Space Invaders

To mauyvidi Space Invaders ival éva lamwviko Bvteomnayvidt tou 1978. Elval £va amo ta mpwTta
KQL TILO mLtuxnUéva shooting games. 2komog Tou malxvidloL sival n “e€ovtwon” Twv eEwynwvwv
TIOU KATEPYOVTOL OTNV 000V LECW EVOG KavoVLoU TIou TIUPOoBoAEL.
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AKOG pag oKoTIOG pag ival va SnLLOUPYNOOUE EVa ULKPO TtatyvibL mapopolo e to Space Invader.

Kivnon @yovpag otnv oknvn.

Jtnv onuepwvh Spaoctnplotnta Ba LodyoupE pia pyolpa TNV oKnvr Kot Ba TNV LETAKIVACOUUE
He dLadopouc TPOMoUuG.
H oknvr Ttou €pyou pog €xetl MAAtog 480 kot Uog 360 Kol UIMOPEL VA ATIELKOVLOTEL PE €va oUOTNUA
KQPTECLOVWY CUVTETOYUEVWV.
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Mo va KwvnBet pia dpyolpa otnv oknvr apkel va aAAGEOULE TIG CUVTETAYUEVEG TG B€0NG TNC.
AN\AZovTog TNV T Tou X TNG CUVIETAYUEVNC TNE B€0n¢ TNG PpLyolpag KvoULE TNV dlyolpa KaTd
uNKkog tou afova twv X (6efla-aplotepd), evw aAAGlovtag TnV TLUA Tou Y UTOPOUE VAL KIVI|OOUUE
™V dLyoupa MAvVW — KATW.

Kave kAlk oto glkoviSlo TnG oKNVAG.

MAyawe ota ultoBabpa KoL TN CUVEXELA KAVE KALK 0TO Kouuni Etoaywyn. AtdAee to apyeio
stage.bmp (Bpioketal otov PpakeAo mou SnNULOUPYNCATE LUETA TNV ATTOCUUTILES TOU apXLKOU
apxelouv). Itn cuvéxela emilee To umtoPabpol kat Staypadé to Kavovtag KALK 0To Koupri x. To
amotéAeopa Ba TIPEMEL vaL £lvaL TO TTAPAKATW :

IKNVIKD

Bipa 2 - Awaypadni Mopdng

Kave &g€l KAk mavw otnv popdnl kot emAéte Slaypadn £T0L WoTe va T StaypaeTe.

Kave kALK TIAvw O0TO Kou i E Kal oTnV cuvéxela SLaAEETE TNV elkOva emeny. To AMOTEAEGHA
TPEMEL VA €lvalL TO €€NC :
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Awote otnv véa popdr to dvopa emeny.
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Bipa 4 - Eloaywyn otoxeiwy

ATO TNV KAPTEAQ TOU EAEYXOU OUPE OTNV TIEPLOXI TWV CEVAPLWV TO OTOLXELD :
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EVWVOVTAG TO TEAEUTALO UE TO TTPONYOULEVO.

Bina 3. Kivnon dyovpag.
MNa va KwvnBel n pyolupa pag mPog Ta KATW TO LOVO TIOU £XOUE VA KAVOULE (VAL VO LELWVOUUE
OUVEXELO TNV TR Y TNG GUVTETAYHUEVNG TNG BEONC TNG. ZUPE OTNV TIEPLOXI TWV CEVAPLWV TO
oTolxeio

aidhabs ¥ koo

Kat aAAa€e tnv Tov aplBuo katd tov omoio aAAAlelL n Tiun os -1.
JUpe aUTO TO oTolKElo PEoa 0TO “yia mavta”. To amotéAeoa TIPETEL VaL €lval To €EAG :
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Kave KAk 0tn onuaia Kot mapatnpnoe tnv kivnon tg dpyolpag.

Bipa 6 - Emavaronofgrngn xng. dvoupas

H ¢pyolpa pHag oTOUATAEL TNV Kivnon TNG 0Tav ¢TAVEL 0TO TEpUA Tou afova Twv Y. MNa va to
SlopBwooupe auto Ba aviyveuooupe To tote cupPaivel katl Ba TomoBeTHoOUUE TNV dLyoupa OTo
TIAVW GKPO TNG OKNVAG

Otav n pyolpa PTAVEL OTO KATW AKPO TNG OKNVNAE TOTE N TN TOU Y TNG CUVTETAYMEVNG TNG B€aNng
NG €ival -180. XpnoLLOTMOLWVTAC TO OTOLXELO avadopdg B£ong amo tnv KapTtéAa Kivnong Tou
enemy , Unopeic va emavatonoBetroslg tnv $pyoupa.

JUpe T amapaitnta oToEla OTNV TIEPLOXI TWV OEVOPLWY TOU enemy Kol SnULoUpynaoe Tov
TIAPAKATW CUVEUACUO OTOLXELWV.

21N ouvéxela oUPE To OToLKElD

Bioe 1o ¥ oo pe 1)

Kal aAAaée Tov aplBuo tov omoio Ba Bécoupe oav tiun Y o 180. ZUpe auTod To OTOLXELO LEDA OTO
“gAv” Kal 0Tn CUVEXELD CUPE TO VEO OTOLXELDO TTOU TTPOKUTITEL LECA OTO yLa TTAvTa. To VEO oToLXElD
TIOU TIPOKUTITEL TIPETIEL VAL €lvalL TO €ENC :

1 1 ]
OTHY OTD YIVEL KA

L 1
¥ moavYTd

| aikals y kara

sav  Biony <

BEos To ¥ ioo ps
L —

Kave kALK otn onuaia Kot mapatnpnoe tnv kivnon tg dpyolpag.

Epwrngsls,
1) Nwg pnopeic eukoAa va aAAAEELS TNV TaxUTNTA TNG KaBoSou NG pLyoupag;
2) Tunmpémelva yivel wote n ¢pyoupa va tonobeteital kabe dopad oe tuxaio StadopeTikd
onueio tou afova Twv X;
3) TpoTmOomOoLoTE TO OTOLXELD £TOL WOTE ATIOTEAECUO Va €lval To (610 aAAA Xwplig TNV
Xpnotlpornoinon twv otoweiwv “O£ce to y loo pe “ kat “aAAage to y”

2YIXAPHTHPIA!
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