®UAAo Epyaciag

Anuioupywvtag éva mraixvidl AapupivBou(maze game) pe
EMTTOdIO

ApaotnpiétTnTa 1"
2€ auTd TO QUAAO gpyaaiag Ba dnuioupyAoouue BANG — BrAPa éva TTaIXVidl PE

AaBupivBo (maze game) pe eummodia. To Traixvidl TTou Ba @TIGEouue Ba
TTEPIEXEI TA TTOPAKATW OTOIXEIA:

Room

| 3
r

o

Ailapavri

MaTtrroug

Apayxvn

R
Toixwuara Tou ToiXou .

I'Iaplypacpn TOU TTaIXVvidiou
ZKOTTOG Tou TTaIxVISIoU gival o TTaTTTToUg va JTTOPETEI va KivnBei péoa Evav
AaBUpIvBo Kal va @TACEl O€ £€va QVTIKEIMEVO — OTOXO KAl CUYKEKPIPEVA O€
éva OlauAvTI.

B 270 OpOUO ouvavTtael apAxVES Ol OTTOIEG KIVOUVTAI OPICOVTIAL.

E Av o TTaTTTTOUG &€V UTTOPECEI VA TTEPACEI OTTO TIG APAXVES TOTE apXilel atrd
TNV apXr TO TTAIXVidl.

E Av o TTammmoug @T1doel oTo OIaUAvT TOTE OUveXiCEl O€ €TTOUEVN TTIOTA AV
UTTAPXEI AAAIWG TO TTAIXViDI TEAEIWVEL.

lNa va oAokAnpwaooupe To TTaixvidl Ba akoAouBrjooupe Ta €mOueva Bruara.
BeBaiwvépaoTte 611 To GameMaker exteAcital oe Simple Mode (210 pevou File
Oev TTpETTEl va gival Toekapiopévn n Aoy Advanced Mode).
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BAua 1
Eicaywyn Twv Sprites

Eicaydyete TWPEA TIG EIKOVEG TTOU AVTIOTOIXOUV OTA £ENG AVTIKEIPEVA:
AlapdvTi, TTATTTTOUS, ApAXVn Kal TOIX0G. 2TIG EIKOVEG QUTEG OWOTE TO OVOUATA
spr_diamond, spr_oldman, spr_spider kai spr_wall.

Tig eIkOveg auTég (diamond.png, npc_oldman.png, spider_left_strip8.png,
wall_block.png) 6a Bpeite 0TOV QpakeAo Maze - Platform (BpiokeTal yéoa oto
@akeAo eykardoTaong Tou Game Maker).

AtrolnkevoTte TO TraIxVidl €mAEyovTag oto pevou File = Save As kai
divovtag KatdAAnAo évoua Kal AKeAO aTToBrKEUONG.

BAua 2

Anuioupyia Twv objects

AnpioupynoTe TWPA TECOEPA QVTIKEIYEVA €va yia KGOe sprite, pe ovouata

obj_diamond, obj_oldman, obj_spider kai obj_wall.

4. Sprtes

i E =pr_wall
----- ﬁ =pi_oldman
----- ﬁ =pi_spider
i =pr_diamond

BAua 3

Anpioupyia CUNTTOYWYV AVTIKEIMEVWV

€ KABe Traixvidl UTTAPXOUV QVTIKEIMEVO TTOU QTTQITEITAI va €ival CuuTTayn,
OnAadr va pnv PTTOPOoUV va PETAKIVOUVTAI AAAA QVTIKEIYEVA PEOA OTTO QUTA.
To QVTIKEIMEVO TTOU QTTAITEITAI OTO TTAIXVIOlI MOG VA €ival CUMPTTIAYEG €ival O
TOiX0G. lNa va 10 TTETUXOUPE AUTO KAVOUWE OITTAG KAIK OTO QVTIKEIMEVO KAl
Toekdpoupue TNV €TIAoyn Solid.

BAua 4
Anpioupyia TrioTag

Ta avrikeigeva TotroBeTOUVTAI O€ TTiIOTEG | dWNATIO. Epeic o€ TpwTtn @don Ba
ONMIOUPYACOUNE TNV TTAPAKATW TTiOTA:
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EmAéyoupe wg TiPES Twv Snap X kai Snap Y 10 32 (emmeidn Ta sprites £xouv
MéyeBog 32X32) kal oxedldloupye TnVv TTiOTA TOTTOBETWVTAG TA TTAPATTAVW
QVTIKEIPEVA.

BApa 5

MeTaKIVWVTOG TOV TTATTTTOU

To TTpwTO TTPAYMA ME TO OTTOiI0 Ba aoxoAnBouue eival n PETOKivon TOU
KEVTPIKOU MOG Apwa(tratrroug). O ammmoug TTPETTEl va PETOKIVEITAlI BECId,
apIoTEPQ, TTAVW KAl KATW.

Oa TpooBécoupe 01O avTIKEINEVO obj_oldman katdAAnAa yeyovota OTTwg
QaiveTaI OTNV TTOPAKATW EIKOVA YIA TO TTATAUA TwV TTARKTpwY <Left>, <Right>,
<Up> ka1 <Down> Tou keyboard yia avtioToixn PeTakivnon. Ze KOs éva Ao
Ta yeyovoTta (events) 1meldr) BEAoupe va eKIvagl o TTATTTTOUG TNV Kivnon TTpog
TNV owoTh KateuBuvon pévo av gival pe otoixion (aligned) oto TAEypa (grid)
TTPOC0BETOUUE TNV KATAAANAN evépyela. ETTITTPOCOETa yIa va OTAPATACOUUE TNV
Kivnon XpnOIMOTTOIOUUE TO YEYOVOG <nO Key> pE avTioTOIXO TPOTTO. Ag
onueIwBEi 6Tl yia va OTAPATACOUUE TNV Kivnon €vOG QVTIKEIUEVOU ETTIAEYOUUE
TO MECAIO TTAAKTPO TTOU £XEI TO OXNMA EVOG TETPAYWVOU.
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O Object Properties: obj_oldman

BApa 6

Hame: |ab_oldman

Sprite

9 Ispr_oldman a

[w] Wisible: [ 5alid

Events

Em <no keys
@ <Lefts
m <Upy

@ <Dowr

MeyovoéTa

H ol0ykpouon e Tov TOiXO
Oa TTPETTEl £TTIONG VO TTPOOBECOUNE €va YEYOVOGS YIA VO OTAUATAE N Kivnon
TOU TTOTTTTOU OTAV AUTOG CUYKPOUETAI [JE TOV TOIXO.

Actions:

IFinstance iz aligned with giid

E-E Start moving in a direction

MeTakivnhon
oeia

Appli
ot
) Other
) Object
(=]¢]a]
Directions: E]E]E]
L) o))
] Aelative
T

MpdoBeToupe £va event yia Tnv oUyKPoOUCN ME TOV TOIXO. ZTNV TTEPITITWON
QUTH TTPETTEI VO OTAUATAEI O TTATTTTOUG VA KIVEITAI EVW OTNV OUVEXEIQ TTPETTE
vVa OTOIXiCETAI OTO TTAEY Q.

Events:

s <Left:
m <Up>
@ <Right>
i <Downe

Actions:

Start mowing in a direction
Aligribo a gnid of 32 by

Align to Grid

Applies to
@ Self

() Other

() Object:

snap hor; 32}

shap vert 32
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Emeidr) 1a sprites éxouv uéyebog 32x32 KaABWG KAl T rooms avTioToIXn
ETMAOYN yIa va OToIXICETAlI O TTATITTOUG OTO TTAEypa opiCoupe OTI snap hor kai
snap vert givai 32.

BAua 7

MeTdBaon oTnv €wOpevn TTioTa

Ta mepioodTEPa TTaIXVIOIO TTOU Ba @TIGoUUE Ba atroTeAouvTal aTTd TTOAAEG
TioTeG. ETTOPEVWG TTPETTEl VA UTTAPXEl €vag PNXAVIOPOG TIOU VO  KAVEI
METABAON OTNV €TTOMEVN TTOTA, OTAV QUTA UTTAPXEl, KAl va TEPUATICEl TO
TTaIXVvidl, 6tav dev UTTAPXEI ETTOMEVN TTIOTA.

MpooBéTtoupe €va yeyovdg yia Tnv oUYKPOUOn TOU TIOTITTOU ME TOV
otoxo(dlapdvtl). Tote av uTtdpxel €TTOMEVN TTOTA VA POG TINyaAivel OTnv
eTTOuevN TTioTa aAAIWG va TEPUATICETAI TO TTAIXViOI.

Ewvents: Actions:
Al . ob_wall . If REst room exists
v up ob diamond
;El PR, G-:u ko neExt room
5 <no key
i <Lefty Else
i <Upe N Start of a block
m <Right>
j,z. © : @ End the game
5 <Diown
o’ End of a block
BrApa 8

Kivhon oTig apdayveg

Ouwg o Tatrmoug o1o dPOHU0 ouvavTael EUTTOdIA TIC APAXVES Ol OTTOIEG
KivouvTal opICOvTIa. INa TO avTIKEIUEVO obj_spider EXOUE:

Kivnon opilovTia omrdTe 0TO yEYOVOGS create TpooBEToUpE TNV opIfOvVTIa
Kivnon pe Katroia TaxuTtnTa.

|@] Object Properties: obj_spider (=2 [ECH ()
o Move El

Mame:  abj_spider Events: Actions: : S E
Spiite Set the horizontal speed i
i |l BEEf
3

E‘ @

[¥] visible [ Solid Jump =
BE B

=

B

-

o
i

z

& Ok [ #dd Event ]

I Delete l [ Change ]
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EmmpdoBeta €xoupe €va yeyovog yia TRV OUYKPOUOn TNG apdxvng ME TOV
TOiXO WOoTe va avammndd OoTToTE €£XOUME Oav evépyela TO Bounce OTTWG
TTOPAKATW:

9] Object Properties: obj_spider o] =-] ]
Mame:  obi_spider Evenits: Actions: Huve 2
Sprite g Create lEl Bounce against solid objects °
#  Jspr_spider =) §
7] Visible [ Soid | - Jump 1
a8 ﬂ
=i
-
[k
a
o
i
& OK [ Add Event |
[ Delete ] [ Change ]

BAua 9

2UyKpouon TTATTIrou JE apdyxvn

Av o TTaTTTToUg dev PTTOPECEl va TTEPACEl aTTd TIG APAXVES TOTE va euPavieTal
éva PAVUPa Kal va apxicel ammod tnv apxr 1o Traixvidl. [a 1O avTIKEiPEVO
obj_oldman emmiTTAéov €XOUE:

lNa 10 yeyovdg TNG oUYKPOUOoNG TOU TTATTTTOU YE TNV apdyxvn (obj_spider) va
eEM@aviCeTal €va PAvVuPa Kal va EeKIvAgl O TTATTTTOUG aTTd TNV apxn Tnv TrioTa
OTTWG TTOPAKATW:

|@ Object Properties: obj_oldman [ | =] =]
. : - . [ Kove =
Mame:  obi_aldman Events: Actions: : mc
Sprite i . ab_wal Dizplay a message l
& 1 = spider 3
ar |spr_oldman T 5 ﬂ . . @ o
E!z P — Restart the game m E g

i <o ?

o

Vishle  [F]Salid g teft} Jump |
g SN

@@ <Right> %

m <Downy —

]

(3]

CIL
o |

o

g

¥ 0K [ Add Event |
’ Delete ] ’ Change l
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ApaoTtnpiéTnTa 2"

B AmoOnkeUoTe TO TTaIXVIOI e DIOPOPETIKO dvoua.

B AngioupyAoTe Kal  OeUTepn TTiOTA €TOI WOTE OTAV OAOKANPWVETAl N
TTIPWTN VO UTTOPEI O TTAIKTNG va Ouvexioel OoTn OeUTEPN. TNV TTOTA AUTH
OAOKANpwveTal Kal TO TraixVvidl. MTTopeite av B€EAeTe va TTpooBEoETE Kal
AAAa avTIKEigEVa yia va KAVETE Tov AaBUpIvBo TTIO CuvVapPTTACoTIKO.
EvOeIKTIKA Ba utTopouce va £XEl TNV TTAPOAKATW HOPEPN:

E AmofnkeUuoTe TO malyvidL Kal nal§te To, yla va To SOKIUACETE.

MNnyég
1. Designing Games with GameMaker Version 8.1 by YoYo Games Ltd
(GameMaker Documentation).

2. Tutorial, Creating Maze Games (GameMaker).

3.http://gamemakerclass.weebly.com/uploads/4/1/6/8/4168832/ _maze_gam
e____gamemaker.pdf (MpooBaon 17-10-2013)
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