Biwvteomayvidt ketpevou pe python
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E¢éepelvnon Tou UIMOUVTPOUMLOU

Yto Dungeons and Dragons, éva ar’ Ta onNUOVTIKOTEPO KOMUATLO TOU TalxviSLou
elvat n e€epevivnon tou pmouvtpouplov (dungeon). Ekel oL npweg Bplokouv
EexaopEVoug BNoaupous, HayLlka avTikeipeva oA Kal Tépata, mayideg kat kKivdUvoug.
Yta mAaiola Tou matyvidlov, o Dungeon master pmopouoe va oxedlalel ta
UITOUVTPOU LA OTIWCE NBEAE, va OlyOPACEL L0 ETOLUN TIEPUTETELA 1} VAL 0 LOTIOLHOEL
KATIOLOV TTVOLKOL LE TUXOILEC YEVVATPLEG WOTE VO UTIAPYXEL N aloBnon tng oudetepoTNTOG
KaL TNG aywviag oto mavidl.

TABLE V.: CHAMBERS AND ROOMS SHAPE AND SIZE (d20) TABLE V. C.: NUMBER OF EXITS (d20)

(Roll for Shape, Size, and Exits; then Contents, Treasure, and Die Room Area Number of Exits
how the latter is contained, if applicable.) 1-3 up to 600’ 1
Die Chamber Shape and Area Room Shape and Area 4]12 ovetr 6280, g
1-2 Square, 20' x 20" .. ... ... Square, 10" x 10 4—6 up 0600’ 3
3-4 Square, 20' x 20" .. .. .. ... L. Square, 20" x 20’ 7>9 ovetr 500" 3
5-6 Square, 30" x 30" . ... ... Square, 30" x 30’ 7:9 up 0600’ 4
7-8 Square, 40" x 40" . ... ... Square, 40" x 40’ over ,
. , . , 10-12  upto 1200 o
9-10 Rectangular, 20" x 30" ... ... .. ... Rectangular, 10" x 20
" , , . 10-12  over 1200’ 1
1113 Rectangular, 20" x 30" ... ... ... .. Rectangular, 20’ x 30 1315 1600" o
14-15 Rectangular, 30" x 50" . . ......... Rectangular, 20" x 40 13']5 up '016001 1
1617 Rectangular, 40" x 60" . .. ........ Rectangular, 30" x 40’ ]6-]8 over . 1-4 (d4
1820  Unusual shape and size — see sub-tables below } any size -4 (d4] ) .
1920 any size 1 — door in chamber, passage in room

TABLE V. A.: UNUSUAL SHAPE (Roll Separately for Size) (d20) * Check once per 10’ for secret doors (see TABLE V. D., footnote).
Die  Shape

15 Circolar TABLE V. D.: EXIT LOCATION (d20)
6-8 Triangular

9-1 Tropezoidc1| Die Location

1213 Odd-shaped** 8]]72 r[;prSilfle wall
1415 Owadl - eft wa

1617 Hexagenal :g;g right wc:IIII
18-19  Octagonal - same wa
20 Cave

* 1-5 has pool (see TABLE VII. A. and C. if appropriate), 67 has well, 8-10
has shaft, and 11-20 is normal.

TABLE V. F.: CHAMBER OR ROOM CONTENTS (d20)
Die Contents
1-12 Emply , ,
13-14  Monster only (determine on appropriate table from APPENDIX C: lNapadeiypara yevvntplwv
RANDOM MONSTER ENCOUNTERS, Dungeon Encounter OWHATIWV UTOUVIPOUHLOU o’

Matrix). to Dungeon Master’s Guide 1e,
15-17  Monster and treasure (see TABLE V.G. below) 1979
18 Special®, or contains stairway up 1 level (1-5), up 2 levels (7-8), down

1 level (9-14), down 2 levels (15-19), or down 3 levels — 2 fights of
stairs and a slanting passageway (20).

19 Trick/Trap (see TABLE VII.)

20 Treasure (see TABLE V.G



Mawvidl mpocg uhomnoinon

Yta mAaiola Tou matyvidlou, Ba
TIPETEL VA SNULOUPYAOOUUE HECW TUXALWVY
YEVVNTPLWYV TO UIMOUVTPOUHL TTou Ba
e€epeuvnoel o npwag. MNa va eivat
amAovotepo, Oa pavractoupe otL Sev
UTIAPXOUV SLAKAASWOELG O€ AUTO TO
HUITOUVTPOU UL Kol dpat OAQ TaL SWUATLA TOU
elval to éva PETA TOo AAAO YPOLLULKA.

O naiytng kaBe dopd mou sival o
éva dwudtio Ba mMpEneL va pwtatal av
B€AEL va ouve)ioeL 0TO EMOUEVO, VO
ETILOTPEWEL OTO TIPONYOUEVO 1 av BEAEL
va Pagel To SwHATLo yLa va BpeL kamolov
Kpuuusvo Bnoaupd. Av z—:m)\sﬁz-:t va

petoPel ev to €xel e€epeuvnioeL akopa ea
TPEMEL TUXALA va kaBoplleTal TO EPLEXOUEVO TOU.

Nw¢ opwg Oa pnopoupe va ptidoupe tuxaia ta SwHatia;

MoAAEG popég otnv python xpeldletal va alomolooUE ETOLUEG CUVAPTHOELG
Xwplc va xpelaotel va tig dptiaéoupe ot idlol. MNa autod to Adyo udpxouV Ta
apOpwpata (modules). Eva apBpwpa eivat ovolaotikd Kwdikag python otov omolo
€XOUE oploel LETABANTES, CUVAPTHOELG KTA TOL OTIOLOL UTTOPEL VAL XPNOLLOTIOLAOEL
KArolo aAAo mpoypappa python apket va £xeL elodyel To ApOpwHA AUTO OTOV KWOLKA
Tou. AUTO yivetal pe TNV evtoAn import.

MNa tn Snuoupyia tuxaiwv apBpwv oto naxvidt pag Ba aflomolr)cou e To
module random. 2to pwTto pEPog Tou PpUAAOU epyaciag umapyxouyv mopadelypata
XPAong apBpwpdtwy ota omnoia Ba pémnel va mpoomnabnoste va mpoPAEPeTe TNV
QTIAVTNON OTLG EPWTNOELS KaL ETIELTA VA TPEEETE TOV KWOLKA yLa val TIG eTBePALWOETE.



MEPOz A

Napadsypa 1:
import math

print math.pi

print math.sqrt(81)

Epwtnon 1:
Tumuotevete OtL Ba epdaviotel otnv evioAn math.pi;

Epwtnon 2:
Matl urtdpyel n teAeia (.) avapeoa oto math Kal To pi KoL avtioTolo AVAUESO OTO
math kat to sqrt;

Epwtnon 3:
TLmoteVETE OTL KAVEL N cuvaptnon sqrt(); Nwc prmopet kat ekteAeltal evw TNV KAAOUUE
XWPLG va TNV €XOULLE OPLOEL TPWTQL;

Napadeypa 2

import random

print random.choice(['apple’, 'pear’, 'banana'])
print random.randint(1,6)

Epwtnon 1:
TLoteVeTe OTL KAVeEL n random.choice kat n random.randint(1,6); Tt mepluévete va
eudaviotel otnv 080vn;




MEPOz B

Twpa mou eibape mwg Asttoupyouv ta modules Kol Yo Ko 0 APWACS HOG EXEL
ayopaoel tov e€omALoUO Tou, APOe N wpa va dnuiloupyrnooupe to dungeon! Apxikd, Ba
TIPETEL VA SNULOUPYAOOUUE CUVAPTACELG TToU Ba kAvouv tn SouAsLd Twv {opLwV ToU
riaxvidlov. Emopévwe Ba xpelaotel va PpTLAEETE TIC CUVOPTNOELCG:

1) d4(), d6(), d10(), d20() mou Ba mpayuatonolovyv tn pidn 4rAeupou, 6IMAgupoU,
10mAcupou kat 20mAeupou foplol avtiotolya, emtotpédovtag Evav akEPALo aplOud
oTo KataAAnAo evpo¢ (1-4, 1-6 K.0.K.).

2) Tn ouvaptnon dungeon_crawling() n omola Ba pwtdel Tov naiktn “What would you
like to do? 1) Move to the next room, 2) Move to the previous room, 3) Search the
current room” kat Ba StaBalel Tnv andavinon tou, mou Ba sivat évag aplBuog ar’ to 1
€wg 1o 3. Mo 0on Slapkela mepldpEpetal o npwag oto dungeon Ba MpeEMeL va
yvwpiloupue o€ molo dwpartio Bploketal. Mwag kat to dungeon Ba eival ypapuiko, Ba
XPNOLUOTIOL| OOV UE Lo AloTa yLa va To avamapaotriooupe. Kabe otowxeio tng Alotag
Ba aviumpoowmnevel Eéva dwuatio tou dungeon. Ta mpwta 10 (B€oelg 0-9) OBa ival To
npwrto eninedo tou dungeon, ta enopeva 10 (10-19) Ba eival to eUTtepO K.0.K. KABe
HETaKivnon Tou Apwa oto dungeon gival €vag yupoc. Oa mpenel povipa va epdavilet
€va pnvupoa tou tunou “The hero is in the level level in the room room. We are on turn
turn”. Av o npwag Bpioketat oto Swuadto 0 Ba epdaviletal kat n emthoyn €€6dou ar’
To dungeon. Elval to povo dwpdrtio arn’ to onoio pnopel va puyeL art’ to dungeon.

3) I meplmTwon mou 0 APpwag el Swudtio ou dev €xel Eavaetepeuvnoet Ba kaAeital
n ouvaptnon room_generator() n onoia Ba xpnouomnolei to d20 kot avaAoya UE TO
amnotéleopa to dwpadtio Oa eival Empty (1-12), Monster (13-15), Monster and Treasure
(16-18), Treasure (18-20). Oa srotpedel Tn AEN Empty, Monster, Monster and
Treasure ) Treasure avaioya kol Ba amoBbnkevetal otn AloTa.

KaAn emtuyio!!!



