Elcaywyikn Spactnplotnta
Anuovpyia mayvidiov ue to Game Maker 8.1 Lite

Ac ¢taéoupe To MPWTO pag matyvidt oto Game Maker. O okomog autoU Tou malxvidlou eival n
ouloyn ¢polTWV ToU KLvolLVvTaL oTNV 080vVN Tuxala Kal MPog OAEG TG KateuBuvoels. O maiktng
OUM\EéyeL Ta ppouTa pe To Ttovtikl kot kepSilel movtoug. Ta dpouta mou Kivouvtal tayxutepa Sivouv
TEPLOOOTEPOUC TOVIOUG Ao QUTA TOU Klvoluvtal Tio apyd. Emiong, otnv oBdévn umopel va
eudaviotolv BouPeg, n cuANOYN TWV OTOLIWV EXEL WG ATOTEAECHA VA XAVEL TO TOULXVIOL O TIAKTNG
KOLL CUVETIWG TIPETTEL VAL TIG amodeUyeL. H 086vn Tou matyvidlol PoLAlel Pe TNV OPAKATW ELKOVAL:

BeBawwBeite 6TL To Game Maker ekteAeital oe Simple Mode (oto pevou File dev mpémet va umapyel
onuadL eAéyxou oto Advanced Mode)

e Publish your Game...
Advanced Mode

Exit Alt+F4

Kall aKOAOUBNOTE Ta MapaAKATW Brpata:




Anpoupyia moyvidlou pe to Game Maker 8.1 Lite

’ 1o Brpa: Elcaywyn Twv Sprites

Xpelaldpaote €lKOVEG (sprites) yla Toug Toilxoug, ta ppouta Kal Tig Boupec. EmNEETe oTO LEVOU
Resources - Create Sprite 1} KAvTe KALK 0TO KOUTTL

2tn poppa mou avoiyel matrote 1o kouuni Load Sprite

Mame:  spiited

[ﬁ Load Sprite

Width: 32 Height 32
Mumber of subimages: 0

1o nmoapabupo mou eudaviletal mepinynOeite otov GAKEAO TIOU TEPLEXEL TIC ELKOVEC TIou Ba
xpnowomnownBolv oto matyvidt, avoifte tnv ewova wall.png (toixoc) kal dwote oto sprite éva
KatdAAnAo ovoua, T.x. spr_wall.

- Al
@ Open a Sprite Image | &4 |
Miepetvnon oe Tutoral1 - & 3 = - Image Information
T Show Preview
=5
Mpoa.Bioag
ERRpr apple.png banana.png bomb.png cherry.png
epyaoiaeg
| = (ro picture)
4 no picture;
-J:\;J
BifhoBrkeg
[ Make Opaque
[ L @ - [ Remove Background
=3
> . strawberry.png wall.png || smooth Edges
Yohoyotrg
Dvopa apxeiou: - Avolypa
Qk Apxeia TOnoU: All Supported File Types v] [ Aupo ]

Mame:  zpr_wall

% Load Sprite q

Matrjote to kouuni OK. Zta aplotepd Tou mapabupou Tou Game Maker @ File Edit Resou
Ba epdaviotel To sprite mou mpooBéoarte. NEEIEY

4 4= Sprites

. spi_wall
=) Sounds k
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Anpoupyia moyvidlou pe to Game Maker 8.1 Lite

Me mapopolo tpoémno mpocbéote sprites yia to pnAo (apple), tnv umavava (banana), tn Boupa
(bomb), To Kepaol (cherry) kat tn $ppdouda (strawberry). H Alota pe ta sprites Ba mpémel va
dailvetal OTWE 0NV MAPAKATW ELKOVAL:

@File Edit Resocurce

O3 H e

----- #pr_banana
@ spr_bomb
----- &b spr_chemy
i@ spr_strawbenry
..... ) Sounds

AmoBnkelote TNV gpyacia oag matwvtag Save oto pevou File kat emidéyovtag kKataAAnAo ovoua
Kal ¢pakeAo anobrnkevong. Ta apxeia mou dnuoupyolvtal ano to Game Maker 8.1 €xouv enéktaon
.gm81.

20 Bpa: Anpoupyia twv Objects

Ta sprites elval povo elkoveg kal 6ev kdvouv timota (uetakivnon, aviibpaon oto KALK Tou
TIOVTIKLOU, KATL.). Mpénetl va SnuioupynBolv objects (avtikeipeva) ta omoia va ocuvéebolv pe
avtiotolya sprites. Ma va dnuoupynoste €va object, emiAé€te oto pevol Resources - Create
Object i kAvte KALK 0TO KOUWTTL

2tn ¢opua mou avoiyel Swote mpwta oto object éva dvoua, TLY.
obj_wall, kalL oTn CUVEXELA AVTLOTOLYXLOTE TO HE TO KATAAANAO sprite

Name:  obj_wal Events:

Sprite

TIATWVTAG 0TO €lKOViSLo pevou mou Bploketal de€Ld Tou <no sprite> frewie B
Kall EMAEYOVTOG Ao TO PeVOU Ttou epdaviletal to sprite Tou toixou Hew “no sprite>
' ' It ' ' ' I
(spr_wall). O Toixog mpénel va eivat cupnayig wote ta ppolta va @ s ‘\
. \ . , . . e yeyg | [@visble  [7]5oid | @ sprapple
KNV TEepvoUV péoa art' autov. N auto toekdpete TN erhoyn Solid. ) spr_banana
Matrote to koupni OK yla va kAeiogte tn poppa. @ sprbomb
4b  spr_cherry
@ spr_strawberry
Alllnassmsa S

ZTn CUVEXELQ UE TTOPOUOLO TpOTIo SnuLoupynote To object yia to unAo Sivovtdg tou éva ovoua, Tu.x.
obj apple, koL ouvbéovtdg to pe to apple sprite. To unAo Sev eival cuumnayeg (solid). To
OVTIKELUEVO TOU PNAOU Ba TIPETIEL VO ATTOKTHOEL KATIOLA CUMTEPLPOPA: VA KLVELTAL TPLYUPW OTNV
0006vn kat va avtdpd ota KALK TOU TTOVTLKLOU.



Anuoupyia matyvidlol pe to Game Maker 8.1 Lite

ApxKa Ba KAVOULE TO UAAO VO KIVELTAL OTAV QUTO SNULOUPYEITAL.  Choose the Event to Add &
2t ¢Oopua tou obj_apple natiote 1o Kouuni Add Event kal otn e [ ]
dopua ou Ba epdaviotel emNé€te To Create event. (L& Destrey (@ Other ]
(2 glam | (™ Dian J
(# 3w | (Sakeppess )
[ % Calision | [ %8 keyRelease |

21N ouvéxela npooBéote katdAAnAo action tpafwvrtag to otn Alota Actions:

e Move Fixed (kaptéAa move) Hove

] [3]
=] (4] [

210 MapABupo OV AVOLYEL TIATHOTE 0€ OAQ T OKTW BeAAKLA

(ol kateuBUVOELg MOV pmopet va KivnBel to uRAo), opilote TNV
Taxutnta oe 8 kat matnote OK.

(=] @)z

Directions: EE]E
(2] #](]
Speed:
7] Relative
K

To iAo Bo PEMEL va avomnSAeL GTOUG TOLXOUC. ML UTO MpEmeL va, | Shesse the Eventtoadd [l
oploTel éva yeyovog ouykpouaong (collision event). Natriote to [ o Create | [0 Mouse J
kouurni Add Event kat otn ¢poppa mou Ba epdaviotel ETUAEETE TO [ Doy | [ @ ot ]
Collision event. [3 aam | (™ Draw ]

[ 5 sten | [ ZakeyPress |

[ Callision ] [ B keyRolesse |

210 pevou mou spdaviletal emilé€te to wall object. Me emheyuévo to Collision event tpafnéte to
bounce action (svépyeia avanndnonc) otn Alota Actions:
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Anuoupyia matyvidlol pe to Game Maker 8.1 Lite

e Bounce (kaptéAa move) - Jump

2 e,

MNatrote OK otn popua ou epdaviletal.

O naikTng Tou TaLXVISLoU Bol TIPETEL VO UITOPEL VO KAVEL KALK TLAVW [ Ehoose the Event to Add ]

01O MNAAO Ko aUTO va Kveltat o€ tuxaia kateuBuvon. Eniong, o [ | £ oves

TAIKTNG TIPETIEL VAL TtalipveL TovTouG. Matnote to kouprni Add Event | [ @pem | [ e

kaL otn Gpopua mov Ba epdaviotel emAe§Te To Mouse event KoL GTO | [3 gam | (™ D ]

pevou mou eudaviletal emNéCte Left pressed (matnua aplotepov (% e ET

TANKTPOU TOU TTOVTLKLOU). [#ecaison | [ & KeyRelease ]
(ko]

Me emileyuévo to Left Pressed event tpaBréte ta mapakdtw actions
otn Alota Actions:

e Jump to Random (kaptéAa move)

P

k=] B [l
= [ (2

MNatrote OK.

Me TNV evépyela auTr HE TO APLOTEPO KALK TOU TOVTIKIOU OTO MAAO QUTO KLveitol oe tuyaila
katevBuvon.

e Set Score (kaptéAa score)

- Lives

]

- Heatlth

ECIE

auoos OO | ZUIE L | LB L | anow
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[ Game
Maker ]

210 mapabupo mou epdaviletol TANKTPOAOYNOTE TO OKOP,

T.X. 50, Kal toekapete TNV emiloyn Relative wote va
T(POOTIOETAL N TLUN TOU OKOpP OTO SN UTAPXOV.

‘ETol OAOKANPWVETAL O OPLOROC TOU UAAOU Kot n Alota Twv events kal actions mpémnel va ¢aivetal

OTIWG TAPAKATW:

Anuoupyia matyvidlol pe to Game Maker 8.1 Lite

new score; 50

7

Fielative

Mame:  obi_apple Ewvents: Actions:
Sprite g Create Jurnp to a random position
@ I—Sljr g e [ cbiwal .
B =) o Lot P " Set the score relative to 50
-New -Edit
Visible [] 5olid

Matrote OK.

30 BApa: Anpovpyia Awpatiov (Room)

MEeTA TOV 0pLOKO TOU Toixou Kot Tou HRAou Tipémel va dnuoupynBel éva dwuadtio (room), ya va
tonoBetnBolV og auTo. MNa va SnUoupynoeTe Eva room, eTiAEETE oto pevou Resources - Create
Room 1} KAVTE KALK OTO KOU Tl

A

Eudaviletal n popua tou Swuatiov, ota aploTEPA TNG OMoiag
UTIAPXOUV TPELG KAPTEAEC: objects, settings, backgrounds. Ita
€€l uMApyEL TIPOG TO TAPOV HLla AdELa TIEPLOX TOU €lval o
TMPAYUATIKOC XWPOG Tou Owpatiou koL o€ autov Ba
toroBetnBolv Ta avrtikeipeva (objects). Kdatw aplotepa
TATHOTE 0To €Lkovidlo pevou Kal erihé€te to wall object.

ahijects settingsl backgrounds

Object to add with left mo

lobi_wall a
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Anpoupyia moyvidlou pe to Game Maker 8.1 Lite

[ Game
Maker ]

TomoBETNOTE PE KAK OTLYULOTUTIOL |y | () o o 2 (soox 2 @)/ <]~ o
TOU ToiXou oto SWHATLO WOTE va
SnuoupynBet o xwpog Tou. Ztn @\

OUVEXELQ TTATHOTE 0TO £LKOVISLO

pevou To apple object kat ®

TOTOOETAOTE HUEPLIKA OTLYULOTUTIOL

Tou pnRAou o dladopa tuyaia _ @

onueia oto xwpo Tou Swuatiou. e b il s

Matrote To mpacwo checkmark e a

. . Laft mouse button =

onpady, yla vo anodnkeuBel kat var || [, )

kAeloel n dOppa tou dwpartiov. e o
Right mouse button = menu '
+<5h,ﬁ:7=ds.klsaﬂ
Miktormr it =l g )

S

40 Bripa: EAEYX0G TOU TOXVLSLOU

Amnobnkevote mpwrta to Talyvidl. EmAéEte oto pevol Run = Run normally 13 kdvte KAk oto
Kouurtl

b

Matrote To MARKTPO ESC yla va TEPUATLOTEL TO Tt VidL kat va emiotpéPete oto Game Maker.

50 BApa: NpocOnkn neplocdtepwv Pppoutwv

MNa va yivel o evéladépov to mayvidl pag, umopol e va npocBécou e Kal AAAa ppolta o€ aUTO.
Ye mponyoUUevo PBrua mpooBEoape TIG lKOVEC Sladopwv dpoUTwv (sprites), omote Twpa apkel
HOVO va  OnULOUPYNOOUUE Ta amapaitnta ovtikeipeva (m.x. obj banana, obj_cherry «kat
obj_strawberry). H &wadikacia eivat akplBwg n dta pe avt) mou akoAouBroope ywo va
SNULOUPYNCOUE TO AVTIKELHEVO TOU URAou (ouumepldopEg, TomoBETnon oto SwuATlo). H taxutnta
KOL Ol TIOVTOL TwV VEWV ¢$poUTwV UmopolV va pubuloTouv ot SL0POPETIKEG TLUEG (TaxuTeEpO
dpouTo, peyallTtepo okop).

EvaAAaKTIKA, ylo va KEPSICOUUE XPOVO, UMOPOULE 4.7~ Dbjects

Va aVILlypAPouE Eva ETOLUO QVTLKEILEVO dpouTou E obi_wall
' j f obi af
“? v em}\c’)yn Dup!lcate,’ nou' sucbav@er’at, 'av 5 b!_ P [ Insert Object
KAvoupe Oe€l KAk mavw o’ auto. MNpoooxr HoOvo mbLm : ™
, , , , 4~ Rooms || | Duplicate Alt+Ins et
otNnV aAAayn TOU OVOUOTOG TOU VEOU ¢poUTou Kal 8 room Ib
NG ouvdeong pe TNV KATAAANAN ewova (sprite). . [i] Game Infq < Delete Shift+ Del
----- | Global Ga
IEE Rename F2 a4
| =
Properties... Alt+Enter ple

T L - tmnnans = reweell



Anpoupyia moyvidlou pe to Game Maker 8.1 Lite

60 Brpa: Npoodnkn Boppwv

210 onueio autd Ba acxoAnBoupe Ye TNV avantuén evog KATAAANAoU TPOTIOU WOTE O TIAKTNG TOU
TALXVLOLOU val XAVEL KATIOL OTLYUN. 2TO SWUATLIO TOU TaXVISLoU UMOPOUE VoL TOTIOBETHOOUE
HEPKEG BOUPBEC Kal, OTav 0 TaAlkTng KAVeL KALK (katd AaBog) o pia and autég, tote Ba xavel. H
glkova (sprite) Tng BOuBag umtapxeL NN amod mponyoULUEVO BrApa. ANULOUPYNOTE TO OVTIKELLEVO TNG
BouBac (obj_bomb) kat cuvdéote 10 pe TO sprite spr_bomb. EmAé€te to Create event kol
npocBéote to Jump to Random action (kaptéAa move).

Mame:  obj_bomb Events: Actions:
Sprite R ﬁ Jumnp to a random position
@ & 5
[ Mew | [ Edit |

Vizible [ Solid

Otav o mailktng KAvel KALK avw o€ pa Boppa, BEAoupe va akoUyeTal évag KatdAAnAog nxog, va
eudaviletal o mivakag pe ta high scores kat va teAelwvel To matyvidl. AnULoupynote Evav NXo Kot
ovVopAoTe ToV KAataAANAa, Tt.x. snd_explosion. Itn cuvéxelo oTo avTiKeipevo TN POopBag eTAEETE TO
Mouse Left Pressed event kal mpooBote ta actions: Play Sound (kopté\a mainl) yla va akouotel
0 Nxo¢ tn¢ £€kpnénc tng Boupag, Sleep (kaptéha main2) yia Alyo xpovo kabBuotépnong wote va
OUVELSNTOMOLNOEL 0 TIAKTNG OTL £xaoe, Show High Score (kaptéAa score) yla epdavion tng Alotag
ue ta unAd okop kal End Game (KaptéAa main2) yla vo TEPUOTIOEL TO TTayVidL.

Mame:  obj_bomb Events: Achions:
Spiite y Lreate ‘@ Play sound snd_esplosion
‘ I haomb iy Left Prezsed N
=p_bom E: 7=z | Sleep 1000 milizeconds

[ Mew | [ Edit |

E Show the highscore table

Wigible [ 5olid |0]| End the game

N

TomoBetnote HePIKA oTLyULOTUTIA TNG BOUBag oe dlddopa Tuxaia onueia oto xwpo tou dwuatiou.

© suyxapntipla, To mpwto cag maxvidt eivat étopo! ©

Emipédeia Spaotnpiotntag: Nikog AyyeAdakng, ME19
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