO 1.2.2
ACTIONS

A@ouU AoITtév €xoupe NON ETTIAECEI TO AVTIKEIMEVO POG, KAl OQOU ETTIAECAME KAI TO
Event, TTpoxwpAaue OTO ETTOUEVO Brua, TTOU Eival N el0aywyn Twv Actions.

Ta Actions, gival XWPIOPEVA O€ KATNYOPIEG, YIa AOyoug euKoAiag Tou xproTn. O1
KATNYOPIEG AUTEG OVOUQOTIKA, €ival ol €EAG :

Move, mainl, main2, control, score, extra kar draw

Apxik& Ba oag d€ifw To TTaPaKATW TTIVOKAKI, TO OTToI0 TTPOC0dIoPIfEl Kal Pag
¢ekaBapifel TIC BEoeic TTOU  OpPiCOUPE va  TTAIPVEl TO AVTIKEIMEVO pag, OTav
XpnoigoTtToloUe Kupiwg Ta Move Actions, Ta otroia BacifovTal oTov yvwoTd o€ OAOUG
Mag déova X kal Y.

negative x values -4 positive x values
negakive v values L -3 negative y values
2
-1
b
-4 -3 -2-1 l]_ll 2 3 4
-2
, =
negative x values 4 nositive 3 values
positive y values positive v values
the upper left corner
v | of a gm room
Eikéva 1.26

Kal mrapakdtw Ba emegnyfoouue éva TTpog éva OAa Ta Actions TTou pag
TTapéxel To Game Maker, avaAuTIKd.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNOKE®AAAIO 1.2.2.1
MOVE ACTIONS

Move Fixed : Mg 1o Action autd, kaBopifouue TNV Kivnon €vog AVTIKEINEVOU,

TTPOG Hia OUYKEKPIPEVN KaTEUBuUvOoN, OTTWG O€CId, aplioTeEPd, Kal Ta AOITTA..
2UuvNBwg 1o opifoupe o€ KATTolo atmo Ta Arrow Keys. ETriong opifouue TV TaxUTATA
ME TNV otToia B€AouUpE va KivnBei To avTikeipevod pag. EmAEyoupe edv autd 1o Action
BENoUPE va «AEITOUPYNOE» OTO idI0 TO QVTIKEINEVO TTAVW OTO OTTOI0 OOUAEUOUNE, OE
KATTOI0 GAAO, ] OTO QVTIKEIMEVO PE TO OTTOIO £PXETAI O€ €mTAQr, €Av To Event tTou
éxoupe emAéCel gival To Collision.  Na Toviooupe Twg n TaXUTNTa N oTroia Ba
opiooupe, gival o€ Pixels. Edv dev 10 opicoupe, €xel default Tipr To 8. KaAd 6a frav,
va PNV BAaAoupe apvnTikn TIMAR oTnv TaxUuTtnTa, OI0TI TMOAVOV va £XOUME OIAPOPETIKA
atroTeEAEOUATA ATTO AUTA TTOU BEAOUE.

(O Obiject:

(s] #]a]
Directions: @E]
(2] )

Speed: 0

[ Relative

T

Eikova 1.27

NMPOXZOXH : >¢ 1OANG Actions B8a Trapatnpnoete €va Check Box, pe tnv
ovopaoia Relative. Edv 10 TO€KApOUME, TOTE N apIOUNTIKA Tiu ToU divoupue
Tapamdvw, Ba TTpooTiBeTal KABe @opd oTnv Tponyouuevn. AnAadr, €dav yia
TTAPAdEIYUA OWOOUNE TNV TIMA 5 0TV TaXUTNTA, TTATWVTAS TO AVAAOYO TTANKTPO, TO
QVTIKEIMEVO Pag oTnv apxn Ba £xel Taxutnta 5 pixels, oTtnv cuvéxela 10, yetd 15 kai
oUTW KaBeENG. Edv dev To ToeKApPOUE, Ba £xel JoviPw TNV TIFA 5. AuTo 1I0XUElI o€ OAa
Ta Actions oTa OTToi0 CUVAVTANE AUTAYV TNV ETTIAOYN.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Move Free : Me autd 1o Action, divouue KaTeUBuvon OTO QVTIKEIMEVO UAG, YE TNV

BonBeia Twv poipwv. AnAadr OxI KATTOIO TTPOTETEAEOUEVH TTopEia OTTwG OECIq,
apIoTEPA Kal Ta AoITTd. TNV ouadia, Tou divouue uia ywvia, yetau 0 kal 360 poipwv.
Edav dwooupe 0, 161 KaTEUBUVETAI €uBUYpaupa TTPog Ta degid. O1 90 poipeg, Tou
divouv KABeTn avodikn Tropeia. Edv B€éAoupe va Trapel pia Tuxaia Tropeia, TOTE
TTANKTPpOAOyoUue oTO TTAQioIO : random(360) . AuTh n €VvTOAr, €TAEyEl évav TuXaio
apIBuod, MIKPOTEPO 1) ioc0 Tou apIBuoU TTou SiVOUE, TTOU O€ QUTAV TNV TTEPITITWON €ival
10 360.

(Move'| Free.

] Applies to

28 ® sl
) Other
() Object:

direction: [

speed: |0

[]Relative
Z

Eikova 1.28

| Move Towards : EOw opiooupe pia oUYKeKpIPévn BEon Tou dwpaTiou TTPOG TNV
oTroia BéAoupe va kateubuvBei To avTiKeipevo pag. Autd 1o opidoupe oUPPWVa
ME TO KapTeolavd ouoTnua Twv X Kai Y. Emiong, €dv yia mmapddeiypa BEAouue 1O
QVTIKEIMEVO POG va TTaEl o€ pia B€an, OtTou PpiokeTal KATTOI0 AAAO QVTIKEIUEVO, TOU
otroiou Tnv Béon d&ev yvwpifoupe Pe apiBuoug, TOTE avTi VOUPEPA MTTOPOUME Va
BdaAoupe 1O dvoua Tou QVTIKEIMEVOU , TeAeia X Kal TeAgia y. MNa Tapadeiyua : kakos.x
kal kakos.y . Kail @uoikd kai TTdAI Ba opicoupe TV TaxUTnTa TNV OTToia BéAoupe va
EXEl KABWG KaTeuBUvETal TTPOG TO Onueio Tou BéAoupe, kal To Relative edv T10
ETTIOUPOUE.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Applies to
v @ Self
() Other
() Obiject;

x |
w0
speed: |0

[ Relative
AT

Eikova 1.29

Speed Horizontal : Me autd 1o Action, pag divetal n duvatoTnTa va aAAGEouuE

TNV OPICOVTIa TaXUTNTA TOU avTIKEIUEVOU. Eav agriooupe Tnv TIP oto 0, 1éTE N

TaxutnTa dev aAAdlel. Edv BaAouue BeTIKO apiBPO, TOTE TO AVTIKEIMEVO TTAIPVEI
TaxutnTa TTpog Ta OeCid. Edv BdAoupe apvntikd, TOTE, TTaipvel TaXUTNTA  AVTIOETQ,
OnAadn 1Tpog Ta aploTepd. Kal oTig OUO TTEPITITWOEIG, TTAIPVEI TAXUTNTA 000 AEEI N TIUN
TTou Ba dwooupe. Edv Toekdpoupe 1o Relative, n Taxutnta Ba aué¢ndei ) 6a peiwbei,
000 ATaV OUV ) TTANV 000 £XOUUE dWOEI OTN TIUN.
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Mtuxlokn epyacia tou dpottnth OtdkAa Avaotdolov — Toopmikou

Speed Horizontal

- Applies to
Pl @ sel
() Other
(O Object:

hor. speed: iD |

[ Relative
AT

Eikéva 1.30

Speed Vertical : To idlo akpiBwg pe To Speed Horizontal, pévo 1TTou £dw €XOUME
VO KAVOUUE JE TNV KABETN TaxuTtnTa. Kal etTopévwg, avti yia degid kKal apioTepd,
€XOUME VO KAVOUE YE TNV TaXUTNTA TTPOG TA TTAVW KAl TTPOG TA KATW.

'.Speed Vertical '

- Applies to
¥| @ sel
() Other
() Dbject:

Qe

=
vert. speed: | c}

[ Relative

AT

Eikéva 1.31
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

& | Set Gravity : Me auté 1o Action,opiCoupe Tnv Baputnta TTou BEAOUUE va €XEl TO
QVTIKEINEVO pag. AnAadh, €dv yia TTapadelypa Bécoupe €va TTARKTPO WOTE TO
QVTIKEIMEVO PAG VA KAVEI KATTOI0 AAYa, BEAOUUE OTNV OUVEXEIQ VA ATTOKTHOEl TaXUTNTA
TTPOG Ta KATW, WOTE VA TTPOCYEIWVETAI Eavd. € AUTAV TNV TTEPITITWON B£TOUNE TO
direction og 270 kal OoTO gravity Tnv TAXUTNTA PE TNV OTToia BEAOUUE va KIVEITAI TTPOG
Ta KATW, PETA TO AAua. Na TTpooégouue TTwG KABE avTiKEiyevo, avaloya WE To €id0g
Kal TO HEYEBOG TOu, Ba TTPETTEI VA £XEI DIAPOPETIKO gravity.

> Applies to
¥ (%) Self

() Other
() Object:

direction: |[

gravity: |0

[]Relative

T

Eikéva 1.32

Reverse Horizontal : Me autd 1o Action, avTIOTpEQOUNE TNV opICOVTIa Kivnon
TOU QVTIKEIMEVOU MaG. Av yia TTOPAdEIYUA TO AVTIKEIYUEVO €iXE Kivnon TTpogG T
0e€Id, TOTE AUTOPATWG apXiCel Kal KATEUBUVETAI TTPOG T APICTEPA.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

(O Obiject:

T

Eikéva 1.33

Edw Ogv uttdpxouv KATTOIOI TTAPAUETPOI VO OPICOUE, TTEPA ATTO TO YIA TTOIOI
avTIKEipevo BEAoupE va evepyoTToinBei To Action autd. H taxutnTa gival avtioTpopwg
avaAoyn Pe auTrv TTou gixaue AdN B€oel pe To avaloyo Action.

Reverse Vertical : To idlo akpiBwg 6TTwg Kal Je 10 Reverse Horizontal, povo

TTOU O€ QUTAV TNV TTEPITITWOoN oAAAlel katelBuvon n KABeTn TTOpEia TOU
QVTIKEIJEVOU.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Applies to
| ®ser

() Other
() Object:

Eikova 1.34

2+ Set Friction : Edw £xouue va kavouue pe €va Action TTou agopd Tnv TpIRA Tou
AVTIKEIYEVOU paG. EAQv TO avTiIKEiyeEVO pag €xel MIa Kivnon ME TIMR X, Kal
dwaooupe Pia TiPrR oTo Fiction Y, TOTE TO X PEIWVETAI CUVEXWGS KATA Y, JEXPI N TIUF TOU
va yivel 0, 61Tou 1O avTiKEiueVO pag otapartdel. Eav 1o X gival apvnTikOg apiBuog, 10te
o€ auto TTpooTifeTal KABe @opd To Y, pEXPI Kal TTAAI va yivel 0. MNa 1o Relative, 1oxUel

OTI AdN YVWPICOUE .
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Set Eriction

Applies to
P © el
) Other
) Object:
friction: |[]
[] Relative
T
Eikoéva 1.35

i%| Jump to Position : Me auto TO Action, opiCoupe éva onueio péoa oto Room,

OTO OTT0i0 BéAOUNE va TTAEI TO AVTIKEIMEVO PAG, ME TN XPON Kal TTAAI OnuEiwy X
Kal y. H dilagopd autou Tou Action pe To Move Towards, €ival 0TI TO QVTIKEIUEVO ATTAA
Ba eu@avioTei oTn BE0n TTOU €XOUME TTPOCDIOPICEl, XWPEIC va @avei oTo TTaIXVid
Katrola kivnon. MNa autd GAAwoTe Kal Ogv opioupEe KATTOIA TaXUTNTA €0W .
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

mp"‘oosn

Applies to
x(% (%) Self
(O Other
() Object:
w |0
y D
[IRelative
T

Eikéva 1.36

§* Jump To Start : AuTé 1o Action, kdvel 0TI akpIBWG Kai To Jump to Position, povo
TToU €0W Oev XPEIAZETAl VO OPICOUME X Kal Yy, OIOTI TO QVTIKEIMEVO PETAPEPETAI
QUTOPATWG OTnv apxikl Béon otnv otroia Onuioupyndnke. AutdG ouvABwg TO
XPNOIMOTTOIOUNE, €AV BEAOUPE O XAPAKTAPAG HAG, apoU £xel XAoel pia {wh, va apyilel
¢avd Tnv TioTa pag.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Applies to
ﬁ (%) Self
() Other
() Object:
" 0K ¢ % Cancel

Eikoéva 1.37

{% Jump To Random : Me auTo To Action, KGvoupe OTI Kal aTa TTponyoupeva dUo,

— dnAadn aAAGloupe TNV BECN TOU QVTIKEIYEVOU, HOVO TTOU OE QUTAV TNV
TTEPITITWON OiVOUNE EVTOAN va PeTa@ePBei o€ pia Tuxaia 6éon (random). To
QVTIKEINEVO pag Aoimmov Ba peTapepBei o€ KATTOIO «KEVH)» BEDN, dnAadn o€ Béon oTnv
oTroia dev Ba £pxeTal o€ eTTAPn ME KATTOI0 AAAO QVTIKEIPEVO TOU TTaIXVIOIOU.
AnAwvoupue dPwWG KATTOIES TIUEG Yia TNV opIfOvTia Kal KABeTn B£an TTou BEAoUE, OTNV
TTEPITITWON TTOU BEAOUE va gival EUBUYPAUPIONEVO PE KATTOIO 1) JE KATTOIO AAAQ
avTikeipyeva. MNa Tapdadeiyua, Evag TraixXTng O OTToiog KIVEITalI 0€ JIa euBeia, BéAouue va
TOV gu@avioel o€ pia Tuxaia B€on, aAAd TTAAI TTAvw o€ auTAV TNV €ubtia, Kal OxI yia
TTAPAdEIYUA OTOV OUPaVo.
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Jump to Random -

= Applies to

:{% @) Self
() Other
() Object;

shap hor: ;E l

snap vert: |0 |

Zo

Eikoéva 1.38

#t| Align To Grid : Me aut6 10 Action, UTTOPOUME VO OPICOUME £va «TTAEYUO», UE
MEYEBOGC KEAIWV TTOU €lEiC BETOUNE, HEOA OTO OTTOIO Ba BPICKETAI TO AVTIKEINEVO

Align to Grid

- Applies to
H| @ ser
() Other
() Object:

HOG .

shap hor: l

snap vert: } 16 l

T

Eikéva 1.39
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

#| Wrap To Screen : Edw pag Oivetal n duvatotnta, 6TV TO QAVTIKEIPEVO HOG
Qeuyel atro TN pia TTAeupd Tou dwuatiou (room), va ep@avi¢etal aTnv AAAn. Autd

MTTOpPEI va yivel, yia Tnv opifovTia B€on Tou, yia TNV KABeTN ) Kal yia TIG dUO.

rp R Toen

Applies to

P @ser
() Other
() Object:

direction; | horizontal
' horizontal

vertical
in both directions

2T

Eikoéva 1.40

1| Move To Contact : Me auTo 10 Action, Aéye OTO QVTIKEIPEVO pag, va dlavuoel pia
aTTéOTACN, TNG OTTOIOG TNV PEYIOTN TIMK TTPOKABOPICOUUE, HEXPI VO OUVAVTACEI
€va oTEPED AVTIKEIPMEVO 1) YEVIKA KATTOIO AVTIKEIUEVO TOU dWUATIOU.
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Move to Contact

Applies to
= @ Sel
() Other
() Object:

direction: [

magimurn; | -1

against: | solid objects Bl
' solid objects
all objects

T

Eikéva 1.41

Bounce : Auté T10 Action, 10 divoupe oe €va Collision Event pe kdatmoio dAAo
avTikeipevo. Otav ouvavtioel AoITTOV auTtd To AAAO QVTIKEIUEVO, TOU AEPE va TO
avatrndnoel. YITApxel pia TapdpeTpog, precise. EAv Tnv Béocoupe wg apvnTiki,

16T TO Action, £xel emidpaon POVO o€ avTIKEiheva Pe opifovTia 1 KABeTn B€on.

ANIWG Ba TTpéTrel va Tnv B€éooupe wg BeTikh. Kal edw emAéyoupe eav BEAouue va

IoxUel yévo oe oteped ( adlatrépaoTta ) 1 o€ OAa Ta avTikeiyeva (solid objects, all

objects)
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e .
Bounce ‘

Applies to
K () Self
() Other
() Object:

precise: ' not precisely \ =

not precisely
against: !solid objects ’ &l precisely

75

Eikéva 1.42

Paths : EmmAéov ummdpyxouv Téooepa (4) Applies to
Actions Tou agopouv 1o Paths |I&| @ ser

(wovoTrdTia). Tnv dnuioupyia Toug, To TEAOG O Other
TOUG, Tn Béan Toug Kal TNV TaxUTNTd TOuc, O Obiect:

TA OTToia OPWG OTTAvIa Pag gival Xproiua,
OAAG QUOIKA KOAO gival va Ta yVwPICOUE.

if]

path: ELNO path

at end: ' stop

|
speed: |0 ’
|
relative: : relative ’

T

Eikéva 1.43
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Steps : Kai T€Aog uttdpxouv akdun duo (2) Actions TTou agopouv Ta Steps (Bripata).
To éva €xel va Kavel pe Tnv dnuioupyia KAtrolou BAPOTOG TTou Ba eKTEAEDEl TO
QVTIKEIMEVO paG TTPOG Mia kateuBuvorn, kal 1o OeUTEPO pag PonBdel, otav 10
QVTIKEIUEVO HAG OUVAVTHOEl KATTOI0 GANO OUYKEKPIYEVO QVTIKEIMEVO, OTTAG va TO
ATTOQUYEI KAl VA TO TTPOCTTIEPATEL.

‘Step Avoiding

Applies to

e () Self
() Other
() Object:

v |

w0
speed: 0 .
avoid: | solid only =

[]Relative

T

Eikéva 1.44
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNOKE®AAAIO 1.2.2.2
MAIN 1 ACTIONS

.| Create Instance : Me auté 10 Action, YTTopoUpE va dNUIOUPYNCOUNE Kal va
KEMPAVIOOUUE» EVA QVTIKEIMEVO YEOA OTO dWMPATIO. ETTIAEyoUUE QUOIKA KATTOIO
ATTO TA QVTIKEIMEVA TTOU €XOUME ONUIOUPYAOCE! YIO TIG AVAYKES Tou Traixvidiou. Kai
QUOIKA €TTIAéyouE Kal o€ TTola B€on Tou dwpaTtiou (room) BEAoUPE va TOTTOBETNOEI.
Edv toekapoupe 1o Relative, TOTE OI CUVTETAYUEVEG TTOU Ba DWOOUE, TTPOCTIBEVTAI O€
QUTEG TTOU €XEI €KEIVN TN OTIYUA TO AVTIKEINEVO OTO OTToi0 £@apudloupe 1o Action.
Etropévwg gival pia Tédpa oAU Xprioiun €tmAoynA 1Tou pog divetal. MNa mapddeiyua, Ye
TNV XPon KATTOIoU TTANKTPOU TTOU £XOUNE OpioEl, epgaviceTal éva oTrabi uTTpooTd 0TO
XOPAKTAPA Pag.

Applies to
o () Self
() Other
() Object:
object: |No object =
% |0
¥ |0
[]Relative
Zox

Eikova 1.45
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Create Moving : E®w pag divetar n duvardotnta va OnuIoUpyrRoOoUUE €va
QVTIKEIMEVO, PE TN dIa@Oopd OTI O€ QUTAV TNV TTEPITITWOTN, TO AVTIKEIMEVO auTo Ba
EXEl Kal KATTOIO Kivnon TTPOG MIO OUYKEKPIPEVN KaTeuBuvon. . MNa Tapddelyua, Pag
BonBdsl, og éva Traixvidl TTOU XPNOIUOTIOIEI KATTOI0 OTTAO, va eU@AVICETaAl PO oPaipa
MTTPOOTA atrd TO OTTAO, HOAIG TTATACOUME KATTOIO TTAAKTPO TTOU £XOUME opioel. Kal n
oQaipa QUTA KIVEITAI TTPOG TNV QOPA TTOU €XEl O XAPAKTAPAG Pag. Etropévwg, Ba
TIPETTEl VO OPICOUNE, EKTOG ATTO TNV BEon Tou, TNV TaXUTNTA WE TNV OTToia Ba KIveiTal
aAAG Kal TNV KaTeuBuvaon TTou Ba €XEl.

» Applies to
apl @ Sel
) Other
() Object:

object: Mo object o
% 0

v |0

speed: |0

0

direction:

[] Relative

&’ OK ¥ Cancel

Eikova 1.46
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

.| Create Random : loxuel émi kai oTo Create Instance, pe pia diagopd. ETAéyope

TEOOEPQ (4) ATTO TA AVTIKEIMEVA TTOU £XOUME 1On dnNUIOUPYACEl OTO TTaIXVidI, KOl
TO0 Action autd pag gu@avifel éva ammd autd Ta Téooepa, Tuxaia. Kal 1o eg@avilel Ki
€0W OTO onueio TTou Ba opicoupE, e TNV BorBeia Twv X Kal Y.

Create Random”

- Applies to
2 ®sel
() Other
() Obiject:
object 1: |No object =
object 2. | No object =
object 3 No object &
object 4 No object =)
w |0
y 0
[] Relative
AT
Eikova 1.47

Change Instance : Mg autd 10 Action, avTIKOBIOTAUE TO QVTIKEINEVO PAG UE
KATtrol0 dAAo. AnAwvoupe TToio avTikeipevo BEAoUPE va avTikataoTabei ( To idlo N

KAatrolo dAAo), aAAd kai To TToTE BEAOUPE va yivel autd, PeTd To Event i ox1 kal Ta
Aoitra.
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;' Change Instance

, Applies to
6| ©®sel
O Other
() Object:

change into: No object =

{ =
perform events: | not ' &l

&/ OK X Cancel

Eikéva 1.48

Destroy Instance : Kai ouvexiCoupe pe éva Action, To oTroio pag divel Tnv
OuVaTOTNTA VA KOATOOTPEWOUME €va AVTIKEIMEVO KAl va TO AQAIPECOUME OTNV
oucia atré 1o dwHATIO (room) .

”Destroy Instance

— Applies to
2 ® ser
() Other
() Object;
& OK
Eikova 1.49
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

#*| Destroy At Position : KaraoTpé@el TO QVTIKEIPEVO | T AVTIKEIMEVA TA OTTOIA
BpiokovTal o€ KATTOIO CUYKEKPIPEVN BEON, TTOU EUEIG OPICOUNE. OETOUME TO X Kal
TO Yy, KaBwg edv BéAoupe ToekAGpouue To Relative, pye ta ammoteAéopaTa AuTthSG TNG
ETTIAOYNG TTOU 0N £XOUME TTPOAVAPEPEL.

Applies to
#|  ©ser
(O Other
(O Obiject:
x |
w0
[]Relative
AT

Eikéva 1.50

€| Change Sprite : Me autdé 10 Action, UTTOPOUME VA QVTIKOTOOTAOOUUE TO
UTTAPXOV Sprite TTOU aVTITTPOCWTTEUEI TO AVTIKEIMEVO UAG, ME KATTOI0 AAANO. TNV
ouaia , atrAd aAA&lel n €IKOVA, N KEPNPAVION» TTOU Ba €XEI TO AVTIKEIPMEVO UaAG.
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'ange Sprite I
Applies to
€ s

) Other
() Object:

sprite: ‘No spﬁté
subimage: o

speed: 1

7

Eikéva 1.51

gi| Transform Sprite : Me auté 10 Action, puTTopoUpE va TPOTTOTIOINOOUME Kal v
== aM\afoupe TO péyeBOC TOU €xel TO Sprite, TO OTIOIO AVTITTPOCWTTEUEI TO
QVTIKEIMEVO POG. ETTOPEVWG PTTOPOUUE va TTPOCOIOPICOUE TO UWOGS Kal TO TTAATOG TOU,
TNV @opd TToU Ba £XEI KAl TV KATEUBUVOT) TOU.
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ransform Sprite

Applies to
& s
(O Other
(O Obiject:
wscale: |1
yscale: 1
angle: 0 ‘
minror: | no minorind E
no mirroring
mirror horizontally
flip vertically
mirror and flip
o

Eikoéva 1.52

To TTapPaKATW TTIVOKAKI TIIOTEUW TTWGS PAG €ival TTOAU Xproigo, 600 a@opd TIG
aAAayég TTou Ba yivouv oTo Sprite, o€ oxéon JeE TNV TIUA Tou Scale TTou Ba dWOoOoUE.

Scale Width/Height change Mirrored
Less than -1 Larger Yes

-1 Normal Yes
Oto-1 Smaller Yes

0 None No
Oto1l Smaller No

1 Normal No

More than 1 Larger No

MNivakag 1.1
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Mtuxiakn epyacia tou dpottnt OtaxkAa Avactdoiou — Toapmikou

@| Color Sprite : Me auto 10 Action, aAAafoupe To Xpwua Tou Sprite. ZTnNv ouadia
ONAWVOUNE HPE TTOI0 XpwHa BEAoUPE va avauixBouv Ta UTTAPXOV XPWHATA TOU
Sprite, WoTe va £xoupe To €mMBUUNTO ammoTéAeopa. Etmiong pe 1o «alphay, dnAwvoupe
TNV dla@avela TTou BEAouUpE va €xel To Sprite. Eav autry n petaBAntn éxel iy 1, 161¢
TO Sprite gival TTAfpPeg opatd. Autr eival kai default Tiuf Tng. Edv 10 Bé0oupe wg 0
(un&€v), ToTE YiveTal adparo (invisible).

1| Basic colors:

Applies to Dj[_l__@l—.r—l—
€ ©ser HMMEFEEN
83;5:;. HEENEENEN
poes HETNEEEEEN
7 EEEEEEERN
color: ‘g HEEEE =
alpha: |1

Custom colors:

[ Define Custom Colors >> ]ll

I 0K I[ Cancel ]

T

Eikéva 1.53
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

@ | Play Sound : Me auté 1o Action, opifoupe €vav nxo, Tou £xouue Ndn €i0dyel

o010 Sounds, Kal {NTAUYE TV AvVOTTApPAywyr] Tou, Jia @opd 1 ka8’ eTTavaAnyn.

sound: | No sound =,

loop: |false =,

AT

Eikova 1.54

Stop Sound : AvrioToixa, ge autd 1o Action divoupe €VIOA va OTAUATHOEl N

AvVATTapaywyr KATTOIoU fX0oU, TToU £XOUUE ndNn evepyoTroloel. AUTO TO KAVOUE,
yia TTapddeiypa, edv BEAoupe va dIakOWOUPE TV avatrapaywyri KATToIoU fXou, Katd
TN di1dpkeia Tou TTaIXVIOIOU, TTPIV OKOMA aUuTOG TTPOAAREl va OoAOKANPpwOEL., 1 atrAd
BéAoupe va otauartioel 1o loop, dSnNAadr N TTOAAATTAR KAl CUVEXOUEVN avaTTapaywyn

TOU.
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T —
R

sound: j'N'o sound é!,

T

Eikéva 1.55

Check Sound : Mg autd 10 Action, eA£yXOUuE TNV POI TOU AXOU TTOU OKOUE

KATd TNV didpkeia Tou TTaixvidlou. EAEyxoupue €av TTaidel KATTOI0G X0G, €AV OXI
TOTE TTPATTOUME AvAAoya, OTTWG Yia TTAPAdEIyUa EEKIVAUE TNV avaTTapaywyn KATTolou
GAAou Axou, e To Play Sound .
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[Check Sound.

sound: |No sound Bl
CINOT
7
Eikéva 1.56

Previous Room : Mg autd 10 Action, {nTape va PETAPEPBOUNE OTO APECWG

TTponyoupevo dwudtio (room) Tou TraixvidioUu pag. Emiong emAéyouue TOV
TPOTTO €U@AVIONG QUTAG TNG METAQOpPAg, dnAadr ue Trolo effect (e@€) Ba yivel. Eav
gipaoTe O OTO TTPWTO room TOTE EU@AviCeTal KATTOIO OQAAua (error) .
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T —

&l

transition: ;<n0 effect>

<no effect>

Create from left

Create from right

Create from top

Create from bottom

Create from center

Shift From left

Shift From right

Shift from top

Shift from bottom

o OK @ Interlaced from I?Ft
' Interlaced from right

Interlaced from top

Interlaced from baottom

Push from left

Push from right

Push from top

Push from bottom

Rotate left

Rotate right

Blend

Fade out and in

Eikéva 1.57

4| Next Room : AvrioToixa, pe autd 1o Action {ntdpe va peTagepBoOUPE OTO
eTopevo room. Ki €dw €TIAEYOUUE TOV TPOTTO EUPAVIONG QUTAG TNG METAPOPAG,
onAadn e oo effect (e@€) Ba yivel .
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transition: | kno effects | B |

<no effect>
Create from left
Create from right
Create from top
Create from bottom
Create from center
Shift From left
Shift From right
Shift from top
- Shift from bottom
«” 0K l % Canc  Interlaced from left
Interlaced from right
Interlaced from top
Interlaced from bottom
Push from left
Push From right
Push from top
Push from bottom
Rotate left
Rotate right
Blend
Fade out and in

Eikéva 1.58

l| Restart Room : Mg auto 1o Action, {nTaue va Yivel ETTavekivnon Tou dwaTiou
(room) oTo otroio BpiokduacTe AON . Kal TTaAI eTTIAEyOUPE TOV TPOTTO EPPAVIONG
QUTAG TNG METOYOPAG, dnAadr pe troio effect (e@é) Ba yivel .

el - 70 - amd 165



Mtuxiakn epyacia tou dpottnt OtaxkAa Avactdoiou — Toapmikou

Restart Room

)

transition: |kno effect>
= <no effect>

Create from left

Create from right

Create from top

Create from bottom

Create from center

Shift From left

Shift from right

Shift from top

- Shift from bottom

o 0K @ Interlaced from left

Interlaced from right

Interlaced from top

Interlaced from bottom

Push from left

Push from right

Push from top

Push from bottom

Rotate left

Rotate right

Blend

Fade out and in

Eikéva 1.59

| Different Room : EOw {ntaue va PeTa@epBOUUE O€ KATIOIO CUYKEKPIUEVO
OWATIO, OTTOIO ETTINECOUME EUEIG, AOXETA AV Eival TTPONYOUUEVO, ETTOMEVO N
TiTTota a1md Ta OUo. Kai €dw TaAI emAéyoupe 1O effect TNG peTa@opdc kal TNG
evaAAaynig.
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Different Room

new room:  No room o
: : Mo room
transition: | <no effect> o main
Ll:!j game 1
Q] game 2

@ exit

ST

Eikéva 1.60

Check Previous : Edw eAéyyxoupe €av UTTAPXEl KATTOIO SWHATIO AKPIBWS TTPIV

a1Té AuTO OTO OTToI0 BPIoKOMAOTE RON. AuTd ouVNBWG TO KAVoUUE TTPIV ETTIAECOUNE TO
Action Previous Room .

Check Next : AvtioToixa €dw €AEYXOUME €AV UTTAPXEI KATTOIO DWHATIO AKPIBWS
META atrd auTd OTO OTT0I0 BPICKONOCTE 1fdN, i av gipaoTe 0TO TEAEUTAIO SWUATIO .
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNOKE®AAAIO 1.2.2.3
MAIN 2 ACTIONS

4| Set Alarm : Me auto 1o Action opifoupe katoio amd Ta dwdeka (12) Alarm
Clocks, peta atmd Tov apiBud Twv steps (o€ milliseconds) 1mou Ba opicouue. Mg
aQuTOV TOV TPOTTO €vEPYOTTOIOUMNE Ta avTioTolxa Alarm Events. Na po Relative €xoupe
¢avd el mo TTavw TI pOAo TTailel. Eav Béooupe( i raper Tnv TiuR Adyo Tou Relative)
10 Alarm Clock pikpdTepO 1 i00 Tou PNdEVOS (< = 0 ), TOTE ATTEVEPYOTTOIEITAI KAl TA
avrtioToixa Events dgv evepyoTrolouvTal.

I

- Applies to

I ©ser
() Other
() Obiject:

number of steps: 0

in alarm no: | Alarm 0 =
[] Relative
.
Eikéva 1.61

zZz| Sleep : Me autd 10 Action 0TNV OUCIO «KOKAAWVOUUE» TO TTAIXVIidI, OTAUOTANE
TNV OKNVI| O€ €KEIVO TO XPOVIKO ONUEio, yia 60a OEUTEPOAETITA EWEIC OPIOOULE.
Me autdv Tov TPOTTO PTTOPOUNE YIa TTAPADEIYUA VA EUPAVIOCOUUE KATTOIO MAVUMA KATA
TN d1dpkela Tou TTaixvidiou. ETriong opifoupe €Gv n oKnvr TNV OTTOI0 «TTAYWOAKE» Ba
ETTAVAOXEDIAOTEI ] OXI.
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e

72z

miliseconds: |[EAE

redraw: | tue &l

: false
true

T

Eik6éva 1.62

Ymrapyouv akoua £€1 (6) Actions xpdévou, Pe Ta otroia TTpoadlopioulE KATTOIO
xpovodidaypaupa (timeline) . Auté pag BonBdsl 0To va EAEyXOUUE TO TOV XPOVO Kal TO
XPoVIKO dIdoTnua oTo o1Toio BEAOUNE va TTpoadiopicoupe KATTola Actions Kal KATTOIEG
evépyeleg. Ta Actions auTd gival T TTAOPAKATW :

Set Time Line
Time Line Position
Time Line Speed
Start Time Line
Pause Time Line
Stop Time Line

210 TTPWTO ( TO OTTOI0 BAETTOUME KAl OTNV €IKOVA ), opiCoupe TO Time Line, aAAd
Kal GANEC TTapAMETPOUG OTTWG TO Onueio oto otroio BéAouue va Eekivrioer (0 av
BéAoupe va Eekiviioel atTtd TNV apxr) , Kal eav BEAoupe POAIG TEAEILWOE va Eavapyioel
até Tnv apxn f va otapartioel (Loop). Ta utréAoitra vouilw TTwe KataAaBaivouue Tn
AEIToupyia TTou €XOUV.
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“'Set 1ime Line

Applies to
2] ®ser
() Other
() Dbject:

time line: | No time line

E’Lﬂ

position:

start:

ollwllo
o
=
2
=]
o
Q.
[*T)
a
(L8
<

m g

loop:

i

Eikova 1.63

=) Display Message : Auté 10 Action pag divel Tnv duvatdTNTa Vo €UQAVIOOUUE
KATToI10 urvupa. Towg autd utropouue va 1o KAVOUUE 0€ ouvepyaaoia pe To Sleep
Action €dv BEAoupe 600 PUPAVICETAI TO PMAVUUA VA PNV «TPEXEI» TO TTAIXVIOI.

!‘"Display Message

=

message: |

L

T

Eikéva 1.64
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@) Show Info : Me autd 10 Action eu@avifoupe 10 TTApABUPO WE TIG TIANPOPOPIES
yla To TTaiXVvidl Jag, TIG OTToiEG €XOUME dN ouvtagel. Autd TO KAVOUPE OuVBwG
otnv apxn, MOAIG &ekivael To Trauxvidl . Mmopoupe va dWOOUME yia TTAPAdEIyUa
TTANPOPOPIES YIA TOV XEIPIOWO TOU TTaIXVIOIOU. Tnv ouvTagn auTtwy TwV TTANPOPOPIWV
TNV K&voupue €dw, OTTWG PAETTOUNE OTNV EIKOVA .

File Edit Resources Scri

\JjH %@

) Sprites
) Sounds
{_") Backgrounds
) Paths
) Scripts
i) Fonts
") Time Lines
i) Objects
+ ") Rooms
/| Global Game Setting
+] Extension Packages

[+

[+

[+

[+

Eikéva 1.65

Me T1a Actions Splash Video, Splash Image, Splash Webpage, Splash
Video, Splash Settings kdvoupue 611 kai ge To Show Info, avdAoya pe 10 11 B€AoUUE
va ePpaviooupe, Bivreo, eiIkdva Kal Ta AoITTd.

= | Restart Game : Me auté 10 Action, Tpog@avwg divoupe Tnv €vioAR va gava
apxioel To TTaiyVvidl ammo TNV apxh.

| End Game: Kai TTPOPAVWG €O0W TEPUATICOUME, OTAUATAME TO TTaIXVIOI, ATTAQ.

AvTioToixa Kal ge Ta Save kal Load Game, 61Tou OTO ONUEIO OTO OTTOIO TQ
TOTTOBETOUNE, ATTOONKEUOUUE TO TTAIXVIidI, I} POPTWVOUNE KATTOIO0 GAAO.
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|
1 Save Game

H

file hame: | EENi=EELE

T

Eikéva 1.66

Kai TéAog¢ yia autAv Tnv opdda TepTace Hacrarount 1
Action, uTtdpxouv akKOun TPEIC
evépyeleg (3) ol otroieg TTPOPaAVWG dev E

Xpelagovtal €mmeEAynon yia 10 O€ TI
Xpnoigeuouy :

e Replace Sprite
e Replace Sound
e Replace Background

background: ENO background ’ =

filename: i[backgtound. phg ’

T

Eikéva 1.67
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YNOKE®AAAIO 1.2.2.4
CONTROL ACTIONS

Check Empty : Mg autd 10 Action gAéyxouue €av O€ KATTOIO CNMEIO OTO OTTOIO

BéAoupe va kivnBei To AVTIKEINEVO Pag UTTAPXEl KATTOI0 AAAO QvTIKEiEVO, R
uTTapXEl Kevo. Edav gival kevo, TOTE PtTopEi va kateuBuvBei o€ auTtd To onueio. OEToupe
ETTIONG €AV 0 €AeYXOG AUTOG BEAOUNE va agpopd povo Ta Solid avTikeipeva i OAa.

Check Empty
Applies to
@ () Self

() Other

() Obiject;
% |
v 0

objects: | Only solid =

[]Relative [INoOT
T
Eikova 1.68

Check Collision : Auté 10 Action €ival To avTioTpo®o pe 10 Check Empty.

Mag emoTpépel  «true» €Av OTIC CUVTETAYUEVEG TTOU OiVOUNE ONUIOUPYEITAI
katrola aAAnAetidpaon (collision) pe k&tmolo GAAo avTikeiyevo , dnAadr To onueio
auTo O¢gV gival KEVO.
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Check Collision
Applies to
® Self

() Other
() Object:
|
[ 1
v |0 |
. [ . 1 =
objects: iUnIy solid ! a
[]Relative [INOT
o 0K
Eikéva 1.69

Check Object : Edw eAéyyxoupe €dv 0€ KATTOIO OUYKEKPIUEVO ONUEIO TOU
owpaTiou, UTTAPXEl KATTOIO OUYKEKPIUEVO QVTIKEIMEVO, KOl TTPATTOUE

avaAoya.
'Check Object
Applies to
® Self

() Other
() Obiject:
object; [No object ’ E
% il'.] ’
W il'.] ’
[]Relative [INOT
Ok, X Cancel
Eikéva 1.70
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Test Instance Count : ESwW eAéyXOUPE €GV KATIOIO CUYKEKPINEVO QVTIKEIPEVO
eM@aviCeTal ANIYOTEPEG QOPEG, 100G | TTEPIOCOTEPEG ATTO €vAV OUYKEKPIUEVO
ap1Buoé TTou BiVOUE.

object: Mo object =)
number: |0
operation: | Equalto =
Equal to
Smaller than
Larger than
[CINOT
i
Eikova 1.71

Test Chance : Me autd 10 Action, €ival oav va pixvoupe éva (Apl, TO OTTOIO €XEl
00€eG TTAEUPEG Opiooupe eueic, kKal av £pBel 1, TOTE ekTEAOUVTAI Ol TTAPAKATW EVTOAEG
TTou Ba dwooupe. ‘Eva dev £pBel KATTOI0G AANOG apIBUOG TOTE dev ekTEAOUVTAI (TO
avTioTpo@o cupPaivel eav emAéEoupe To NOT ) . Aev €xel kapia aia va BEcoupe Tov
apIBud Twv TTAEUpWV PIKPOTEPO Tou 1. Ooo 1Mo TTOAAEG gival o1 TTAeUupEG Tou Capiou,

T600 AIlyOTEPEC €ival Kal o1 TOavoTNTEG va QEPOUNE 1, dpa Kal va eKTEAECTOUV Ol
TTOPAKATW EVTOAEG.
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sides:

[INOT

ST

Eikova 1.72

Check Question : Epgavifouue pia epwTnon oTovV TTAiKTn Tou TTaixvidiou, TV

OTTOIO KOl TUTTWVOUUE EUEIG, O OTTOIOG TTAIKTNG TTPETTEI VA ATTAVTHOEl TTATWVTOG
éva atro Ta dUO KOUMTTIA TTou Tou gugavifovtal « Nai ff Oxi1 » . Edv atravriioel «Nai»
TOTE EKTEAOUVTAI KAI Ol TTAPAKATW EVTOAEG TTOU Ba BEcoupeE, evw €Av atravTioel «OxI»
T0TE Oev ekTEAOUVTAI. To avTioTpo@o Kal TTAAI 1oxUel edv emAéEoupe To Check Box
«NOT» katd TNV elI0aywyr autou Tou Action.
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[ Test EXpression

Applies to

® Self

() Other
O Obiject:

expression: ‘l

[JnoT

AT

Eikéva 1.73

Test Expression : EQwW €1I0AyoulE PO «EKQPATN», OTTOU EAEYXOUME €AV gival
=/ OWOTH, WOTE VA EKTEAECTOUV OI TTOPAKATW EVTOAEG TTOU Ba €10AYOUNE, AANILG

O€ev eKTEAOUVTAIL.
'Check Question

question: |

[INOT
7

Eikéva 1.74
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Check Mouse : Auté 10 Action emoTpEéPEl true OTav TO TTANKTPO TOU TTOVTIKIOU
TTOU £XOUE ETTIAEEEI £XEI TTOTNOEI.

r heck Mouse ]

button: 1'3& T
left
right
middle

[CINOT
T
Eikova 1.75

Check Grid : Edw emAfyoupe pia TTEpPIOX Tou dwpaTiou pag, BEtoviag To
avaAoyo UWog Kal TTAATOG TTou BEAOUE, KAl JOG ETTIOTPEQPETAI true, €AV Kal OTav
TO QVTIKEIYEVO POG BPIOKETAI HECA OE AUTHV.
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.;-_, : i' '
Applies to
&B () Self

() Other
() Object:
shap hor:
snap vert: |16
[INOT
T

Eikéva 1.76

o Start ka1 Stop Block : 2Tnv ouadia, XpnoIUEUOUV WG «TTAPEVOETEIG», HECT
v OTIG OTTOIEG TOTTOBETOUNE €va OUVOAO atrd €VTIOAEG Ol OTTOiEG BEAOUME va
EKTEAEOTOUV WG KTTAKETOY , OAEG !

Else : EQv kGvoupe KATIOId £pWTNON MEOW KATIOIOU action Kal Yag dWoEel wg
armravinon false, ©ev Ba eKTEAEOTOUV 01 EVTOAEG TTOU €ixaue Opiocel, aAAG ol
EVTOAEG TTOU Ba opicoupe KaTw atrd 1o Else.

(| Repeat : Me 10 Repeat, emravahapfaverar 1o Action Tou akoAouBei ( 1} 10
TTOKETO EVTOAWV WE TN Xprion Twv Blocks ) 60€g opég TO opicoupE EYEIG .
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[
i
times: |l

T

Eikéva 1.77

Exit Event : Me autd 1o Action, divoupe €vTOAr va Byouue atrd 1o TpEXwV Event
KAl va Pnv ouvexXioTouv Ta TTapakdtw Actions. lNa mapddeiyya autd PTTOPOoUUE

VO TO XPNOIUOTIOINOOUME O€ KATTOIO €pwTnon, Otou €dv dev €TaAnBeveTal va unv
OUVEXIOOUUE TTAPAKATW.

gl Call Event : Me autd 10 Action, Tou Aéue va «KaAETEI» aTTO TRV apxn 1o Event

—

1| Execute Code : Edv BéAoupe va ypAyoupe Kal va €KTEAEOOUPE €va HIKPO
KOMMATI KWOIKA, PE TOV OTT0I0 B EKTEAEGTOUV EVTOAEG OI OTTOIEG OEV AVTIOTOIXOUV
o€ Kdtroio até Ta uttdpxov Actions, ToTE auTo yivetal ge auTd To Action.
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E Execute Code
v BHS v X g &g £ |—!.?| @ Applies To: @ Self O Other O Object:

1

]| ()

11: 1 INS 10 pt

Eikéva 1.78

Edv 10 KOPUATI TOU KWOIKA TTOU BEAOUME va €KTEAEOTE €ival peydho, TOTE
OnuIoUpPYoUNE Kal atroBnkeUouue €va Script, TO oTToio To KaAoUpe pe TO Action
«Execute Script» .
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Applies to
Ell ®ser
() Other
() Obiject:

script: | No serip =
argument(: |0
argumentl:
argumentz:

argument3:

olollolo

argumentd:

T

Eikéva 1.79

y. Comment : Ocol £€xouv aoxoAnBei pe TOV TTPOYPAUUATIONO, OE OTTOIAdNTTOTE

—  yAWooa TTpoypappaTniopol, Ba EEpouv TTWE éva TTEPa TTOAU XPAGCIHNO YIa TovV
TIPOYPOUMATIOTH) KOUMATI, €ival Ta oXOAia. O1 ekppdoeig dnAadr, ol otroieg Ogv
ekTeAoUvTal, ouTe AauPdavovtal utown atmd Tov compiler, aAAd eival TTGpa TTOAU
XPNOIMES yIa autov TTou Ba avaTpéCel oTov kKwdika. Bonbdave woTte o kKwdikag va
YiveTal 1o Katavontog aAAd Kal EUKOAQ ETTAVATTPOCBACINOG KAl ETTAVACUVTAIHNOG .
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&

comment: “ |

AT

Eikoéva 1.80

AkoAouBouv Tpia(3) Actions TTou €xouv va KAVOUV PE TIG PETABANTEG, yia TIG
OTT0iEG Ba PIANCOUNE Kal Ba £EnyNOOUNE OTNV TTOPEIa.

var| Set Variable : Me autd 10 Action opifoupe pia YeTaBAnTr, Kol BETOUpE TNV
apxIKA TNG TIUA .

Set'Variable

Applies to
YRl @ sel

() Other

() Object:

variable: ]

[
value: |0

[ Relative

o

Eikéva 1.81
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Test Variable : EQdw eAéyxoupe TNV TINA MIag PETABANTAG , €dv 1000Tal UE
KAatrolov BaBud n edv gival HIKPOTEPN 1 MEYAAUTEPN aTTd KATToloV Babud, woTe va
TTpAgouue avaloya oTnv TTopeia.

@ ~

Test Variable

Applies to
® Self

() Other

O Obiect;
variable: 7

value: 570
operation: | equal to =
[InoT
I
Eikéva 1.82 ‘

. Draw Variable : Kal €édw divouue TNV €vTOA va eu@avIOTEl JECA OTO TTAIXVidI
MOG, O KATTOIO Onueio Tou dwpuatiou TToU Ba opicoupe, N TIUAR KATTOIOG

METABANTAG .

Draw Variable
Applies to
) Self

O Other
O Obiject:

variable: [
|0
v |0

[ Relative

T

Eikéva 1.83
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YNOKE®AAAIO 1.2.2.5
SCORE ACTIONS

“9| Set Score : 210 Game Maker utrapxel ngosyKaTsompévn MIa PETABANTA TTOU
€XEl va Kavel he 1o Score. Me autd 10 Action uttopouue va UETABAAAOUUE ThV
TiuR TNG. Edv emAéCoupe TO relative, ptropoupe va TTpocBECcOUPE | va aQAIPECOUNE
TNV TIMA TToU Sivoupe, atrd TNV NON atmoBnKeuuévn TIKA TToU €XEI TO Score .

o

new score: |

[]Relative

7o

Eikéva 1.84

Test Score : O1Twg Kal pe Tapduola Actions, €101 KI €dw EAEYXOUME TNV TIKA TOU
Score, €av gival ion e TNV TIPA TTOU divou e, €AV gival JEyaAUTEPN A MIKPOTEPN.

value:
operation: | equal to é£
[CINOT
X
Eikéva 1.85
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22| Draw Score : Ki €dw, péoa amd 10 Drawing Event 1Tdvra, PtTopouue va
ATTEIKOVIOOUME TNV TINN Tou Score, péoa oOTO OWMPATIO, OTO CONMEIO TTOU

ETMOUUOULE .
e —
J

w |
w0

caption: | Score:

[[]Relative

T

Eikéva 1.86

Show High score : Ze kdBe TTaixvidl Tou dnuioupyoUuEe Kal TTaiOUPE PE TO

Game Maker, o1 déka(10) kaAuTepeg €mdOOEIG (Ta dEKA uWwnAdTEPO Scores )
diatnpouvtal. ‘Etol pe autd 10 Action pTTopoUpe ava TTAca OTIYHI VO TG EPAVIOCOULE,
ME TIG avAAoyeg emmAOYEG ( xpwpa @OvTou, Tepiypappa K.T.A. ) . Edv o TTaixtng
BpiokeTral o010 «Top-10», TOTE UTTOPEI Va €10AYEl KAl TO OVOUA TOU Kal PE TIC AVAAOYES
EVTOAEG VA TO ATTOBNKEUTEL.
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background: No background

=

border; | show =
rewcolr: [ =
other color: _ &
font: | AaBbCcDd =,

¥ Cancel

<

Eikéva 1.87

E Clear High Score : Autdé 1o Action amAd diaypdgel 10 ndn utmdpxov High
Score.

E Set Lives : EOw, etTeppaivoupe 010 0UOTANA TWV WWV TTOU UTTAPXEI oTo Game

Maker. ©&toupe TOV QpPIBUO auTwv OTnv apxr Tou Traixvidlou, Kal Tov
augouelvoupe KaTd Tnv didpkeld Tou ( TTpoooXn , TTPETTEI va €TTIAECOUE TO relative ) .
Edav o1 (wég undeviotolv, TOTE evepyoTTOIEiTal KOl TO avdAoyo Event, TTou ouvABwg

MTTOPEI VO oTapaTdEl ETTITOTTOU TO TTaIXVidI Kol va epg@aviel yia TrTapadeiyua éva Game
Over .
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new lives: !E

[]Relative

7o

Eikéva 1.88

Test Lives : Ommwg kai ge Ta uttoAoimma «Test» actions , €101 Kal Je AUTO

€EAEYXOUME TNV TIUA TNG METABANTAG TTOU QVTIOTOIXEI OTIG CWEG, €Av gival ion,

; ' MIKPOTEPN 1 MEYAAUTEPN

dwooupe epeic. ‘Etol yia

@ TTAPABEIYUO EAEYXOUME KAl

av  €xouv pPNOevIOTEl Ol

Cwég, yia va TPAgouuE
avaloya.

value: @ J ’

operation: ‘equal to ‘ = |

equal to
smaller than
larger than

[JnoT

Zo

Eikéva 1.89
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w| Draw Lives : Kal €édw, pe autd 1o Action, JTTOPOUE va ATTEIKOVIOOUUE JECO OTO
TTaIXVidl Tov ap1Bud Twv {wwv TToU Pag uévouy, ue Tn Bondeia evog Draw Event.
Kal TTaAel ue TN Xprion Tou agova X-y BETouue o€ TTOI0 ONPEI0 BEAOUNE va ENPAVIOTEI.

.,

Draw Lives

KZE
v |0

caption: |Lives:

[]Relative

7o

Eikéva 1.90

Draw life images : Me autd 10 Action, avTi va gu@aviCouye oTo TTaIXVIOI TOV

apiBud Twv {wwv, Pe évav ammAd aplBPo, PTTopouue va To OeEiEOUNE EIKOVIKA,
eppavifovrag Kamola €ikOva (Sprite) 160eC Qopég, 60eg eival kal of (wég, yia
TTapAadelyua TPEIG KAPOOUAEG, ) Tpia aoTepAKia ( €Av o {WEG TTOU JOG ATTOMEVOUV Eival
TPEIG ) .

Draw Life Images 1
x [
w0
image: |No sprite =)
[C] Relative
75
Eikova 1.91

Yel - 94 - amd 165



Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

cm| Set health : Otmwg mpocimape, T0 Game Maker, €xel KATTOIEG UETABANTEG €€

apxA¢ atrodnkeupéveg oTig PBIBAIOOBAKES Tou. Mia atrd auTtég eival kal n Health . 'H
OTTWG TNV CUVAVTAUE Ouxva o€ TTOAAG Traixvidla, n Evépyeia. Me autd 10 Action,
BEToupe TNV TIPA auTrig TNG METABANTAG, 6étTou 100 eival To péyioto kal 0 1o eAdxioTO.
Ortav maper Tnv Tipn 0, 161 N Aoyikn Aéel TTwg Ba evepyoTroinBei kal To avaloyo Event,
avaAoya pe 1o TI BEAoUPE va AABEl Xwpa oTnV TTOPEIa OTO TTaIXVidl pag, f moavov va
MEIWVETAlI O apIBPOG Twv {wwyv Katd 1 . MNpooéxoupe OPwWG, €av e autd To Action
BEAOUNE va AUEOPEIWOOUNE TNV TIUA QUTAG TNG METABANTAG, Kal OXI va BECOUPE TnV
QPXIKNA TNG TIMM, VA «TOEKAPOUPE» TNV €TTIAOYH Relative .

value (0100):

[]Relative

" OK ¥ Cancel

Eikova 1.92
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@ Test health : OTTw¢ kal pe TTapdpoia Actions, €101 KI €56 €EAEYXOUME TNV TIUA TOu
health, eav €ival ion pe TNV TIUA TToU divVOUE, €AV gival HeyaAUTEPN 1) MIKPOTEPN,
Kal TTPATTOUPE avaAloya.

- >

value: [T
operation: |equal to =
[INOT
AT
Eikova 1.93

=m| Draw health : Akéun éva Action TTou €xoupue ouvavTAoEl TTOANEG QOPEG, TTOU POG
Oivel Tnv duvaTtoTNTA VO OTTEIKOVIOOUYE O€ KATTOI0 OnueEio Tou dwuariou, TO
health. Me Tnv povn diagopd 611 To health atreikovileTal WG Pia PTTAPA, ETTOPEVWG KAl
TIPETTEI VO OPICOUNE KAl TO XPWHATA QUTAG.
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Draw Health

Wl IE
yl: |0
w2 ]0
y2 |0

back color: l none

mm

bar color: !green ta red

green to red

[] Relative white to black
black

v 0K X Canc 99Y
———— silver
white
maroon
areen
olive
navy
purple
teal
red
lime
vellow
blue
fuchsia
aqua

Eikéva 1.94
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4| Score caption : EK16G¢ amd 1o onueia ToU €MAEYOUME va gugavidovtal TO
Score,ol (wéG, n evépyela Kal Ta AOITTA, OTO TTAVW PEPOG TOU TTapaBupou Tou
TTaIXVvIBIoU, auTtopaTta gugavi¢ovral kal Ta €¢Ag: To évoua Tou dwpaTtiou (room ), To

Score Mg autd 1o Action putTopoUlE va eTTIAECOUME EUEIG TI BEAOUME Va eupaviCeTal O€
QuUTO TO ONUEIo .

[Score 'in

show score: khow ' S|
score caption: score: '
show lives: | don't show ' S|
lives caption: lives:
show health: | don't show ' &l
health caption: | health: '

7o

Eikéva 1.95
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YNOKE®AAAIO 1.2.2.6
EXTRA ACTIONS

ATTé autiv Tnv opdda pe Actions, Ba avOQEPOUME ETTIVPOAUMATIKA T
ONMAVTIKOTEPA KAl AUTA TTOU i0WG TTOTE XpnaoiyoTroifjooupe. MBavov, katd Tn didpkeia
Tou TTaIXVvIOIoU pag va BéAoupe va avatrapdyoupe KATTOIO Pouoiko CD, To oTToio
uttdpxel Adn oto CD Driver pyag. Me Ta avdAoya Actions, EEKIVAUE TV AvaATTapAYywWYnA
auTtou, TNV OTAUATANE, ) TTPIV KAVOUNE KATI aTTO AuTd, EAEYXOUUE €AV UTTAPXEI KATTOIO
CD oto CD Driver yag i eAéyxoupue €av Bpioketal ndn o€ avamapaywyn. ETriong, éva
QPKETA XpAoluo Action autAg TNG OuAdAG, €ival AuTO TTOU Pag ETTITPETTEI va AAAAGOUUE
TO €IKOVIOIO TOU KEPOOPA PAG, O€ TTEPITITWON TTOU O KEPOOPAG £XEI EVEPYN OPAON OTO
TTQIXVidl.

Particles 5
Q
=

e e B E

- - -

¢ B »

.
A
A
»
-

*ee s

gixa 24098 | [04U0d | Zuew | juew

>
AR |

Eikéva 1.96
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNOKE®AAAIO 1.2.2.7
DRAW ACTIONS

€| Draw Sprite : ATTAQ yia va OTTEIKOVICOUNE KATTOIO Sprite, pia eikéva dnAadn, oTo
TTaIXvidl pag. Edv 10 Sprite atroteAsital amd TTePICCOTEPEG ATTO Mia €IKOVEG,
OnAadn eival pia KIVOUUEVN €IKOVA, YIa Va TIG Eu@avioel OAeG oeIplokd, BACOUPE TNV
Ty -1 oTo subimage .

Applies to
€ s
O Other
() Object;

sprite: No sprite éx
w |0
w0

subimage: | -1

[]Relative

T

Eikova 1.97

Draw Background : YmodeikvUooupe Tnv €kéva ToU Ba €xel Wg
background 10 dwudTio TOU TTAIXVISIOU, KOBWGS KAl TNV HOPPI) TTOU Ba £XEI N
eIkOva auth (av Ba KaAUTTTEl A0 TO OWHATIO UTTO HOP@H TTAAKIBIWY ) .
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=)
background: No background | B
w 0
v 0
tiled: | false =
[ Relative
T
Eikéva 1.98

ﬂ Draw Text : ATTAd yia va €UQAVIOOUPE KATTOIO KEIMEVO O€ KATTOIO ONMEIO TOU

dwpartiou. MTTopei va €ival KATTOI0 eVNPEPWTIKO KEIPEVO, I yIa TTOPAdEIYUA TO
score | KATTola GAAN PETABANTA Kal Ta AOITTA. XPNOIYOTIOIWVTOG TO CUPPBOAO #
aAANGloupe ypauu OTO KEiPEVO TTOU BEAOUUE VO QTTEIKOVIOOUME, ETTOPEVWG ME €va
MOvo Action, PTTOPOUME VA EUQPAVIOOUNE KEINEVO TTOAWV ypauuwy. EAv 10 Keipevo
TTOU €I0AQYOUE TO TTEPIKAUCOUUE péca oe “© “ N “  “ 1OTE TO game maker dev TO
eppaviCel oav aTTAO Keipevo aANG To BAETTEI WG €KPpPaAon Kal gu@avifel Ta avaloya
atmroTeAéopaTta, yia TTapadelyya Otav BEAOUME va €U@QAVIOOUPE TNV TIWA KATTOIOC

METABANTAG.
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Applies to
Al ®ser
() Other
() Object:

text: I ’
% |0 ’
v [0 |

[ Relative

T

Eikoéva 1.99

o Draw Scaled Text : Autd 1o Action eival akpifwg 1o idlo ye To Draw Text Action,
ME TN dlo@opd Ot pag divetal n duvATOTNTA VA TPOTIOTIOINOOUME KOl va
ETMAECOUPE TO MEYEBOG Kal TN MOPQr] TOU KEIYEVOU TTOU BEAOUME VA EUPAVIOOUUE

(scale kai angle). :
Draw Scaled lext

Applies to
@ Self
() Other
() Dbject:

text

0

|
|
i |
I
|

%

v

1
yscale: |1

0

|
;
|
|
|
wscale: |
|
- |
|
angle: |

[[] Relative

T

Eikéva 1.100
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

| Draw Rectangle : MNMoAU amAa arreikévion evog TETPAYWVOU, OTO ONMEIO TOu
dwypariou TTOU Ba dwooupe. Eav emAéCoupe To relative , TOTE O CUVTETAYUEVES
METPAVE aTTO TO ONUEIO TTOU BPIOCKETAI TO AVTIKEIMEVO PAG KAl OXI ATTO TNV «apXh Twv
agovwv» .

Applies to
B s
() Other
() Dbiject:

=1

%1
wl:
®2:
y2:
filled: |filled =

ollollo

[]Relative

T

Eikéva 1.101

Iil Horizontal Gradient : Eival trapépoio pe 1o Draw Rectangle Action, pye tnv
dla@opd o1l To TETPAYWVO TToU Ba «{wypaPicoupey, Ba £xel dUO(2) dIAPOPETIKA
XPWHOTA, Ta oTToia Ba TTIAEEOUUE EUEIC, Kal N evaAAayr) Twv oTToiwy yiveTal opi{OvTIq,
atTo Ta apIoTEPA TTPOG Ta BECIA (0pICOVTIAN).
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Horizontal'Gradient

Applies to
B ©se
(O Other
() Obiject;

w1
vl
K2
y2 |

colorl:

colorz:

[ Relative

T

Eikéva 1.102

Vertical Gradient : AkpiBwg T0 idlo Action ye To Horizontal Gradient , uévo 1Tou
€0W N evaAAayr TWV XPWHATWY YiveTal atrd TTAVW TTPOG Ta KATW ( KABETA ) .

Vertical'Gradient ,
Applies to
B Gse

(O Other
O Obiject:

IR

(=

vl |
w2 |
v |
colorl:

color:

[[]Relative

7

Eikéva 1.103
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

@| Draw Ellipse : Me autd 10 Action, JTTOpOUHE VO QTTEIKOVIOOUUE OTO TralXVidl pag
Hia EAAEIYN, OTTwg dnAadr yia TTapadelyua évav KUKAO, OTO ONUEIO TTOU gUEIG Ba
TTPOCOIOPIOOUE.

Applies to
@ s
() Other
O Object:
x1: |E
yl: |0
x2: |0
y2: |0 |
filled: fiﬂed | &
[] Relative
2
Eikéva 1.104

®| Gradient Ellipse : Ommwg kail pye 1a Action yia TV QTTEIKOVION TETPAYWVWY HE
OUO BIAPOPETIKA XpwuaTa, £T01 Kal JE auTd, atreikovi(ouue pia EAAEIwn n oTroia Ba
EXEl GANO Xpwpa OTO KEVIPO TOU, OTO E€OWTEPIKO TOU, KaI OIAPOPETIKO XPUWHA
eCwTtepikd, oTo TTEPiYPaPud TOU .
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Gradient Ellipse

Applies to
‘ () Self
) Other
() Object:

w1 ‘
vl ‘U
®2: ‘U
2 |0 |

[T]Relative

75

Eikéva 1.105

Draw Line : Epeic ammAd ONAWVOUUE TIG CUVTETAYMEVEG TwV dUO AKPWV TTOU
BéAoupe va €xel pia eubgia ypauun, TNV OTroia Kal B6a OTTEIKOVIOOUME OTO
OWMATIO TOU TTaIXVIOIOU PAG.

Draw Line

Applies to
/| @sel
() Other
() Object:

w1
wl: ‘U
K2: ‘U
(173 ‘U

[]Relative

Zix

Eikéva 1.106
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

A| Draw Arrow : To idlo akpiBwg pe 1o Draw Line Action, yévo TTou pe auto avTi va
QTTEIKOVIOOUME MIa aTTAR €uBgia ypauur, ¢NTAPE va QTTEIKOVIoEl Pia euBeia
YPOUMN WE éva BEAOG oTNV Wia TG AKpr, TOU OTToiou TTpoKaBopI{oupE TO PEyEDOC.

Applies to
@ sel
O Other
() Obiject:

=1

1
wl:
K2
y2: |

ool o

tip size: |12

[]Relative

ST

Eikéva 1.107

E Set Color : Mg autd 10 Action TTpocdiopifoupe TO XpwHa TTou Ba £xouv va
YEWUETPIKA oxAuaTa TTou Ba €l0Ayouphe OTO TTaIXVidl pag, aAAd dev agopd TO
XpWwHa Twv Sprites ) Twv Background.

Zel - 107 - am6 165
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f

Basic colors:

il (md § 1
e
| Bl EEEEN
ErEEEEEN
EEEEEEEN
EEEEN u]

Custom colors:

" OK [ X Cancel ] [ Define Custom Colors >> ]I
L ok | [ Cancel ]

Eikéva 1.108

E Set Full Screen : AANGCel Tov TPOTTO €upAviong Tou Traixvidiou (mode), av Ba
KaAUTITEl OnNAadry 0AGKANpn Tnv 00o6vn (full screen) A Ba eu@aviletal o€ popYn
TTapabupou ( windowed ) .

Set Full Screen

action: | switch I = ‘
switch
window
fullscreen
i
Eikéva 1.109
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

&)l Take Snapshot: Me auto 1o Action {NTAUE va «TPABNXTEI YIa QWTOYPAPia» TNG
006vng , dnAadny €va screenshot 6TTwg 10 yvwpifoupe OAol. To apxeio auTo gival
NG HOPPNAG .bmp , Tou divoupe gueic To Gvopa TTou BEAOUE va €XEl KAl TOV (PAKEAO
TToU BEAOUPE VO ATTOBNKEUTEI.

<3| Create Effect : Me auto 1o Action dnuioupyouUpe TTOAU aTTAG Kal EUKOAQ KATTOIO
N KAtrola Q€ KaTd Tn SIGPKEIQ TOU TTAIXVIOIOU POG, OTTWG YIa TTAPAdEIYUA KATTOIN
Mop®n €kpnEng, Bpoxn Kai Ta AoITd. Epeic atrAd emAEyoupe TOV TUTTO TOU €QE TTOU
B€Aoupe va OnUIOUPYROOUNE, TO onueio TTou B€Aoupe va AdBel xwpa 1o €QE, TO
MEYEBOG TOU, TO XpwHa TTou BEAOUME va €xel Kal €dv BEAOUUE va EPQAVIOTE TTIOW N
MTTPOOTA ATTO TO QVTIKEIUEVO OTO OTIoi0 evepyei autd 1O Action. OTTwg Kal o€
TTponyoupeva Actions, €101 Kal 0€ AuTto, TO relative 1o emA£youpe, v BEAoupe ol
TIUEG TOU X KaI TOU Y TToU Ba dWOOUNE va apxiocouv va PETPAVE aTTd TO ONUEIO TTOU
BpiokeTal TO AVTIKEIMEVO pag Kal OxI aTrd TV apx Tou dwPATIoOU Tou TTaIxVIBIoU.

® ||
o
|‘ 2
Applies to
3 @ser |
() Other
() Object:
type: | explosion S explosion
% |0 ring
o ellipse
¥ firework
size: | medium &=  smoke
; —  smoke up
color: =)
star
where: | below objects & spark
flare
[ Relative i
rain
&’ 0K l X Cance o,
Eikova 1.110
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

YNOKE®AAAIO 1.3
GML

O1rwg €xoupe RN avagépel, JTTopouE va dWOOUUE Ta avaloya «Actions» Kal
«Events», ek16¢ a1rd Tov Drag And Drop 1pOT1T0, pE KWIKA. O YAWOoOoa TTou dEXETAI
Kal utropei va Tpé€el To Game Maker kategoxnyv cival n Game Maker Language n
GML omrwg 6a tnv ovopdaloupe oTtnv Tropeia. To ouvrtakTikO PEpog Tng GML eival
TTOAU aTTAO KOl €UKOAO, TO OTIOI0O £XEl APKETA KOIVA OTOIXEIO HE TIG EUPEWS
YVWOTOTEPES YAWOOEG TTPOYPANPATIONOU, OTTWG €ival N C++ Kal Ta AOITTA. 2€ AQUTO TO
KEPAAQIO Ba ava@Eépoue Ta TTIO ONUAVTIKA oToixeia Tng GML, autd Ta otroia 6a pag
gival Baoika yia pia «apxapia» ocuvtagn mnge.

Ag ¢ekivijooupe atrd Ta Baoikd. MNpwta ammd 6Aa, O kwdikag TTou Ba ypAWouue
TpéTTel va BpiokeTal avdpeca oe { }  kal deUTEPOV TTOAU ONPAVTIKO, KABE ypauun
KWOIKA TTOU YPAPOUHE TTPETTEI va €XEI OTO TEAOG £va EAANVIKO EpWTNUATIKO ; 1] OTTwG
gival yvwaoTo, éva semicolon . Mapadeiyuatog xdapiv :

}

<statement>;
<statement>,

To Game Maker €xel TTpo- eykateoTnuéveg OTIC BIBAIOBAKEG TOU KATTOIEG
Baolkég Functions. Xwpig autd Opwg va onuaivel TTwg Ogv  PTTOPOUME  va
ONMIOUPYACOUNE Kal KATTOIEG DIKEG PAG, avAAoya UE TIC AVAYKES TOU TTaIXVIOIOU TToU
BéAoupe va dnuioupyriooupe. 2Tig (dN «build in » functions ytmopouue va Bpouue pia
TANBwpa amd ocuvapTioelg, GANeC BaAOIKEGC Kal TTOAU  XprOIYeES, GAAANEG TTOU
eTTEPPaivouv TTOAU 0TnV AeTITOUEPEIA Kal TA AOITTA. @a BpoUue CUVOPTHOEIG Ol OTTOIEG
uttdpxouv ndn o€ kamolia Events fj Actions kal JTTopoUE va TIG XPNOIUOTIOINOOUUE UE
Tov Drag And Drop 1poT1T0, OTTWG YIa TTapddelyua n room_next(numb) n otroia divel
EVIOA] va UETABOUUE OTO ETTOPEVO OWMATIO TOU TTaIXVIOIOU. Oa PBpoulue GPWS Kal
OUVOAPTAOEIG, ATTO TIG OTTOIEG MTTOPOUNE VA €XOUUE TO €TTIOUPNTO OTTOTEAECUA JOVO UE
™ Xpr\on Script kal Tnv ouyypa@rn autwv ue xpron kwdika GML , o6mwg yia
TTapadelyya n move_towards_point(x,y,spd) n otroia divel TNV EVTOA va NETAPEPOEi
TO QVTIKEIYEVO PaG OTO onueio (X,y) uE TaxutnTa spd .

AANQABNTIKA KAl OVOUACTIKA, Ol TTPO-EYKATEOTNPEVEG CcuvapThoelg Tou Game
Maker €ivail o1 TTapakaTw :
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A

e Abs

. Arccos

e Arcsin

e Arctan

e Arctan2

e Audio emitter
falloff

e Audio falloff set
model

e Audio play
sound at

B

e Background
create gradient

o Background
get texture

C
e Caell
e Choose
° Chr
e Clipboard has
text
o Collision point
e Collision
rectangle
e Cos
D
e« D3d draw
block
e D3d draw cone
e D3d draw
cylinder
e D3d draw
ellipsoid

e« D3d draw floor
e D3d draw wall

e D3dend

« D3d light

MINAKAZ 1.1

D cont.

« D3d
transform set identity
« D3d
transform set rotation

X

« D3d
transform set rotation
y

« D3d
transform set rotation
z

« D3d
transform set scaling

« D3d
transform set
translation

o D3d vertex
e D3d vertex

color

e D3d vertex
normal

e D3d vertex
normal color

« D3d vertex
normal texture

« D3d vertex
normal texture color

« D3d vertex
texture

« D3d vertex
texture color

e Degtorad

o Display
mouse get x

o Display
mouse gety

o Display
mouse set

« Distance to
object

« Distance to
point
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D cont.

e Draw text
transformed color

e Draw
triangle
e Draw

triangle color
« Draw vertex
o Draw vertex

color
. Ds list
create
. Ds list
destroy
E

o Effect clear

« Effect create
above

« Effect create
below

° Event
perform
° Event

perform object
e Eventuser

o Execute
program

o Execute
shell

e Exp

F

o« File
attributes

o File bin
close

o File bin
open

o File bin
position

e File bin read


http://wiki.yoyogames.com/index.php/Abs
http://wiki.yoyogames.com/index.php/Arccos
http://wiki.yoyogames.com/index.php/Arcsin
http://wiki.yoyogames.com/index.php/Arctan
http://wiki.yoyogames.com/index.php/Arctan2
http://wiki.yoyogames.com/index.php/Audio_emitter_falloff
http://wiki.yoyogames.com/index.php/Audio_emitter_falloff
http://wiki.yoyogames.com/index.php/Audio_falloff_set_model
http://wiki.yoyogames.com/index.php/Audio_falloff_set_model
http://wiki.yoyogames.com/index.php/Audio_play_sound_at
http://wiki.yoyogames.com/index.php/Audio_play_sound_at
http://wiki.yoyogames.com/index.php/Background_create_gradient
http://wiki.yoyogames.com/index.php/Background_create_gradient
http://wiki.yoyogames.com/index.php/Background_get_texture
http://wiki.yoyogames.com/index.php/Background_get_texture
http://wiki.yoyogames.com/index.php/Ceil
http://wiki.yoyogames.com/index.php/Choose
http://wiki.yoyogames.com/index.php/Chr
http://wiki.yoyogames.com/index.php/Clipboard_has_text
http://wiki.yoyogames.com/index.php/Clipboard_has_text
http://wiki.yoyogames.com/index.php/Collision_point
http://wiki.yoyogames.com/index.php/Collision_rectangle
http://wiki.yoyogames.com/index.php/Collision_rectangle
http://wiki.yoyogames.com/index.php/Cos
http://wiki.yoyogames.com/index.php/D3d_draw_block
http://wiki.yoyogames.com/index.php/D3d_draw_block
http://wiki.yoyogames.com/index.php/D3d_draw_cone
http://wiki.yoyogames.com/index.php/D3d_draw_cylinder
http://wiki.yoyogames.com/index.php/D3d_draw_cylinder
http://wiki.yoyogames.com/index.php/D3d_draw_ellipsoid
http://wiki.yoyogames.com/index.php/D3d_draw_ellipsoid
http://wiki.yoyogames.com/index.php/D3d_draw_floor
http://wiki.yoyogames.com/index.php/D3d_draw_wall
http://wiki.yoyogames.com/index.php/D3d_end
http://wiki.yoyogames.com/index.php/D3d_light_define_direction
http://wiki.yoyogames.com/index.php/D3d_transform_set_identity
http://wiki.yoyogames.com/index.php/D3d_transform_set_identity
http://wiki.yoyogames.com/index.php/D3d_transform_set_rotation_x
http://wiki.yoyogames.com/index.php/D3d_transform_set_rotation_x
http://wiki.yoyogames.com/index.php/D3d_transform_set_rotation_x
http://wiki.yoyogames.com/index.php/D3d_transform_set_rotation_y
http://wiki.yoyogames.com/index.php/D3d_transform_set_rotation_y
http://wiki.yoyogames.com/index.php/D3d_transform_set_rotation_y
http://wiki.yoyogames.com/index.php/D3d_transform_set_rotation_z
http://wiki.yoyogames.com/index.php/D3d_transform_set_rotation_z
http://wiki.yoyogames.com/index.php/D3d_transform_set_rotation_z
http://wiki.yoyogames.com/index.php/D3d_transform_set_scaling
http://wiki.yoyogames.com/index.php/D3d_transform_set_scaling
http://wiki.yoyogames.com/index.php/D3d_transform_set_translation
http://wiki.yoyogames.com/index.php/D3d_transform_set_translation
http://wiki.yoyogames.com/index.php/D3d_transform_set_translation
http://wiki.yoyogames.com/index.php/D3d_vertex
http://wiki.yoyogames.com/index.php/D3d_vertex_color
http://wiki.yoyogames.com/index.php/D3d_vertex_color
http://wiki.yoyogames.com/index.php/D3d_vertex_normal
http://wiki.yoyogames.com/index.php/D3d_vertex_normal
http://wiki.yoyogames.com/index.php/D3d_vertex_normal_color
http://wiki.yoyogames.com/index.php/D3d_vertex_normal_color
http://wiki.yoyogames.com/index.php/D3d_vertex_normal_texture
http://wiki.yoyogames.com/index.php/D3d_vertex_normal_texture
http://wiki.yoyogames.com/index.php/D3d_vertex_normal_texture_color
http://wiki.yoyogames.com/index.php/D3d_vertex_normal_texture_color
http://wiki.yoyogames.com/index.php/D3d_vertex_texture
http://wiki.yoyogames.com/index.php/D3d_vertex_texture
http://wiki.yoyogames.com/index.php/D3d_vertex_texture_color
http://wiki.yoyogames.com/index.php/D3d_vertex_texture_color
http://wiki.yoyogames.com/index.php/Degtorad
http://wiki.yoyogames.com/index.php/Display_mouse_get_x
http://wiki.yoyogames.com/index.php/Display_mouse_get_x
http://wiki.yoyogames.com/index.php/Display_mouse_get_y
http://wiki.yoyogames.com/index.php/Display_mouse_get_y
http://wiki.yoyogames.com/index.php/Display_mouse_set
http://wiki.yoyogames.com/index.php/Display_mouse_set
http://wiki.yoyogames.com/index.php/Distance_to_object
http://wiki.yoyogames.com/index.php/Distance_to_object
http://wiki.yoyogames.com/index.php/Distance_to_point
http://wiki.yoyogames.com/index.php/Distance_to_point
http://wiki.yoyogames.com/index.php/Draw_text_transformed_color
http://wiki.yoyogames.com/index.php/Draw_text_transformed_color
http://wiki.yoyogames.com/index.php/Draw_triangle
http://wiki.yoyogames.com/index.php/Draw_triangle
http://wiki.yoyogames.com/index.php/Draw_triangle_color
http://wiki.yoyogames.com/index.php/Draw_triangle_color
http://wiki.yoyogames.com/index.php/Draw_vertex
http://wiki.yoyogames.com/index.php/Draw_vertex_color
http://wiki.yoyogames.com/index.php/Draw_vertex_color
http://wiki.yoyogames.com/index.php/Ds_list_create
http://wiki.yoyogames.com/index.php/Ds_list_create
http://wiki.yoyogames.com/index.php/Ds_list_destroy
http://wiki.yoyogames.com/index.php/Ds_list_destroy
http://wiki.yoyogames.com/index.php/Effect_clear
http://wiki.yoyogames.com/index.php/Effect_create_above
http://wiki.yoyogames.com/index.php/Effect_create_above
http://wiki.yoyogames.com/index.php/Effect_create_below
http://wiki.yoyogames.com/index.php/Effect_create_below
http://wiki.yoyogames.com/index.php/Event_perform
http://wiki.yoyogames.com/index.php/Event_perform
http://wiki.yoyogames.com/index.php/Event_perform_object
http://wiki.yoyogames.com/index.php/Event_perform_object
http://wiki.yoyogames.com/index.php/Event_user
http://wiki.yoyogames.com/index.php/Execute_program
http://wiki.yoyogames.com/index.php/Execute_program
http://wiki.yoyogames.com/index.php/Execute_shell
http://wiki.yoyogames.com/index.php/Execute_shell
http://wiki.yoyogames.com/index.php/Exp
http://wiki.yoyogames.com/index.php/File_attributes
http://wiki.yoyogames.com/index.php/File_attributes
http://wiki.yoyogames.com/index.php/File_bin_close
http://wiki.yoyogames.com/index.php/File_bin_close
http://wiki.yoyogames.com/index.php/File_bin_open
http://wiki.yoyogames.com/index.php/File_bin_open
http://wiki.yoyogames.com/index.php/File_bin_position
http://wiki.yoyogames.com/index.php/File_bin_position
http://wiki.yoyogames.com/index.php/File_bin_read_byte
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define direction

« D3d light
define point

« D3d light
enable

« D3d model
block

« D3d model
clear

e D3d model
cone

e D3d model
create

e D3d model
cylinder

e D3d model
destroy

e D3d model
draw

e D3d model
ellipsoid

e D3d model
floor

e D3d model
load

e D3d model
primitive begin

e D3d model
primitive end

e D3d model
save

e D3d model
vertex

e D3d model
vertex color

e D3d model
vertex normal

e D3d model
vertex normal color

e D3d model
vertex normal texture

e D3d model
vertex normal texture
color

« D3d model

vertex texture

o Draw
background

« Draw circle

« Draw circle

color

e« Draw clear

o Draw
ellipse

o Draw
ellipse color

e Draw
healthbar

e« Draw line

e Draw line
color

e Draw line
width

e Draw line
width color

e Draw point

e« Draw point
color

e Draw
primitive begin

e Draw
primitive end

e Draw
rectangle

e Draw
rectangle color

e Draw
roundrect

e Draw
roundrect color

e« Draw self

e Draw set
alpha
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e Mplay data
read

session mode

e« Mplay
session name
e« Mplay

session status

@)

e Object set
parent

¢« Ord

P

« Parameter
count

« Parameter
string

e Place empty
o Place free
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e Surface get
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e Surface reset
target
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target
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o Texture
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priority
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fullscreen

e Window mouse
get X

¢ Window mouse
gety

e Window mouse
set

e Window set
cursor

e Window set
fullscreen


http://wiki.yoyogames.com/index.php/Make_color_hsv
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http://wiki.yoyogames.com/index.php/Mean
http://wiki.yoyogames.com/index.php/Median
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« Mplay data e Round
write
o« Mplay end S
e Screen
redraw
e Set

application title

e« Show debug
message

e Show error

e Show menu

Kdavovrag «ctrl+0eéi kAik TOU TTOVTIKIOU» €TTAVW OTIG OUVAPTAOEIG, Oa
peTa@ePOeiTE 0TO avaAloyo Link Tng 1otooeAidag, ye Tn Xprion Tou browser, woTte va
TTAPETE TIC AVAAOYEG TTANPOQYOPIEC YIa TNV oUVTAEH TOug, TIC METABANTEG TTOU
XPEIACOPAOTE, YIa TN XPHOoN TOUG, VIO TO ATTOTEAECUA TTOU £XOUV KAl TA AOITTA.

Ymapyxouv akoun €EAvra Tpeig (63) ouvapTACEIC Ol OTToiEC aQOopPOoUV TNV
oxediaon Twv TPIodIGoTATWY TTAIXVIBIWY (3D) , 01 OTToIEG €ival OI TTAPAKATW, Kal TTAAI
aAQaBnTIKG :

MINAKAS 1.2
D M cont. S cont.

e D3d draw « D3d model « D3d set
block draw lighting

e D3d draw « D3d model « D3d set
cylinder floor perspective

e D3d draw « D3d model e D3d start
floor load

e D3d draw « D3d model T
wall primitive begin . D3d

o Dk ek  Dsd  model  hsform add rotation
projection ext primitive end

« D3d set « D3d model X . D3d
projection ortho save .

. D3d set . D3d model transform add scaling
projection perspective vertex transfo;m — add

« D3d set « D3d model translation
shading vertex color . D3d

e D3d draw « D3d model

cone

vertex normal
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transform set identity


http://wiki.yoyogames.com/index.php/D3d_draw_block
http://wiki.yoyogames.com/index.php/D3d_draw_block
http://wiki.yoyogames.com/index.php/D3d_draw_cylinder
http://wiki.yoyogames.com/index.php/D3d_draw_cylinder
http://wiki.yoyogames.com/index.php/D3d_draw_floor
http://wiki.yoyogames.com/index.php/D3d_draw_floor
http://wiki.yoyogames.com/index.php/D3d_draw_wall
http://wiki.yoyogames.com/index.php/D3d_draw_wall
http://wiki.yoyogames.com/index.php/D3d_set_projection_ext
http://wiki.yoyogames.com/index.php/D3d_set_projection_ext
http://wiki.yoyogames.com/index.php/D3d_set_projection_ortho
http://wiki.yoyogames.com/index.php/D3d_set_projection_ortho
http://wiki.yoyogames.com/index.php/D3d_set_projection_perspective
http://wiki.yoyogames.com/index.php/D3d_set_projection_perspective
http://wiki.yoyogames.com/index.php/D3d_set_shading
http://wiki.yoyogames.com/index.php/D3d_set_shading
http://wiki.yoyogames.com/index.php/D3d_draw_cone
http://wiki.yoyogames.com/index.php/D3d_draw_cone
http://wiki.yoyogames.com/index.php/D3d_model_draw
http://wiki.yoyogames.com/index.php/D3d_model_draw
http://wiki.yoyogames.com/index.php/D3d_model_floor
http://wiki.yoyogames.com/index.php/D3d_model_floor
http://wiki.yoyogames.com/index.php/D3d_model_load
http://wiki.yoyogames.com/index.php/D3d_model_load
http://wiki.yoyogames.com/index.php/D3d_model_primitive_begin
http://wiki.yoyogames.com/index.php/D3d_model_primitive_begin
http://wiki.yoyogames.com/index.php/D3d_model_primitive_end
http://wiki.yoyogames.com/index.php/D3d_model_primitive_end
http://wiki.yoyogames.com/index.php/D3d_model_save
http://wiki.yoyogames.com/index.php/D3d_model_save
http://wiki.yoyogames.com/index.php/D3d_model_vertex
http://wiki.yoyogames.com/index.php/D3d_model_vertex
http://wiki.yoyogames.com/index.php/D3d_model_vertex_color
http://wiki.yoyogames.com/index.php/D3d_model_vertex_color
http://wiki.yoyogames.com/index.php/D3d_model_vertex_normal
http://wiki.yoyogames.com/index.php/D3d_model_vertex_normal
http://wiki.yoyogames.com/index.php/D3d_set_lighting
http://wiki.yoyogames.com/index.php/D3d_set_lighting
http://wiki.yoyogames.com/index.php/D3d_set_perspective
http://wiki.yoyogames.com/index.php/D3d_set_perspective
http://wiki.yoyogames.com/index.php/D3d_start
http://wiki.yoyogames.com/index.php/D3d_transform_add_rotation_x
http://wiki.yoyogames.com/index.php/D3d_transform_add_rotation_x
http://wiki.yoyogames.com/index.php/D3d_transform_add_rotation_x
http://wiki.yoyogames.com/index.php/D3d_transform_add_scaling
http://wiki.yoyogames.com/index.php/D3d_transform_add_scaling
http://wiki.yoyogames.com/index.php/D3d_transform_add_translation
http://wiki.yoyogames.com/index.php/D3d_transform_add_translation
http://wiki.yoyogames.com/index.php/D3d_transform_add_translation
http://wiki.yoyogames.com/index.php/D3d_transform_set_identity
http://wiki.yoyogames.com/index.php/D3d_transform_set_identity
http://wiki.yoyogames.com/index.php/Mplay_data_write
http://wiki.yoyogames.com/index.php/Mplay_data_write
http://wiki.yoyogames.com/index.php/Mplay_end
http://wiki.yoyogames.com/index.php/Round
http://wiki.yoyogames.com/index.php/Screen_redraw
http://wiki.yoyogames.com/index.php/Screen_redraw
http://wiki.yoyogames.com/index.php/Set_application_title
http://wiki.yoyogames.com/index.php/Set_application_title
http://wiki.yoyogames.com/index.php/Show_debug_message
http://wiki.yoyogames.com/index.php/Show_debug_message
http://wiki.yoyogames.com/index.php/Show_error
http://wiki.yoyogames.com/index.php/Show_menu
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e D3d draw
ellipsoid
e D3d model
ellipsoid
E
e D3dend
L
e D3d light
define direction
e D3d light
define point
e D3d light
enable
M
e D3d model
block
e D3d model
clear
e D3d model
cone
e D3d model
create
e D3d model
cylinder
e D3d model
destroy

« D3d model
vertex normal color

« D3d model
vertex normal texture

« D3d model
vertex normal texture
color

« D3d model
vertex texture

« D3d model
vertex texture color

« D3d model
wall

P

e D3d primitive
begin

e D3d primitive
begin texture

e D3d primitive
end

S

o D3d set culling

o D3d set depth

o D3d setfog

« D3d set
hidden

« D3d
transform set rotation x

« D3d
transform set rotation y

« D3d
transform set rotation z

« D3d
transform set scaling

« D3d
transform set
translation

Vv

o« D3d vertex

e D3d vertex
color

[ ] D3d
normal

[ ] D3d
normal color

[ ] D3d
normal texture

e D3d vertex
normal texture color

e D3d vertex
texture

e D3d vertex
texture color

vertex

vertex

vertex

Kai edw, kavovTag «ctrl+deéi kAIK Tou TTOVTIKIOU» €TTAVW OTIG OUVOPTAHOEIG, Ba

MeTa@epOeiTe 01O avdAoyo Link Tng 1otooeAidag, ye Tn Xprion Tou browser, woTe va
TTAPETE TIG AVAAOYEG TTANPOQYOPIEG YIa TNV OUVTALH TOug, TIGC METABANTEG TTOU
XPEIQCOUOOTE, YIa TN XPrON TOUG, YIA TO ATTOTEAECUA TTOU £€XOUV Kal Ta AOITTd.

OMAoi 6co1 aoxoAhouvTal | €xO0uv aOXOANOEi Ye Tov TTPOYPANMATIONO, Ciyoupa
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Ba yvwpifouv TTwG 0€ £€va KOPMATI KWOIKA, OTTOIoUdOATIOTE UEYEBOUC, Ba TTPETTEN
TTAVTA va UTTAPXOUV Kal oxOAia, Ta otroia Ba utrevBuuiCouv oTov OUuvTAKTn 1 Ba
eEnyouv OTOV QvayvwOoTn TOU KWOIKA 1 OTOV VEO OUVTAKTN Tn Onuacia kai n
Aeitoupyia Tou. Ta oxOAia cival ypaupég TIGC OTTOiEG ayvoei o compiler Tou
TTPOYPAPMATOG, TA OTToIa QUOIKA OEV €XOUV KAMia atTOAUTWG ETTIPPON OTOV KWOIKA
Mag. Ta oxOAla piag ypappng ¢ekivouv ue /1, yia TTapadeiypa :


http://wiki.yoyogames.com/index.php/D3d_draw_ellipsoid
http://wiki.yoyogames.com/index.php/D3d_draw_ellipsoid
http://wiki.yoyogames.com/index.php/D3d_model_ellipsoid
http://wiki.yoyogames.com/index.php/D3d_model_ellipsoid
http://wiki.yoyogames.com/index.php/D3d_end
http://wiki.yoyogames.com/index.php/D3d_light_define_direction
http://wiki.yoyogames.com/index.php/D3d_light_define_direction
http://wiki.yoyogames.com/index.php/D3d_light_define_point
http://wiki.yoyogames.com/index.php/D3d_light_define_point
http://wiki.yoyogames.com/index.php/D3d_light_enable
http://wiki.yoyogames.com/index.php/D3d_light_enable
http://wiki.yoyogames.com/index.php/D3d_model_block
http://wiki.yoyogames.com/index.php/D3d_model_block
http://wiki.yoyogames.com/index.php/D3d_model_clear
http://wiki.yoyogames.com/index.php/D3d_model_clear
http://wiki.yoyogames.com/index.php/D3d_model_cone
http://wiki.yoyogames.com/index.php/D3d_model_cone
http://wiki.yoyogames.com/index.php/D3d_model_create
http://wiki.yoyogames.com/index.php/D3d_model_create
http://wiki.yoyogames.com/index.php/D3d_model_cylinder
http://wiki.yoyogames.com/index.php/D3d_model_cylinder
http://wiki.yoyogames.com/index.php/D3d_model_destroy
http://wiki.yoyogames.com/index.php/D3d_model_destroy
http://wiki.yoyogames.com/index.php/D3d_model_vertex_normal_color
http://wiki.yoyogames.com/index.php/D3d_model_vertex_normal_color
http://wiki.yoyogames.com/index.php/D3d_model_vertex_normal_texture
http://wiki.yoyogames.com/index.php/D3d_model_vertex_normal_texture
http://wiki.yoyogames.com/index.php/D3d_model_vertex_normal_texture_color
http://wiki.yoyogames.com/index.php/D3d_model_vertex_normal_texture_color
http://wiki.yoyogames.com/index.php/D3d_model_vertex_normal_texture_color
http://wiki.yoyogames.com/index.php/D3d_model_vertex_texture
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//[Comments
EVW T oXOANIa Ta OTToia XPEIACOVTAl TTEPIOCCOTEPEG ATTO Hia YPAPUEG UTTOPOUUE va TA
eowkAgiooupe avapeoa oe /* kal */ , woTe va pnv Balouue o€ KABe ypapun Ta //
yla TTapAdeIypa :
/* Comments......
Comments......
Comments..... 7/
MNa 11g HeTaBANTEG MIANGPE EKTEVEOTEPA TTAPAKATW, ATTAG VO AVAQEPOUNE TTWG
Mia peTaBANTH dnuioupyeital Tn oTIyur TTou Ba TNG SWOOUUE YIa TTPWTN GOPA MIa TIKNA
. MNa mapadeypa :
food = “fruits”;
Na Toviooupe TTwWG OTTWG Kal o€ TTOAAEG AAAEG YAWOOEG TTPOYPAUMNATIONOU, £TOI
Kal otnv GML, PTTOpOUNE va EKQPACOUNE KATI TTOU BEAOUNE HPE TTEPICOOTEPOUG ATTO

évav TPOTTOUG, OTTWG YIa TTAPAdEIYUA N augnon TNG TIMAG MIAag PETABANTAG KATA £va

1):

g=g+1,

gival 1o id10 akPIBWG Kal JE TO :

g+=1;

Mia petaBAnTr €KTOC aTTO TIC KAAOOIKEG TIMEG TTOU PTTOPEI va €xEl, OTTWG YIA
TapAadelypa évav apiBuod, €va Keievo Kal Ta AOITTA, UTTOPEi va TTApEl Kal TIUEG TOU

16a0IKOU OUCTAPATOC, apKei va Eekivael ye To oUuBoAo $ , 4 va atroTeAsiTal atmd pia
OAOKANPEN ék@pacn . MNa Tapddeiypa :

X =23;

color = $FFAAOQQ;

str = 'hello world";

y +=5;

X*=y;

X=y<<2;

X = 23*((2+4) / sin(y));

str = 'hello’ + " world";

b =(x<5) && |(x==2 || x==4);
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2tnv GML, ptropouue va dnuioupyriooupe Povadikoug f duadikoUug TTiVAKEG,
OTTWG KAl OTIG TTEPICTOTEPEG YAWOOEG TTPOYPANPATIONOU. H apibunon Twv KeAIWV TOu
mivaka ekivael ammd 1o 0 . MNoTé dev XpNOIYOTTOIOUUE APVNTIKES TIMEG OTNV apiBunon
Twv KeAIwV. YTTapxel éva 6pio 32000 keAiwv ava otriAn kai 1000000 keAlwv yevika yia
KA@Be Trivaka. AG dWOoOoUNE OPWG éva TTAPAdEIYUa yia TV ouvTagn Tou Trivaka. ‘Eotw
OTI BEAoupE va dwoouue TNV apIBPNTIKA TIWA 29 oTo KeA Tou TTivaka a[] TTou BpiokeTal
oTnV TETAPTN YPANUNA TNG OeUTEPNG OTAANG :

Al3,1] = 29 ;
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YNOKE®AAAIO 1.3.1
LOOPS
IF STATEMENT

H ouvtagn Tou IF gival TTapouola Pe TIG UTTOAOITTEG YAWOOES TTPOYPANUATIOUOU,
Kal Ba Tnv dgiCoupe Pe TTapadeiyparta :

if (<expression>) <statement> else <statement>

if (<expression>)

{

<statement>

}

else

{

<statement>

}

if (x<200) {x += 4} else {x -= 4}
}

REPEAT STATEMENT

Me 1O repeat ekTEAEITAI N EKPPOACT TTOU TTEPIKAEIETAI O€ AUTO, OOEC YOPES TO
opiooupE gueig, ouvexoueva. lNa Tapddeiyua:

repeat (<expression>) <statement>

{

repeat (5) instance_create(random(400),random(400),ball);

}
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WHILE STATEMENT

To yvwoTd o€ 6Aoug pag while , i aAiwg «Oco» . Ooo cuuBaivel Kal 1I0XUE
KATI, EKTEAEITAI TO Loop TTou TrepIAauBavel TNV ékppacn TTou BEAoupE. [Na TTapadelyua

while (!place_free(x,y))
{
x = random(room_width);
y = random(room_height);
}
}

DO STATEMENT

H aAMiwg Do...until, dnAadrn 10 yvwoTtd o 6Aoug pag «do...while». Eival 10
loop TO OTTOI0 TTPWTA EKTEAEI TNV €KPPACN TNV OTTOIa TTEPIKAEIEI KAl PETA EAEYXEI TOV
TTEPIOPIOPO, O OTT0IOG €AV Eival AKOUA O€ I0XUEI TOTE N EKQPAON eKTEAEITAI Eava Kal
oUTW KABeEAG . MNa TTapddelyua :

{
do

{

x = random(room_width);
y = random(room_height);

until (place_free(x,y))

}

FOR STATEMENT

To yvwoTd o€ 6Aoug pag for n yia . Eival To KAaooiké loop o1o oT10i0 divouue
MIa PMETABANTA Kol TOU AEPE va eKTEAEI ouvexOueva TNV €k@pacn, 600 n TR TNG
METABANTAC auTtrg dev €xel PTACElI OTNV «TAdE», auavovTag o€ KABe loop Tnv TIUA
NG, avaAoya pe TNV evioAnl Tmou Ba dwaooupe. MNa mTapddeiyua, £€o0Tw 6T BEAOUNE va
yepiooupe Ta 20 keAIG TOU povadikou Trivaka af] Je TINEG atto To 1 péxpl 1o 20 :

{
for (i=0; i<=19; i+=1) a[i] = i+1;

}
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SWITCH STATEMENT

Edv o1 evépyeleg TTou BEAoupE va aKOAoOUBrioouv E€ival €LapTnUEVEG ATTO
OIAQPOPEG TTEPITITWOEIG, TOTE XPNOIUOTTOIOUUE TO YVWOTO MAG KAl atrd TIG AAAEG
YAWOOEG TTpoypaupaTiopou switch . Ag doupe TTapakdTw Tnv ouvtagn autou Tou loop
Kal £va TTapAadeIyua :

switch (<expression>)

{

case <expressionl>: <statementl>; ... ; break;
case <expression2>: <statement2>; ... ; break;

default: <statement>; ...

}

switch (keyboard_key)
{
case vk_right:
case vk_numpad4:
X -= 10; break;
case vk_left:
case vk_numpad6:
X +=10; break;
}

Me tnv AéEn kAeidi break Ommwg PAETTOUNE «OTOPATAME» TNV KABE opdGda
TTEPITITWOEWV (case ) .

Edv BéAoupe atmd pia Ekppaon va eTTIOTPEPETAI OTNV EQAPUOYR HAG KATI, OTTWG
MIa  GAAN  €kppacn, MIa apIBuNTIKA TIYA, Mia YETABANTA Kai Ta AoITTd, TOTE
XPNOIMOTTOIOUME TNV AEEN KAEIDI return.

return <expression> ;
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YMNOKE®AAAIO 1.3.2
METABAHTEZ

O1 petaBAnTég €ivar autd akpiBwg Tou Afel kai To Ovoud Toug. Eival
OUVIOTWOEG Ol OTToieG BeV £Xouv oTaBePN TIPN, dNAAdA N TIUN TOUG UTTOPET va aAAGEE
ava mmdoa oTiyu. MTtropouue péoa oe pia PETARANTH va opicoupe pia 0AOKANPN
apIBuNTIKA TTAPAOTACN TNV OTToid va XPNOIYOTTOIOUPE OTToTE Tn XpPelaldpaoTte. 'H
atrAd va atroTeAei Evav atrAd apiBud, o otroiog Ba Traipvel TIG avAAOYEG TINEG TTOU Ba
TOU opiCoupE, } akOua Kal yia Tiur OTTwg true r false K.T.A. .

To ovopa Twv HETARANTWY TTOU OPICOUME, MUTTOPEI va TTEPIEXEl YPAMMATA,
apIBUOUC Kal TNV KATW TTauAa () , apKei va unv gekivael pe apiBuod . AnAadn, éva
aTTO0EKTO Ovoua PETABANTAG cival TO _derp5 , evw €va un armmodekTo cival 1o 5red .
Etriong éva akéun Tapddelyua pn amodekTtol ovouaTog JETaBANTAG gival kal To red$7
, ylati 0TTwg €iTTage POvo n KATw TTaUAa  €ival AtTodekTr] atmod Ta CUUPBOAA, €vw
KavEva atro Ta TTAPAKATW OEV ETTITPETTETAI !

! @ # $
% A & . (
T
<> / ? <space>
N ,

MNa va opiocoupe uia yeTaBAnTr, uttdpyxouv duo TpoTrol. O évag eival Pe TNV
drag-and-drop péBodo, ue 10 Set Variable Action, kal o GAAOG gival hge TNV Xprnon
KWOIKA, JE MIa TTOAU ATTAN EVTOAN :

Variable =1 ;
n
Variable = random(10) ; //éva TTapadelyua EKPPATEWY TTOU TTPOEITAUE

O1 petaBAnTéG XWpiCovtal o duo(2) katnyopieg, Tnv TotmikéS ( Local ) kal TIg
Global. K&Be @popd 1Tou dnuioupyouue pia YETABANT e €vav atrd Toug TPOTTOUG TTOU
giTape Tapamdvw, TOTE QUTA €xel 1I0XU MOVO yIa TO QVTIKEIUEVO OTO OTIOI0 TNV
onuioupynoape, civar dSnAadrn Tommkr. Edv BpiokOuaoTE 0€ KATTOIO QVTIKEIUEVO KOl
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BéAoupe va aANGEouuE TNV TIPA PIAG TOTTIKAG  METABRANTAG €vOG GAAOU QVTIKEINEVOU,
auTO YiveTal YE TOV EENG TPOTTO :

Car.speed =5

otrou Car €ival 10 avrikeiyevo kalr speed n petaBAnT 1ou B€Aoupe. Autd Suwg
TTPOUTTOBETEl QUOIKA va €Xoupe NOn OnUIoOUPYACEl aQuTAV TNV MPETABANTH OTO
QVTIKEIYEVO car.

Edav B€éAoupe, pia petaBANTA TTou dNPIOUPYOUUE, va PNV Eival TOTTIKNA,
aAAG yevikr, OnNAadn va 1oxUEl TTavTou, TOTE TNV ONAWVOUNE WG €ENG -

Global.speed=1;

Emopévwg, é1Tou KI av BpIokOuaoTe, Ba UTTOPOUUE va KOAOUWPE TNV PETARANTN
speed. ZuvnBwg, otnv apxn Tou Traixvidlou, dnAwvouue OAeg padli Tig global
METABANTEG TTOU Ba XPEIOCTOUUE OTNV TTOPEIA, WOTE va gival Kal OAeG padi JalePEVES
Kal Ox1 OIGCTTAPTEG.

210 Game Maker utrdpxouv ridn katroieg global petaBAnTEG, TIG OTTOIEG
MTTOPOUE VA XPNOIKUOTTOINCOUUE OTTOTE XpelaoTei. MepIkEG atmd auTég gival ol eENG :

X
y

hspeed

vspeed direction
speed

visible
image_index
image_speed
score

lives

health

mouse_X
mouse_y
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KE®AAAIO 2
AHMIOYPTIIA ENOZ MNMAIXNIAIOY - OIONOS GAME

EIZArQrH

To traixvidl Oionos aTToTEAE £va AVTITTIPOOWTTEUTIKO OEIYNA TWV IKAVOTATWY TOU
Game Maker . YTTapxouv TTOAAEG AETTTOUEPEIEG Ol OTTOIEG MTTOPEI va pnv €ivai
EMQAVEIG YE TNV TTPWTN HATIA AAG deV TTAUOUV va Eival ONPAVTIKEG YIA TV EKTTOVNON
auTtou Tou project. e autd TO TraIXVidl Ba CUVAVTIIOOUPE OTOIXEIO OTTWG aAAayn
Sprite, dnuioupyia QVTIKEIWEVWY OTNV TTopEia Tou Traixvidiou, aAlayry dwuaTiwvy,
Kivnon ME TO TIOVTIKI, TTAUCON, OTTOBRKEUCN-QOPTWON, TUXAIO Kivnon AVTIKEIMEVWY,
TTpooBaaipeon {wwv Kal TTOVTWY, AVTIOTPOQN TNG KATEUBUVONG TWV QVTIKEIMEVWY
KaBwg kal TTOAAG dAAa akoun Kdarroleg atrd auTég TIG AETITOPEPEIEG AOITTOV, ICWG TIG
IO ONUAVTIKEG, Ba £ENYROOUUE TTAPAKATW.

Ag Trépoupe Ta TTpdyuara amd Tnv apxr. Ti eival To Oionos Game ; Eival éva
TTaIXVidl dUO €mMITTEOWY. ZTO TTPWTO ETTITTEDO UTTAPXElI £€vaG PACIKOG XAPOKTAPAG O
OTT0IOG KIVEiTAI hE Ta BEAGKIa TOU TTANKTPOoAoyiou pag (arrow keys ) . Evw oTo deuTepo
ETTITTEDO O XAPOAKTAPAG AUTOG KIVEITAI PE TO TTOVTIKI TOU UTTOAOYIOTA MOG ( N ME TO
touchpad kai yevikd atrAd akoAouBei Tov kéEpoopa/deiktn ) . O OKOTTOG Tou TTaIXVIDIOU
gival N ouAAoyrl 6OWV TTEPICOOTEPWY TTOVTWV UTTOPOUUE, TIPIV TOV PNOEVIOUO TOU
apIBuoU Twv CwwV pag. AuTtd ival Ta YEVIKA XOPAKTNPIOTIKA TOU TTaixXVIOIoU, Ta OTToid
Ba £¢nynooulE TTAPaKATW.
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YNMOKE®AAAIO 2.1
OIONOS GAME - H YAOINOIHZH

Ag Cekiviiooupe atrd Ta Bacikd pépn Tou Traixvidiou. lMa TIC AvAyKEG Tou
TTaIXVIBIoOU auTtou €xouv dnuioupynBei tévre (5) dlagopeTikG dwudatia. To Paciko
OWMATIO TOu TTaIXVIBIOU (main), To dWHATIO TOU TTPWTOU OKEAOUG TOU TTaIXVIOIOU (
game 1), n CUVEXEID TOU TTPWTOU TTaIxXVIOIoU (game 1.2), To OWUATIO Tou OEUTEPOU
OKEANOUG TOU TTaIXVIBIOU( game 2 ) Kal TO OWPATIO TEPUATIOPOU-£EOBOU TOU TTaIXVISIoU
(exit).

=/ Rooms

ol main

0 game 1
o game 1.2
o game 2
o exit

Eikova 2.1

To KABe OwMATIO, OTTWG €XOUME avagépel Eavd, TTPETTEl va €XEl KATTOIO
background, 1ol woTte va pnv €ivar okETo Kal povotovo. To kaBe background
ouvnRBwWGS avTITTPOOWTTEUEI TO €i00C Kal TNV KaTnyopia Tou KABe dwpartiou 1) akdun Kai
OAOKANPoOU TOu TraixvIdIoU. g KATTOIA TrauXvidia ouvioTatal n XpHon Tou idlou
background oce O6Aa Ta OwpdTia, evw o€ KAtmola AGAAa  Traixvidla ouvioTtaTal
OIaQOPETIKO, avaloya OTTWG &iTTape oTnv TTepioTacn. To background ptropei va givai
Mia €ikéva povn Tng, n otroia Ba €xel Tnv idla akpIBwg avaAluon Kai YEyebog Pe TO
OwMATIO, aAAG pTTOPEl va €ival Kal pia PIKPOTEPN €IKOVA N oTroia Ba gu@avideTal
TTOANEG QOPEG, TOOEG O0EC XPEIAZETAI WOTE VA KAAUWEI TNV ETTIPAVEIA TOU dWUATIOU.
‘ETo1 Aoittév 1o main dwpdaTtio Tou Oionos Game €xel TNV €€AG Hop®N :
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Name: | backgroundD

l ¥ Load Background ]

[ k-] Save Background ]

| - Edit Backaround_|

Width: 464 Height: 128

[[JUse as tile set

& OK

Eikova 2.2

Ta game 1 kar game 1.2 dwudTtia €xouv wg background 1o TTAPAKATW :

MName: background2

% Load Backaground
k-l Save Background
<~ Edit Background

Width: 2000 Height: 895

[ Use as tile set

Eikéva 2.3
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To game 2 €xel T0 €ENG POVTO :

El'Backeround Properties: backerounds3

Name: |packground3

Width: 1500 Height: 480

[[J Use as tile set

Eikova 2.4
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Evw, TENOG, TO dWNATIO exit £xEl WG UTTORABPO TO TTAPAKATW :

MName: | exit

% Load Background

H Save Background

<2 Edit Background

\Width: 640 Height: 480

ERIE (O

Eikova 2.5

MNa va mepiypdyouue Ta sprites kail Ta objects Tou Traixvidiou, ag MIAAOOUUE
TEPIANTITIKA yia Ta OKEAN auTtou. EkTevéoTepa Ba piIAncoupe BANA Briua oTnv TTopeEia.
270 game 1, 0 XOPAKTAPOG MAG KIVEITAI O €va OWMATIO TTEPICUAAEYOVTOG KATTOIO
TETPAdIO TA OTTOIA KAl TOU OivOuv TTOVTOUG, €VW)  TTPETTEI VA ATTOQUYElI TA «KOKA»
TETPAdIO KAl TO QUTOKIVOUMPEVA TOEKOUPIA TA OTToia Tou agaipouv {wég. Martdel éva
KOUWTTI yIa va avoi&el yia TTUAn 61Tou odnyei 0To deUTEPO KOUUATI TOU dwuaTiou, OTToU
ouveyxifel va Kavel 1o idlo, PEXPI va @TAoEl 0 éva QIATPO TO OTToi0 divel TTOAAOUG
TTOVTOUG OTO OKOP TOU TTAIKTN KOl TOV HETAQEPEI GTO Main room . 210 OeUTEPO OKEANOG
TOU TTaIXVIOIOU, O XAPOKTPAG UAG KIVEITAI JE TO TTOVTIKI, JAleUOVTOG Kal TTAAI KAAG Kal
KOKA QaVTIKEIPEVA .

Ta sprites AOITTOV TTOU XPEIAOTAKAUE yia TNV dnuioupyia autou Tou TraiXvidiou
€ival Ta TTOPAKATW :
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14 Sprites
B toixos1
toixos-gameover
B tizalaki
2 player1R
§~ standR
j'l tsekouri
‘% playeriL
5 standL
& gamel
@ game2
@ et
_‘ toixos2
good
5 line
3% bad
a4 biker
ks biker2
kakos
kakosR
good
. goodR
koumpi
koumpipatimeno
filtra

6%

Eikéva 2.6

Kal Ta avdAoya objects cival Ta mapakdrtw. ESw va Toviooupe TTwg UTTAPXOUV
OIaQOPETIKA avTiKeiheva (objects) pe dIaQOPETIKES 1O1OTNTES, TA OTTOIO OUWG £XOUV TO
idlo sprite. Autd QuUOIKA yiveTal OIOTI KATTOIEG QOPEG BEAOUUE va UTTAPYXOUV OTO
TTaIXvidl idla otV EUEAVION AVTIKEIYEVA, OTTWG YIA TTAPAdEIYHA TOiXOl, AAAG ME
OIOQOPETIKA ATTOTEAEOUATA KATA TNV €TTAQA TOU TIAIKTN ME auToug. Eival emmiong
ONUAVTIKO VA QVOQEPOUME TTWG UTTAPXOUV QAVTIKEIUEVO OTA OTTOid OEV AVTIOTOIXEN
Kapia €IKOva, yia Tov atrAoucTaTo AOyo OTI dev BEAOUNE va €xOuv KATTOIO QTTEIKOVION
aTo TraixVvidl, aAAd va utrdpyouv «diagavay ato uttépabpo. ‘Eva mrapddeiyua cival Ta
QVTIKEIJEVA TA OTTOIO AVTITTIPOCWTTEUOUV AXOUG Kal T AOITTA .
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=3 Objects

: toizos1
toizos plainos
toizos-gameover
line
line2
tizalaki
plaverlR
playerilL
standR
tsekour
standL
gamel
gamez2
exit
mouseexit
textgl
exit
main
Pause Game
save-load
textg2
textexit
toixos2
toixos2 plainos
good
bad
return main text
soundmain
soundGamel
soundGame2
soundE =it
stopSoundbd ain
stopSoundGame”
stopSoundGame:
stopSoundE =it
go to main manu
all axes
biker
biker2
kakos
good
score
exit22
oionos game
koumpi
filtro
save-game
load game

8

"

>0

Eikéva 2.7
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2¢ Katola dwpdtia Tou Oionos Game Ba TTapaATNPNOETE

WG UTTAPXOUV KATTOIO  KOUpATIA  Kelpévou. Autd ouvABwg =) Fonts
UTTAPXOUV YIa va Oivouv KATToIEG OOnyieg OTOV TIAIKTN TOU l‘ﬁ fontl
TTaiXVvIOIoU, KATTOIEG TTANPOPOPIEG, KATTOIEG UTTODEICEIG Kal TA L
Aoird. H eicaywyn Keipévou yivetal pe Tnv BoriBeia Tou avaAoyou pﬁ font?
action oTTwg éxoupe gavartrei. Kard tnv dnuioupyia autou Tou =
action, divoupe wg TTAPAUETPO KAl TO avdaAdoyo font To oTTOIO J‘j font]
E€XOupE RAON dnuIoupynoel avaAoya PE TIG AVAYKEG TOU TTaiXVvIdiou Pﬁ fant3
Kal a@opd TNV YPOUMOTOOEIpA TTou Ba €Xel TO KEieEVO pag, TO () 1an
MEyEBOG TWV ypauudTtwy, To Xpwua Kal Ta Aoird. Ta fonts Eikéva 2.8

AOITTOV TTOU €XOUUE XPEIOOTEN KAl €XOUPE OnUIOUPYROEl gival
TEOOEPA KAl TO BAETTETE OTNV DITTAQVI) PWTOYPAYIa .

TepaoTio pdAo oe éva Traixvidl gival o1 fAxol (sounds) TTou akouyovTtal. Xwpig
NXOUG, JOUCIKO uTTORaBpo Kal Ta AOITTA €va TraixVvidl PTTOpE va XAoel PEXpI Kal TO
50%-70% Tou evdla@EPOVTOG Tou, BIOTI Ba eival «OTeEyvO» (VOMICw TTWG OAol
MTTOPOUME VA TO QAVTAOTOUME KOI VA TO KATOVONOOUME auTtod). 210 Oionos Game
AoITTov €xouv eloaxBei pouoikd uttopaBpa, dnAadr] POUCIKA KOPUATIa Ta OTToia
TTaidouv Katd TNV OIAPKEID TOU TTaIXVIOIOU (SIOQOPETIKG Ot KABE dWMATIO) Kal Ol
avaAloyol AXol Ol OTToiol avatrapdyovtal avaAloya e Ta dId@opa OpWHPEVA TTOU
AauBdavouv xwpa oe autd (xaoigo Cwng kal Ta Aoimrd). ‘ETol, o1 fxol mou €XOuue
EI0AYEI hE TA (XPNOIUA) «WYEUBWVUPA» TOUG €ival Ol TTAPAKATW :

4479 Sounds

| mainroom
exit
game 1
game 2
kalo
kako
end

7

===
ol Sl Sl "] &

¥,

— b

F
4

=

Eikéva 2.9

ZeKIVWVTAG AoITTOV KATTOIOG VO TTaigel TO TTauxVidl, MOANIG OAOKANPwOEi TO
loading (@o6pTWON), TO TTPWTO TTPAYHA TTOU TOU gP@avileTal gival To game info . To
game info gival éva mapdBupo 1Tou divel oTnV XEIPIoTH BACIKOTATEG TTANPOPOPIES YIa
TO TTaIXVidI KAl yia TOV XEIPIOPO Tou. To TapdBupo autd AoITTdv gival KATTWG £T01 :
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Mtuxiakn epyacia tou dpottnt OtaxkAa Avactdoiou — Toapmikou

Eikéva 2.10

O T1raiktng, pe scroll down di1aBdlel OAeG TIG TTANPOPOPIEG TTOU UTTAPXOUV OE
autd 10 TTapdBupo. Nopilw TTwg o auTtd TO onueio TTPETTEl va dOUME TNV TTARPES
Mop®r] autou Tou gyXEIpIdiou XpHong, OTTWG aKPIBWS eJavieTal oTov XPRoTn :

OIONOS GAME
To traixvidl autd €xel dUo dla@opeTIKA okEAN. To GAME 1 kai To GAME 2 .

MAIN ROOM

CONTROLS:

O xapaktipag Tou Traixvidiou ( Oionos ) Kiveital e Ta BeAdkia, dnAadn pe Ta
Arrow Keys.

Arrow Key Left : Kivnon 1Tpog 1a apiotepd

Arrow Key Right : Kivnon 1pog 1a 8e€1d

Arrow Key Up : AApa

MeTtakiveioTe Tov Xapaktipa oTtnv "mopTa" 1Tou BEAETE, avaAoya PE TO TTOU
TTaIXVidI TTou BEAETE va TTAIEETE .

P=lNauon (pause)
E="E€0d0¢ atrd 10 TTaIYVIidI
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Mtuxiakn epyacia tou dottnt OtdxAa Avactdolou — Toapmikou

GAME 1

CONTROLS:

Arrow Key Left : Kivnon mmpog 1a apioTtepd
Arrow Key Right : Kivnon 1mpog Ta de¢id
Arrow Key Up : AAua

P=Tlauon (pause)
E="E§0d0¢ atrd TO TTaIXVidI
M= MeTa@opa oTo KeEVTPIKO Room

AKOUMTTWVTAG TA KiTPIVO-KOKKIVA AVTIKEIYEVA TTAipVETE 1 TTOVTO OTO SCore 0ag.
AKOUUTTWVTAG Ta X KAl TA KIVOUUEVA TOEKOUPIA AVTIKEIMEVA XaveTal 1 Cwi.

Av ayyi€eIg To KOKKIVO KOUMTTI TOTE avoiyel N KOKKIVN €i0000G.

MPOZOXH!!! Edv akouptrRoeTe OAa Ta TOEKOUPIA TO  KOUMTTI

AkouputtwvTag 10 QiATpo TTaipvetre 30 TTOVTOUG OTO ScCOre OOG Kal TTNYQiVETE
oTnVv OeUTEPN TTIOTA AUTOU Tou TraixVvidiou!!

2tnv OeUTePn TIOTA O XOPOKTAPAG KAVEl €AEUBEpPn TITWON, KI €O0EIG
TIPOOTIABEITE va PalEWeTe GOOUG TTEPICCOTEPOUG TTOVTOUG UTTOPEITE YEXPI va PTACEI
KATw. MNpocoxn Kal TTaAl oTa avTiKEipeva X.

GAME 2

CONTROLS:

Arrow Key Left : Kivnon 1mpog 1a apiotepd
Arrow Key Right : Kivnon 1rpog 1a deg1a
Arrow Key Up : AAua

P=lMNauon (pause)
E="Eg0d0¢ atrd TO TTaIXVidI
M= MeTa@opd oTo KeEVTPIKO Room

AkouuTtTwvTag Toug yaAadioug unxavopioug traipveral 1 TTGVTO OTO score 0aG.
AKOUUTTWVTAG TOUG KOKKIVOUG pnxavopioug xavetal 1 {wn

AKOUUTTWVTAG Ta WYAPAKIa TTAipVETAl 2 TTOVTOUG OTO SCore 0a.
AkoupuTttwvTag Ta X avTikeiyeva Xavetal 3 (wég
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

NMPOZOXH
To taiyvidl TEAEIWVEI OTAV TTATAOETE £§000 I OTAV INOEVIOTOUV O {WEG OAG.

Méxpl va TeAElWOOUV Ol (WEG OOG UTTOPEITE va EavaTTaigeTe OTTOI0 TTAIXVIOI
BENETE 6OEC POPEC BEAETE.

210 Main Room, pTropEiTe va TTOTAOETE TO TTARKTPO S YIA VO KAVETE Save
TO TrauyVidl Kal To TTAAKTPO L yia va kdvere Load . AAG MONO oto Main Room

‘ETol AoItov, agou o Traiktng OloBdcel TIG odnyieg auTtég, KAgivel autd TO
TTapAabupo Kal gekivagl To TraiyVvidl. Kai ¢ekivael atré To main room :
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’0??0(’0?0??0
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Eikéva 2.11
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Oa douuE TTAPOKATW OKOUN Mia @wToypagia Tou main room, Ka Tnv
onuioupyia TNG. ZTnVv OeUTEPN QUTAH QwToypagia Ba TTapatnPrCcoUME Kal Td
QVTIKEIJEVA T oTToia Oev PAETTEI O TTAIKTNG TOU TTaIXVIOIOU, OTTWG TA AVTIKEIMEVA YIA
TNV évapgn Kai Tnv TTauon Tou Axou Kal Ta Aoimrd. Autd Bpiokovtal KaTtw Oegid, Kai
€TTEION OEV AVTIOTOIXOUV O€ KATTOIO Sprite, £Xouv TNV JOP®r VOGS EpWTNUATIKOU.

. backgrounds views | K % s ; ) ) ) ) ) ) )

objects [m tiles | o i l l ‘ | i
=T | !

l
)
{ b
)

l
[ G . £ (’
X ) h I ) I I } I
¢ <’ ( (’ <’ (’ (’ ( (’
¢
A

e mmg LSV SR LY lnm..hcxg-_mrlnaglmm
‘ ‘ | ‘

oD TRl
;!'i J’a

(’ (’ (’ (’ ¢

_—,,—_k.\m. Mm m_l‘} \AA‘_.M_ Ao mmmmm;‘ﬁc“

L ,I,;, A" i
|

l
- : 1— |
Obiject to add with left mouse: [ .'J : ‘ | . | | | }

fsave-oad =

Left mouse button = add
+ < Ait= = no snap
+ <5hift= = multple
+=Col= = move

Right mouse button = delete
+ <S5hift= = delete all
+<Col= = popup menu

Delete underlying

x: 608 y: 448 object: save-game id: 103421
Eikéva 2.12

2Tn ouvéxela Ba douue KATTOIO OKOUN screenshots katd Tnv xprion Tou
Taixvidlou Kal PETA Ba Tepdooupe OTa events Kal OTa actions Tou €xouv
onuioupynBei. ETTopévwg o TTaikTng ptraivoviag oto game 1 ouvavtdel Ta TTApaKATw :
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

AT 1T 1A 13111211111
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Eikéva 2.13
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Mtuxiakn epyacia tou dpottnt OtaxkAa Avactdoiou — Toapmikou

score: 39 lives: 59
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Eikéva 2.14

score: 40 lives: 59
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Eikéva 2.15
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

"score: 134 lives: 38
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E|Kov0( 2.16

score: 91 lives: 40
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Eikéva 2.17
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

MOAIG TTdpoupE TO «PIATPO», APOU TTAPOUNE TOUG TTOVTOUG KAl TTPOOTEBOUV OTO
score Jag, MUETAPEPOUAOTE QUTOPATA OTNV OEUTEPN TTIOTA AUTOU TOU TTaIXVIOIOU,
onAadn oto room game 1.2 .

score: 110 ives: 60

Eikéva 2.18

O1rwg eiTrape, o€ aQuTtrv TNV TTiOTA 0 XAPOKTAPAS HAG KAVEI EAEUBEPN TITWON
TTpooTTabwvTag va paléwel 600UG TTEPICOOTEPOUG TTOVTOUG UTTOPEI XWPIG va XAvel
Cwég. MOAIG pTAOEI KATW KATW, TEAEIWVEI AUTOPATA AUTO TO game Kal HETAPEPETAl OTO

main room. ATTO ekei PTTOpEi va EavauTtrei edv BEAEl oTo TTPWTO TTAIXVIdI, €I0AAAWG
TINyaivel oTo OEUTEPO.
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Mtuxlokn epyacia tou dpottnth OtdkAa Avaotdolov — Toopmikou

2T0 game 2 ouvavtape autd Tou Ba doUuE OTIG EIKOVES TTOPAKATW :

score: 136 lives: 37

Eikéva 2.19

. ;
score: 162 lives: 12
Y Ve Y5 Y5 V5 V5 V5 Y5 Y5 Y5 Y5 V5 V5 V8 Ve V5 Y6 V5 Y& V% V5 V5 Vs Ve T T Ve Ve Ve Ve Vs Ve Ve Ve Vs Ve Ve Vs Vs Vs
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Mtuxiakn epyacia tou dpottnt OtaxkAa Avactdoiou — Toapmikou

Eikéva 2.20

Emiong ag doupe kai €va screenshot tnv oTiyul TTOoU €XOUMPE TTOTACEI TO
TANKTPO P (pause) , dnAadn £xoupe Kavel TTalon Tou TraiyVvidiou.

ot b il il 1 o 1 o s s R R

! 3 A 3 3 3 ! 3

G o (’ A v e e e (’
ot bnes Mnes hoes heas boes Moot boss hoes boes bees Aoec

ek & )
il ¢ ‘ {4l 4 g NOOG
‘ f
-—r -— -— -~ - - -—— -— - - -y w
)' v\, v\, !\; v\' v\’ v\‘ ‘\‘ w\' v\' w‘ ‘ |
o (J () (l (/ (J () () (I (J /) ()
SR e el BT ’w 'w 'w ’w "-\o 'w 'w ’w ’w 'w 'w 'm
55 55 55 85 55 55 5% 55 55 5% 5%
e b Ames Ao by D@ s Bns A brmes boes ’m
)
¥ g : 1 4 P
;i
Paused , press "Enter" to continue g \‘Wv ‘,‘v., \,.v‘ J
) (J (J (I <)
) (J (l (J ()

v ——— — . i . e e —-.—'MMMM."

¥ 2 g W

Eikéva 2.21

TéNog, Ba douue kal éva screenshot amd 1o exit room Tou TrAIXVIOIOU, OTO
OWMATIO TTOU HPETAPEPETAI O TTAIXTNG MAG €AV TTATACOUME £€0D0 1 AV TEAEILWOOUV Ol

CwEg pag :
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

5 4 NIEHRUUES
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¥

Eikéva 2.22
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Mtuxiakn epyacia tou dpottnt OtaxkAa Avactdoiou — Toapmikou

YNMOKE®AAAIO 2.2
OIONOS GAME - EVENTS KAI ACTIONS

Kal ApBn Aoimmév n wpa va TTEPACOUPE OTA AVTIKEIMEVA Kal OTA actions TTou
TOUG £XOUME KATaXWPNOEL. Oa ava@EPoupe éva éva PJOVO TA QVTIKEIYEVA TA OTToId
TTEPIEXOUV KATTOIO events Kal actions .

Avrtikeipevo: playerlR

0 Object Properties: player1R H’BE

Mame: | playerlR i Events: ) Actions: Move = g
Spiite :f,fl Set variable global.jump to 0| i
Q. = i Y : =
F |player1Fi =0 w” ep 1 Set variable global.face to 1 EI 2

, L] toixos 2
(New | [ _Edit | ¢ @ game! Set the score caption info EI @ =
‘ = = @,

[¥] Visible [ Solid b ‘ game2 Draw the value of score - Jump i

Depth: |0 1( [ ; e Draw the number of lives §

= v e B tsekouri E

[] Persistent 94 [ toikos2 nl =

Barent: |<na parent> & | [9¢ g good IKI %

Mask: |<same asspite> B | P 3¢ bad Y

3 ] tizalaki Paths ;?.’:
l @) Show Information J ¢ @ koumpi IE =
~ 2

b A- fllt.lo 'v_] @ g

|

[ Delete J [ Change]

AddEvent | e

Eikéva 2.23

Katd tn dnuioupyia Tou TTaipvouv apXIKES TIMEG OI HETARANTEC TTOU €XOUV va
KAVOUV E TNV Qopda TTou Ba €xel 0 XaPAKTAPAS avaloya Pe TNV KATEUBUVON Tou aAAG
Kal yia 1o €dv €xel To OIKaiwpa va Trpayuartotroifoel dApa. Etmiong dntder va
edaviCeTal oto TTapddupo Tou TTaIxVIOIoU 0 apIBUOS TwWV {WWV TTOU TOU OTTOPEVOUV
KaBWG Kal TO Score TTou €X€El KAVEl PEXPI OTIYUAG.
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Mtuxiakn epyacia tou dpottnt OtaxkAa Avactdoiou — Toapmikou

Events: Actions:

, Create 1~ ‘; If a position is collision free

‘ Set the gravity
¢ il toixos1 ‘
s @ oamel y t@ Else
P4 i game2 ‘ Set the gravity
Sad ‘ exit ' If vspeed is larger than 12
¢ B tsekouri | | .
; > J toixos? ||var| Set variable vspeedto 12
LLR ) good
¢ € bad
¢ i tixalaki
@ (g
Eikova 2.24

210 event Step, eAéyxel KABE @opd €Av UTTAPXEI XWPEOS YIa va TTPOXWPENOEI
KaBwg Kal TNV TaxuTnTd ToUu, £T01 WOTE VA OTAUATAEI TTPIV ATTO KABE guTTddIO0.

Events: Actions:
, Create Iﬁi‘ % Set the vertical speed
% Step

uaRr| Set variable global.jump to 0

« [ toixos1
¢ ) gamel
¢ o game2
6 g exit
o M tsekoui
¢ ] toixos2
¢ ¢ good
¢ J€ bad
¢ i tixalaki
3¢ @ koumpi

1

]
Eikéva 2.25
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Edw é£xoupe éva collision event ye 10 avtikeiyevo toixos1. Edv Aoimév o
XOPAKTAPOG Pag €pBel o€ €TTAPA PE AUTO TO AVTIKEIYEVO TOTE oTAMATAEI( N TAXUTNTA
TOU TTaipvel avTiBeTn TIuA) Kal TTiong 0 JETABANTA Tou dApaTtog Eavd undevideTal WOoTE
va €xel ¢ava 1o OIKaiwpa va Kavel aApa. Ta idla akpifwg actions UTTApXouv Kal O€
evOEXOUEVN ETTAPH TOU XOPAKTAPA WE Ta avTiKEiyeva tixalaki, toixos2, toixos-gameover
. Me ta avrikeipeva toixos plainos kai toixos2 plainos, ammAd dgv Eava pndeviCetal n
METABANTA TOU AAPATOG, WOTE O XAPOKTAPAG MAG va PNV €xel To OIKaiwua va
TTPAyUaTOTTOINOEl AAPA aTTd €KEIVO TO ONnuEio.

Events: Actions:

N

, Create Lol 2
:: Step

¢ i toixos

¢ o gamel

¢ ) game2
e
b B tsekouri
b ' 1 taixas?

Sleep 1000 miliseconds

G] (3o to room exit

Eikova 2.26

21a collision events pe Ta gamel, game2 Kal exit AvTIKEIMEVA, O TTAIKTNG ATTAA
METaQEPETAI OTO avaAoyo room(OwudTio). ATA& OTO QVTIKEIUEVO exit €xoupue
TTPOCBETEl Pia aKOPN AETTTOPEPEIA, N OTTOIA €ival N TTAUCH €VOG OEUTEPOAETTTOU TTPIV
atré TNV PETAPAON, £TO1I WOTE va PNV Yivetal ammétopa n aAAayr Tou dwpaTtiou. Autd
Ba 1o TTapaTNPENOEl KATTOI0G KAAUTEPA OIS TTAIEEI TO TTAIXVIOI.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Events: Actions:

, Create &[] et lives relative to -1 l
-

» Step JJ) Draw the value of score
i u toixos1

| Destray the instance

¢ o gamel 2

¢ o game2 W | Draw the number of lives
Pé o exi ‘ @ Play sound kako

25 ot

o oios? | If lives are equal to 0

P4 g good & Start of a block

¢ 3§ bad i ‘@ Play sound end

¢ ) tinalaki .

P . i 3 72z | Sleep 1000 milliseconds

oumpi

>é é filro @ Go to room exit

¢ toixos-gamec‘ & End of ablack
$<¢ i toixos plaino: @ Else
P ] toixos2 plainy

S <no key> @ If lives are smaller than 0
m <Left> i Start of a block

7N

& <Up> @ Play sound end

M Sleep 1000 milisecond
] Zz | Sleep milliseconds

s E-key 8] z
[ Add Event I @ Go to room exit

V End of a block

[ Delete l [ Changel

Eikéva 2.27

2e éva evdexodpevo collision Tou XopaktThpa HE TO avTikeEiyevo tsekouri,
MelwvovTal o Cwéc kath €va(l), ed@avidetar kol o€ €Udg auty n MEiwon,
KATOOTPEPETAI TO AVTIKEIMEVO tsekouri(Trpoooxr OXI OAa Ta avTikeigeva tsekouri aAAd
MOVO TO OUYKEKPIYEVO), AKOUYETAI O AVAAOYOG AXOG Kal PETA YiveTal 0 €Aeyxog €dv
EXouv PNdevioTel oI (WEC WOTE va PETa@ePBoUue oTto room exit. Ta idla akpiBwg
actions éxoupe kal o€ evdexouevo collision ye 1o avrikeiyevo bad.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Events: Actions:

, Create ) ||72] Set the score relative to 1
o

# Step _ 2} | Destroy the instance
3¢ il toixos1

<

54 @ game %2 | Draw the value of score
¢ ) game2 W | Draw the number of lives
had ‘ exit @) | Play sound kalo

P B tsekouri
¢ ] toiros2

Eikova 2.28

AvtiBeta pe 10 collision pe Ta avrikeipeva bad A tsekouri, €va collision pe 10
avTikeipevo good pag divel Evav TTOVTO 0To score. Ta utrdAoitra gival Ta idia, 6TTwes n
avaTTapaywyr Tou avaAoyou AXOU KOl N KATAoTPO®Pr TOU avTIKEIWEVOU good.

Events: Actions:

, Create ) 2J | Destray the instance

& St 2 © g
iy ] e Change sprite into koumpipatimeno
¢ i toixos

¢ ) gamel
¢ o game2
P @ exit

¢ B tsekouri
¢ ] toixos2
¢ g good
¢ $€ bad
P [ tinalaki

ve "2 koumpi

1]

Eikova 2.29

Otav 0 XapakTAPAG POG €pBel o€ €TTAQR ME TO QVTIKEIMEVO koumpi, TOTE TO
avTIKEINEVO auTO aAAAGdel sprite( oe koumpipatimeno), dnAadr €IKOva, ETTOPEVWG O€
EMAG QaiveTal TTWG £XOUUE TTATACEI AUTO TO KouuTTi. ETTiong o Adyog UTTapéng Tou cival
WOTE PONIG TO TTATAOOUPE va avoiyel pia TTUAN. H 1TUAN auth €ival gTiaypévn ammod
MIKPG TeTpAywva KuBdakia ( tixalaki ), Ta otroia KATAOTPEPOVTAI, ETTOPEVWG N TTUAN
eival TTAéov eAeUBepN.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Events: Actions:

, Create » | Set the score relative to 30
i ;efoixoﬂ Destroy the instance
> ‘ gamel Draw the value of score
¢ o game2 IEI Draw the number of lives
P @ ext Sleep 1000 miliseconds
P i tsekouri ,
> -‘ toikos2 Go to room main
¢ gy good
¢ 3§ bad
3 [ tixalaki .

&t 0 koumpi
re & filtro

Eikoéva 2.30

Me €va evdexopevo collision Tou avTiKEINEVOU Pag PE TO avTikeipevo filtro, 1o
score pag avePaiver kard TpIavta(30) TTévVTOUg, TO filtro KOTAOTPEQPETAN KOOI O
XOPOKTAPOG HAG HETAPEPETAI OTO OWHATIO game 1.2.

Events: Actions:

6 H tsekouii || If global.face is equal to 0

> -‘ o e Change sprite into standL
¢ g good

o< 9§ bad @ Else

& . tixalaki e Change sprite into standR

P ‘ koumpi

4 & fitro
toixos-gamec|

EX I | Shogaied

i u toixos plaino:

¢ ] toixos2 pIainn}’

b <ho key> | -
1

Il

|

Eikova 2.31

Otav Twpa dev TTATAPE KATTOIO TTARKTPO ATTO TO TTANKTPOAGYIO, O XOPAKTHPOG
MOG TTPETTEI VA MEVEI AKIVNTOG, ME QOPA TNV Qopd TNG KATeEUBUVONG TToU EiXE TIPIV
otapatioel. Q¢ default eivar n d€€id. Edv yia Tapddeiyua KIvOUOAUE TOV XAPAKTHPA
TTPOG T QpPIOTEPA, OTAV OTAPOTACOUME Ba MEIVEI AKIVNTOG «KOITWVTAG» TTPOG T
apIoTEPQ.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Events: Actions:

i ’& tsekouri Iﬁ' e Change sprite into player1L
6 I oz If a position is collision free
¢ gy good

¢ 3§ bad ﬁ' Jump to position [-6,0)

P [l tiralaki vAR| Set variable global.face to 0
3¢ @ koumpi (
¢ & fitro

3¢ ] toixos-gamec
3¢ i toixos plaino:
3¢ ] toixos2 plain
(@@ <no key> 2

Eikéva 2.32

Me 10 TTéTnUa TOU apPIOTEPOU PEAOUG atmd TO TTANKTPOAOYIO (aploTePd arrow
key), O XOpPOKTAPAG PAG KIVEITAI TTPOG TA APIOTEPA, ME TNV TTPOUTTO0E0N O XWPOG
akpIBwWG SITTAQ Kal apIoTEPA TOU Va gival EAeUBEPOG.

Events: Actions:

g-p x& tsekoui | & | e Change sprite into player1R

i "‘ a2 ‘ If a position is collision free
> & good ‘
9 $€ bad ¥ Jump to position [6,0)

x X

b . tixalaki - |[var Set variable global.face to 1
) . koumpi

4 & firo

¢ ] toixos-gamec
34§ toixos plaino:
P4 ] toixos2 plain
@ <no key>

:‘@ <Left>

a2 <Up>

= o |

1]

Eikéva 2.33

To idl0 akpIBwg cuuBaivel kar pe 170 Oe&i BEAOG TOU TTANKTPOAOYiOU, HE TIG
avaAoyeg aAAayEG yIa TNV Kivnon TOU XOpaKTAPA Uag.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Events: Actions:

P } tsekouri > If a position is collision free
:% ‘-‘ towkas2 7' Start of a block

LR good

3¢ 3 bad If global.jump is equal to 0
< i tixalaki _ O Start of a block

e . koumpi I var| Set varable global jump ta 1
¢ & fitro - .

o J S — 5 Set the vertical speed
34 i toixos plaino: 7 End of ablock

9 | toixos2 plain-l & End of ablock

S <no key> 3

2 <Left>

Eikova 2.34

Me 1o up arrow key (TTdvw BEAGKI) 0 XOPAKTAPAG HOG TTPAYUATOTTOIE £va GAMQ.

Mpiv Tpayuatotroin®ei To dAua autd yivovtal Katolol €Aeyxol. MpwTov €AV 0 XWPOG
QKPIBWG TTAVW aTTd TOV XAPOKTAPA PAG gival EAeUBEPOG Kal OEUTEPOV €AV N METARBANTA
TOU AAUATOG £XEI TIUN TETOIA TTOU VA ETTITPETTEI TO AAPA. EAv dnAadn €xel TIUA ion PE TO
MNOEV(1) onuaivel TTWG O XOPAKTAPAS MO BpioKkeTal ON 0 AAPO XWPIG va £XEl akOua
TTPOOYEIWOEI.

EventsA: A_ctions:

b B tsekouii (A @) | Play sound end

P _‘ toixos2

¢ g good

4 € bad @ Go to room exit

¢ ) tinalaki

3¢ @ koumpi

4 & fitro

34 ] toixos-gamec

3¢ i toixos plaino:

34 ] toixos2 plain

@@ <no key>

am <Left>

@ <Up>

@ <Right>

ST

72z | Sleep 1000 milliseconds

Eikéva 2.35
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Otav TmratAcoupe 10 TAAKTPO E TOU TTANKTPOAOYiOU pag, TOTE QUTOPATWG
METAQEPOPOOTE OTO exit room, akoUyovTag Tov avaAoyo rfxo £¢6dou.

Events: Actions:

4 Jitsekoui &) [[22] Sleep 1000 miliseconds
P4 ] toixos2 ‘
¢ gy good
¢ € bad
¢ ] tixalaki
3¢ @ koumpi
e & filo
¢ ] toixos-gamec
34 i toixos plaino:
P4 ] toixos2 plain
(@ <no key>

am <Left>

(am <Up>

‘2 <Right>

(m E-key

Eikéva 2.36

‘ @ (o to room main

1]

Me 10 TTAAKTPO M TOU TTANKTPOAOYiIOU ATTAG PETAPEPOUOOTE OTO Main room Tou
TTaXvIoIou.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Events: Actions:

¢ B tsekoui |4 lzl Set lives to 100

4 toixos2 1 . -
g
El

¢ I8 bad
< [ tiralaki Jump
¢ @ koumpi [
34 & fito =
¢ ] toixos-gamer v BH: ¥ y. ",? @ Applies To: @ Self O Othel
94 il toixos plaino; 1 |show_info():

¢ ] toios2 plain| -
&m <no key>

=
=]
<
@
3A0W

Zuew | puew

&m <Left>
am <Up> 7> | K9
S <Right> ’ - ’
S !

& Ekey 131 1 NS 10pt  show_infof)

2‘@ M-ke_u - am ‘

+ Game Start —
el

Eikéva 2.37

TEéNOG, uTTApxel éva akOun event TO OTTOI0 EVEPYOTTOIEITAI UONIG CEKIVAOEI TO
TTaixvidl. To event autd éxel dUo okotroug. O TTPWTOG €ival N aApXIKOTTOiNON Tou
apiBuou Twv Cwwv ot ekatd(100) kai o deuTepog egival n eu@dvion Tou Game
Information TTapaBupou, To OTTOIO YiveTal PE TN XPAON MIAG TTOAU OTTAAG YPOUMNAG
KwoIka GML.

Avrtikeipevo: Player 1.2R

2€ auTo TO avTikeipevo (yia To room game 1.2) Ta events kal Ta actions givai Ta
idla ge autd Tou avrikelyévou player 1R, 600 agopd Ta avTikeipeva good, bad, Toixog
TAQiVOG, Kal Ta arrow keys (edw dev xpnoiyoTtroigital To up arrow). O1 dlagopég eival
oTnV TaXUTNTA YE TNV OTTOIA KIVEITAI TTPOG TA KATW O XAPAKTHPAG, OTTOU O€ QUTAV ThV
TTEPITITWON KIvEiTaI TTI0 apyd (vspeed 4 kai 0x1 12) , kai oTo collision ye Tov ToiX0 TTOU
Bpioketal oto OATMEdO TOU OwATIOU (KATW KATW) TO OTIOI0 WAG OTTOQEPEI TNV
META@OPA TOU XAPAKTHPA OTO Main room.

AvTikeipevo: standR

To avTIKEINEVO AUTO AVTITTPOOWTTEUEI TOV BACIKO POG XAPOAKTPA OTO game 2
room. Ta actions pe 1a avrikeiyeva line, line2, biker, biker2, kakos kai good eivai
avTioTolxa pe autd tou playerlR pe ta avrikeigeva toixosl, tsekouri, good kai Ta
Aoittd. Mg Tn pévn diagopd o1 0 evdexouevn emagr pe To kakos Tou agaipouvTal
TPEIG(3) CWwEG Kal o€ evdexOuevn eTagn pe 1o good kepdidel 2 TTOVTOUG OTO score. Ta
TARKTPa E Kai M atmogépouv Ta idia atroTeAéopaTa £TTioNG.
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Mtuxlokn epyacia tou dpottnth OtdkAa Avaotdolov — Toopmikou

Events:

Actions:

% Step

P @ line
b A biker
b gy biker2
ey kakos
P % good
e 0 line2
a@m E-key

om M-key

|

uar| Set variable global.bto 0

var/| Set variable global b2 to 0

Eikoéva 2.38

MeyaAn dia@opd OUWG WE TO avTikeipevo playerlR uttdpxel otnv Kivnon Tou
XOopakThpa pag. To avrikeipevo standR Kiveital pe tnv Xprion Tou TTOVTIKIOU. 2TnV
oucia To object autdé akoAouBei Tov BeEiKTN TOU TTOVTIKIOU. AUTO EYIVE €QIKTO PE TNV
XpPron Tou Trapakdatw Kwodika o GML oT1o event Step :

8 Execute Code

v BHe v Xig@ ~° l—é_?_‘! © Applies To: (& Self O Other

1

o &+

< | m

x1

vl
move

mouse x
mouse_y

_towards point(x1l,yl,distance to pointixl,yl)/10)

[2)

1/5:

1

INS

10 pt

Eikéva 2.39
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

AvTikeipevo: line kai line2

Ta avrikeiyeva autd TrepIAauBavovTal oTo game 2 room, Kal armmoTeAOUV TO
«TTEPIBANUO» TOUu dwpaTiou. To line2 €xel povo dUo(2) events. OTav Ta AvTIKEIPEVA
kakos kal good €£pbouv ot emma@nr ME aQUTO, TOTE ekeEiva aAAGCouv TTopEia Kal
KateuBuvon (Quoikd kal sprite) . To line epIAauavel autd Ta dUO events aAAd Kal
Katrola GAAa. ApxikoTtrolei dUo(2) METABANTEG TTOU a@OpoUV Ta avTikeiyeva bike kai
bike2. ETriong poAig Ta k&trolo atrd Ta (auTokivoupeva) avTikeipeva bike ) bike2 €pBel
o€ €TTAPN ME KATTOIO aTTd TA AVTIKEIMEVA line, TOTE TO TTPWTO KATACTPEPETAI, EAEYXETAI
€AV N METABANT TTOU TOU avTIOTOIXEI €XEl MIKPOTEPN TIUA ammd 1000 kai av 1oxUEl
onuioupyeital éva véo avtikeipevo(bike ) bike2 avaloya) oto TEAOG TOU dwpaTiOU KATA
MAKOG Kal o€ Tuxaio Uyog. TéAog augdvetal n yetaBAnt) katd 1. OAo autd éxel wg
ATTOTEAEOUA TNV OUVEXT dnuIoupyia avTIKEIPEVWY bike kai bike2 yia Tnv opaAr e¢€AIgn
Kal TTOPEia Tou TTaiXVvIdIou.

Events: Actions:
vaR| Set variable global.bd to 0
. —
¥ b ke uar| Set variable global.b3to 0
b &3 biker2
¢ J kakos
¢ v good
Eikova 2.40
Events: Actions:
, Create 2| Destroy the instance
If alobal b4 is smaller than 1000
Db cffa biker2
o4 g kakos & Start of a block
¢ o good o Create instance of object biker

var| Set variable global.b4 to 1

S End of a block

Eikova 2.41
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Mtuxiakn epyacia tou dpottnt OtaxkAa Avactdoiou — Toapmikou

Events: Actions:
‘ , Create ‘ b Reverse horizontal direction
e A biker e Change sprite into kakosA

& &a biker2

¢ au good

Eikova 2.42

AvTiKeipevo: tsekouri

To avTiKEigevo auTtd gival €va aTTd TA QVTIKEIJEVA TOU game 1 Ta OTroia
a@aIpolVv (WEG aTTO Tov XapakThpa uag. ‘Exer Tnv 1idiarepdtnTta OTI KIVEITAI JOVO TOU
Méoa OTO XWpPo, o€ Tuxaia kateuBuvon. MOAIG ouvavTAoel KATToI0 ePTTOdIO(KATTOIOV
TOix0) oTauatdel yio KAGopaTa Tou OEUTEPOAETITOU Kal EeKIvAEl TTAAI TTPOG Mia vEQ

Tuxaia kateuBuvon. Actions:

, Create Set the vertical speed

toixos?2 | | s |
g.g Set direction and speed of m
P _J toixos2 plainos

(Wove Free
Applies to
() Self
() Other
() Object:

direction: irrandom[3BU]

speed: 5
[ Relative
T
Eikova 2.43
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

Emiong kai Ta avtikeiyeva biker, biker2, good kai kakos Tou game 2 kivouvTtail
atroé péva Toug aAAd TTpoG Wia ouykekpipEvn kateuBuvorn. MdaAioTa, Ta good kai kakos
avadloya Me TO €UTOdIO TToU Ba ouvavioouv aAAdfouv Tropeia, aAAd TTavta
TTAOPAAANAN PE TOV AZOVA TWV X.

AvTikeipevo: koumpi

Otmwg avagépetal Kal OTIG 0dnyieg Xpriong Tou traixvidiou aAAd Kal HEoA OTO
TTaIxvidl, €dv oTo game 2 £pBeig¢ o€ eTTAQr PeE OAa Ta avTikeEiyeva tsekouri, TOTE TO
avTikeipevo koumpi e€agpavieTal, ETTOPEVWGS N TTUAN PEVEL KAEIOTH KAl dEV PTTOPEIG TA
TTApPEIG TO avTikeipevo filtro. Autd yivetal Je Ta TTapakdTw actions Tng €IKOVAG :

Events: Actions:

‘ @ If the number of instances is a value

& Start of a block

y Destroy the instance
v End of a block

“Test Instance Count.

E object: lsekouri ' él
E number: |0 |
— operation:  Equalto ‘ Bk
[CINOT
XK
Eikova 2.44
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

TENOG, ava@Eépaue Kal TTIO TTPIV TTWG UTTAPXOUV QVTIKEIMEVA Ta OTToia dev Ta
E€XOUME QVTIOTOIXAOEI ME KATTOIO sprite. AUuTd Ta QVTIKEIHEVA €iTe €ival TEAEiwg
«aopata» Katd Tnv eKTEAEOn Tou TraIXVIOIOU( OTTWG yia TTapddelyua o1 AXOol) aAAG
UTTAPXOUV OTO OWMATIO E€ITE €XOUV TNV MOPE®N aTTAOU KEIYEVOU. 2TNV TTpwWTN
TEPITITWON ATTAA €I0AYOUUE £va NXO EVW OTNV OEUTEPN TTEPITITWON EICAYOUMNE TO
KeiEVO TTOU BEAOUMPE va QTTEIKOVIOOUME, TO XPWHO KOl TNV YPOUMATOOEIPA TTOU
BEAOUUE va EXEL.

Events: Actions:

® Create k4] Flay sound mainroom

sound: | mainroom B=

loop: true ‘ él

T

Eikéva 2.45

Yel - 158 - amd 165



Mtuxiakn epyacia tou dpottnt OtaxkAa Avactdoiou — Toapmikou

Actions:
Set the color

&
Set font to font0

Events:

FE—

m Draw a text

Applies to
Al  @ser
() Other
() Object:
text: ‘Retum Main Roor
: iD
W |[0 ‘
Relative
o

Eikéva 2.46

Yel - 159 - amd 165



Mtuxiakn epyacia tou dottnt OtdxAa Avactdolou — Toapmikou

KE®AAAIO 3
IZTOPIKH ANAAPOMH

MNvwpifoupue, TTWG o€ OTIONTTOTE KI av BEAOUHPE KAVOUUE, KAl KUPIWG OTav €XEI
OX€0N ME TOV TTPOYPAUMATIONO, TNV UAOTTOINCN KATTOIOU £pYOU Kal Ta AOITTA, TO TTPWTO
TTPAYHa Ba TTOU TTPETTEI VO UAOTTOINOOUE, €ival €vag KOAOG, OWOTOG Kal avTagliog Twv
ATTAITAOEWY POG OPXIKOG OXEDIAQONOG. AUTO AOITTOV 1oxUel  Kal Otav BéAoupe va
OnNUIOUPYNOOUME €va NAEKTPOVIKO Traixvidl, doxera pe TNV TTAATOpPa TTOU Ba
XPNOIMOTIOINCOULE.

YTApxel pia OXETIKA «Ola@wvia» yia TO TIOI0 TTIOTOTIOIEITAI WG TO TTPWTO
NAEKTPOVIKO (WN@IakO) Traixvidl TTou dnuIoupyrnOnke yia Toug UTTOAOYIOTEG. AuTd
BéBaia pTTOpEl va atravtnBesi Aaupdavovrag uttown Tov OpICKO TTou Ba dwaoel o
KaBévag yia Ta «Bivreotraiyvidia». Autd 1o Aéue OI0TI TTapadeiyuatog xapn n A&gn
«Bivreo» oTn OUVOETN AEEN «PBIVTEOTTAIXVIOI» QVOQEPETAI OTN OUCKEUN QTTEIKOVIONG
TTOU XpnoIJoTrolgiTal  yia TNV  XpAon Tou Traixvidiou. [TAéov, pe TN AéEN
«BivreoTraiyVvid», AauBdvouue uttdWn pag kar GAAOUG OPOoUG Kal TTAPAUETPOUGS, OTTWG
TOV TUTTO TNG 00OVNG TTOU XPNOIMOTIOIOUNE, TNV TTAATPOPHA Kal T AOITTA.

Q¢ TpwTO BIVTEOTTAIXVIOI OTAV I0TOPIA TWV NAEKTPOVIKWY UTTOAOYIOTWYV TTAVTWG
EXEI ETTIKPATAOEI TO YVWOTO WG «Pong» To OTT0io eupavioTnke TNV dekasTia Tou 60°.

Eikoéva 3.1

Yel - 160 - amd 165



Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

To «Pong» atmotedoloe pia TTAPa TTOAU QTTAR €QAPPOYN YIO Ta ONUEPIVA
oedopéva, agou atToTeEAOUVTAV POVO aTTO KIVOUMEVO TETPAYWVAKIA, T YVWOTA OE
O0Aoug pag pixels. Eivai éva traixvidl, TTou TToAAOI aTTd €UAG ICWG va £XOUV TTaiEel, oTnV
MO £CENIYUEVN HOPPH TOU PUOIKA, OTTOU O TTAIXTNG KIVEI HE TO TTOVTiKI TOU ( 600 agpopd
TNV €KOOOT, TOU YIa NAEKTPOVIKO UTTOAOYIOTH) €va TTapaAANAOYPAUNO QVTIKEIMEVO
TTAVW KATW, Kal TTPoCTTaBei £T01 va amrwonoel éva PTTaAAKI WOTE va YNV TTEPACEl TV
vonTr YPOUMA TTiow atmd autd To avTiKEiuevo. AAAG avTIBETWGS TTPOOTTaBE! va OTEiAEl
QUTO TO PTTOAAKI OKPIBWG ATTEVAVTI TOU, OTNV VONTA YPAUUF TOU avTITTAAOU, TTOU TNV
TIPOKEIMEVN TTEPITITWON ATTOTEAEI pIa TTpwiun popeny TexvntAg Nonuoouvng, agou o
QVTITTAAGG TOU €ival O UTTOAOYIOTHG.

Na €mOonUAVOUUE TTWG TO OUYKEKPIUEVO
NAEKTPOVIKO TTaIXVidI, YVWPIOE TEPACTIA ETTITUXIA,
0€ TTAyKOOMIO ETTITTEDO, OAAG KaI OTNV XWPA PaAG.
Agv Gpynoav va €PQAVICTOUV OTIC KAPETEPIEG TA
YVWOTA KOUTIA NAEKTPOVIKWY TTAIXVIOIWY  TTOU
AeIToupyouv ue képuara, hge To dvoua Atari-Pong,
agou n Atari ATav Kal n TTPWTN ETAIPiO TTOU TO
éByaAe oe autAv Tnv popenr. Emopévwg eival
AGBog va TmoTeloupe TTwWG To Packman, yia T10
OTTOI0 pag MIAGVE Ol YOVEIG PJag TTou ETTaiav OTIG
KAQETEPIEG, €ival KAl TO IO TTAAIO NAEKTPOVIKO
TTauXVidl TTOU UTTAPXE O€ AUTr TN HOPY.

Eikéva 3.2 Eikéva 3.3

MNa TNV 10TOPIA, VO ONPEIWOOUNE TTWG WTTOPEl TO Pong €yive yvwoTo OTnv
EANGOa péow Tng Atari, o dnuioupydg Tou Opwg NTav o [epPavog KATOINOS TNG
ApepIkng Bayer (o o1Toiog ATav Kal 0 dNPIoUpYOS TG TTPWTNG KOVOOAAG NAEKTPOVIKWV
Taixvidlwy, yvwoTH w¢ Magnavox Odyssey ) , otov otroio n Atari TTAfpwoe Ta
avaAoya TTpooTnua. O dnuIoupydg Tou TTaIXVIOIOU AUTOU €V TEAEI TINABNKE ATTd TOV
TCopTt¢ MTTOUG PE TO METAAAIO YIQ TIG TEXVOAOYIKEG TOU QVAKAAUWEIG KOl EPEUPEDEIG.
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

O1rwg TTpocitraue, uTTdpXouv KATTOIOlI 01 OTToiol ap@IoBnToUV TNV TTPWTIa TOU
Pong, kai Bewpolv wg «ApxnNyous» TwV NAEKTPOVIKWYV TTaIXVIOIWY, KATTola GAAa

onMIoupyAuara.

‘Eva amd autd civar kar 10 «Cathode Ray Tube Amusement Device» ,
onuioupynua Tou 1947 .

To Taixidl autd atroTeAoUOE
évav  TTPOCOMOIWTA  TTUPAUAWY, KATI
TTOU EPTIVEUOTNKAV Ol OXEOIAOTEG TOU
atmo TIG 080veg pavtap Tou AegUTEPOU
Maykoopiou TloAépou.  To TraIXVidI
XPNOIMOTTOIOUOE  KATTOIA  avaAoyIKA
KUKAwpaTa  Kal  OxI  Wnolokd, Kal
MTTOpoUCE  KATTOIOG va  eAéygel TNV
TTopeEia kal Tnv Béon TNG Koukidag atnv
00ovn.

Eikova 3.4

To idlo €10¢, €yIve
€TTioNg MIa TTPOCTTABEIN
yla T onuioupyia ToU
TTPWTOU NAEKTPOVIKOU
TIPOCONOIWTA yia
TTaIyvidla OKOKIOU
(Chess) .H
TTPOCTTABEIa AUTr, av Kal
Oxl €Katdé TNG €KATO
ETTITUXNG, €YIVE ATTO TOUG
Alan Turing kai Dietrich
Prinz . NapdNautd rTav
éva akoun peydAo Brua
Tou avBpwtiou 600
agopd TNV vonuoouvn
TWV JNXAVWV.

Eik6éva 3.5
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

To 1951 ypdeetal oTnV I0TOPIO WG TO £€TOG TTOU dNUIOUPYNBNKE O TTPWTOG
UTro)\oyloTng TTOU (pTlcxxTnKe OTTOKAEIOTIKG Kal JOVO yia va Traidel éva Traixvidl. ‘HTtav
; . T T . oTnv oucia ag ToUPE N
TPWTN KOvoOAQ
NAEKTPOVIKOU TTaIxXVIOIoU, AV
MTTOpPEl BERQIO va OvOouOOTEi
€101 AOYW TWV TEPAOTIWV
dlaoTdoewyv TTou  €ixe. To
ovoua autig, NIMROD, kai o
KOTAOKEUAOTAG g o}
Ferranti. lNa tnv 10TOpIO, TO
TTaIXvidl  autdé ovopaloTav
Nim.

Eikéva 3.6

To 1952 €xoupe TNV eu@avion tou OXO, | aAAiwg
Noughts and Crosses( Tic-Tac-Toe) , yvwoTo oTnv EAAGDa
w¢ TpihiCa. O Alexander S. Douglas &nuioupynoe yia
TPWTN @QOPd, MIa NAEKTPOVIKI) HOP®PRy Tou TraiXvidiou
«TpiNiICay, epeaviCovTag £T01 OTN «OKNVA TWV NAEKTPOVIKWY
TTAIXVIOIWVY TO TIPWTO TraIXVvidl OTOV UTTOAOYIOTH TTOU
XpPnoIJoTTolouoe [iIa wneiaky oBdévn ypagikwy. Ettiong n
EQapuoyn aut TTPWTOTTOPEI OTO  OTI  PTTOpPOoUCE VA
amoBnkeutei. lMNa va Taifel KATTOI0OC AUTO TO  TTAIXVIdI,
XPNOIUOTTOIoUCE £va TTEPIOTPEPOUEVO HOXAD. Eikéva 3.7

E&ioou onuavTikr epeupeon eTTEUKTNKE TO 1958,
ammé Ttov William Higinbotham, o otroio¢ kataokeuaoe
évav egopolwTh TEVIG, 1 OUPQWVA MPE KATTOIOUG €vav
eCopoiwTh Ping-Pong, 1o «Tennis for two».

Eikéva 3.8

Omwg mpocitrape, ol amméyelg dlioTavral yia To TIoi0 TraixVvidl TTPETTEl va
BewpnBei WG TO TTPWTO NAEKTPOVIKO TTaIxVidl yia utroAoyioTh. Autd Ba To Kpivel O
KaBévag TTPOCWTTIKA. ..
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Mtuxiakn epyacia tou dottnt GtdxkAa Avaotdolou — Toapmikou

EMIAOIroz

dravovrag AoItév 010 TEAOUG QUTOU TOU  TTOVAMOTOG, TTIOTEUW  TTWG
AVOAUBNKAV ETTOPKWG TA OTOIXEIA KOl Ol AETTTOMEPEIEG TTOU XPEIACETAI VA YVWPICE!
KATTOIOG WOTE VA PTTOPECEI VA EIOXWPNOEI ETTITUXWS OTOV KOOWO TnG dnuioupyiag
NAEKTPOVIKWV TTaIXVIOIWV Pe TO Game Maker. MTTopei o1 duvatdoTNTEG TOU £PYAAEiou
auToU va gival TTOAU HEYAAES Kal va PNV TIG AgIOTTOINCAUE TTARPWG, AAA& TTIoTEUW TTWG
ME TIG TTANPOPOPIEG TTOU TTAPANPE UTTOPEI O KOBEVAGS va TIG avaKAAUWEl atré uévog Tou.

O1rwg €ival AoyIKO TTpIV @TACOUUE O EQPAPUOYES TTPOCWTTIKOU NAEKTPOVIKOU
UTTOAOYIOTH yIa TNV dnuioupyia mTaixvidlwy, OTTwg To0 Game Maker, €xel ueoOAABAOE!
MIa OAOKANPN 10TOPIa TTOU €XEl VA KAVEI PUE TA NAEKTPOVIKA TraixVvidla. Nopidw TTwg
gival evOIOPEPOUCEG Ol AVOQPOPEG TTOU €yIVAV O AUTAV TNV 10TOPIO KAl KIVEI TO
EVOIAPEPOV OAWV UAG.

Ev katakAegidl, eATTiCw n epyaoia auth va TTPOKOAECEI TO €VOIOQEPOV TWV
aQvayvwoTwv Tng, va PonbAocel autoug Tmou €xouv Tnv 6pefn va aoyxoAnBouv
EKTEVEOTEPA ME TO Bépa (TTépa atrd uIa avdyvwaon) Kal va atmmoTeAéoel Eva Bacikd
KOMUATI yIa TNV €i0000 TOUG 0€ AUTOV TOV XWPO.
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