®UAAO OOnyiov Game Maker - 2
AaBupivOog

Skonog Tou naixvidiou givar 0 Nannouc va Uropecel va Kivnosi
ueoa evav AaBupivBo kai va @TAOel palewel TECOEPQA
aVTIKEIUEVA — OTOXOUG KAl OUYKEKPILEVA TECOOEPA dIaudvTia.

>T10 OpOLO oUVavTdel apdyVveG ol ornoisc Kivouvral opilovTia.

Av 0 nannoucg dev UNOPETEl va NEPAOE! ano TIC ApdxVEG TOTE
apxidel ano Tnv apxn To naixviol.

Av o0 nannouc¢ ualéwel kai Ta TEooepa d1aUavTia TOTE OUVEXICE!
O€ enouevn nioTa av undpxel aAAiwc 1o naixvidl TEAEIWVEI.

@ File | Edit Resources Run

|l Mew Ctrl+M
Apxikd dnuioupyoUpe N€o Maiyvidi: File > New X Ninen el

Kat’ apxnv 6a prmia§oupe Tnv niora (Room) Tou naixvidiou

A€gi KAk oTo @dkeAo Rooms > Create Room. [T = =-7

To nAéypa nou eupaviletal ortnv niota eivar | ) Room

BondnTikd kai de Ba epgaviletal oTto TEAIKO | li| Gamel | % Create Room
naiyviol. || Glabal P2 Neeclics

Mpénel OH®WG va BAAOUME POVTO OTNV NioTad

A€k kAik oTo (pdkeho Backgrounds > Create Background > Load Background kai
ano To pakeAo Tutoriall emAéyoupe Tnv eikdva earth.gif kar natdpe Avoilypa kal OK.

Twpa npénel va Baloupe autd To Background oTnv niota pag.

A€&i kA\ik cTo RoomO0 > Properties v | O[] =& [Snapx 32 !

DbiECt3| settingsl I:nan::kgr-:nund$|

Kavoupe kAik oTnv kapTéAa backgrounds | 2

Ag€la and TO TETpaywvdkl nou Agel no background,

NATAPE TO ONUEIOUATAPIO B EMIAEYOUPE  TO Jno background> & <j
backgroundO nou gopTwoaue npiv.




5.

Eicaywyn ToV Sprites: EIkOveG nou 6a XpnoigonoinfoUv oTa avTiKEipgeva

MNa Tnv niota pac 8a dnuioupynaooupue 4 sprites (UOPPECQ):

Eikova Sprite | ‘'Ovopa Sprite ‘Ovopa Apxeiou

spr_c“amond diamond.png
diamond
ﬁ spr_oldman npc_oldman.png

npc_cldman

AR RN NN
spr_spider spider_left_strip8.png
spider_right_strip8

. spr_wall wall_block.png

wall_block

akoAouBwvTag Ta NnapakdTw BRuarta:

1.

4.

Ae&i kAik oTO (QAkeAo Sprites (=Mop@n) kai enmiAéyoupe Create Sprite
(Anpioupyia)
Opiloupe TOo Ovoua Tou Sprite oTto Nedio Name (Ovoua)

j Load Sprite |

Opiloupe Tnv €ikdva Tou Sprite NATwWVTAG OTO KOUWMI , and To
@pakelo Sprites/Maze-Platform cniAéyoupye Tnv avTioToixn €IKOVA Kal MNATAME

Avolyua

TéNoc naTape

KavovTtag Ta napandavw BripaTta yia Kabs pop®r o @AkeAoc Sprites Oa npénel va nepigxel
Ta NApPAKATW OTOIXEIA:

4.7 Sprtes

E ----- gpr_diamont
----- 1& #pr_oldman
o B spr_spider

Eicaywyn AvTikeIgévov — Objects: Ta avTikeigeva nou 6a undpyxouv oTnv niota

Ta Sprites anoteAoUv anAd kail povo Ta ypa@ika aToixeia Tng niorac.

Agv unopoUv va eKTEAETOUV EVEPYEIEC OUTE va avTIOPACGOUV OTIC EMNIAOYEC TOU NaikTn!

AUTO TO KAvouv Ta objects - avTikeiyeva nou ouvdeovTal Pe Ta Sprites - MopQEg.



AnMIOUpYNOTE Ta NAPAKATW 4 AVTIKEIYEVA yia TNV nioTa:

‘'Ovopa object Sprite I510TNTEC
obj_diamond visible
bj_old @ Visibl
obj_oldman = isible
obj_spider |#&#&4ukEEE Visible
obj_wall . Visible , solid

MNa Tnv €i10aywyn avTIKEIHEVWY aKoAouBeioTe Ta NnapakdTw BANATA:
A€gi kAIk 0TO PakeAo Object - Create Object.

akoAouBwvTag Ta NnapakdTw BRuarta:

1.

3. Opifoupe TNV €1KOVA TOU Sprite NMou OUVOEETAl PE TO AVTIKEIMEVO NATWVTAC TO

4. TéNog naTape

e kdOe naixvidl undpxouv avTIKEiJEVA MoOu anaiTeiTal va ivar gupnayr, OnAadn va unv

Mame:  |objectd

Sprite

<o sprites =

MHew

Yizible

& OK

[ Salid

-
%

As&i kAik oTo PakeAo Object (avTikeigevo) kal €mMAEyoUuE
(Anpioupyia)
Opiloupe TO Ovopa Tou Object oTto nedio Name (ovopua)

onuelwpaTapio & oTa de€Ia kal enIAEyovTag TNV avTioToixn Hop®pn and Tnv Aiota
Twv sprites nou gugavileTal

Events:

Create Object

<no sprite>
spr_diamont
spr_cldman
spr_spider

spr_wall

MnopoUv va PeTakivouvTal dAAa avTikeiyeva péoa and auta.

To avTikeigyevo nou anaiTeital gTo naixvidl pag va eivar cupnayeg (Solid) €ival o Toixog.
Mpiv ouveyxioeTe BeBalwBeiTe OTI TO AVTIKEIMEVO TOU ToiXou €ival cupnayéec!!!! (/] Solid




KavovTag Ta napandvw BrigaTa yia kabe avTikeipevo o pdkelog Objects ©a npénel va nepiExel
TA NAPAKATW OTOIXEIA:

4= Dbjects

- % obi_diamond

------ ﬁ obi_oldman
e ﬁ obi_zpider

7. Anpioupyia niotag

>Tov ®dkeAo Rooms KAvTe dINAO KAIK Ndvw aTo RoomO0 nou £xeTe r1dn dnNUIOUPYNOEl
4 Rooms

=

A€l kA\ik oTo RoomO0 - Properties > objects kai
ota 0g€id and To TeETpaywvdkl nou Afsl no object,

*

QbiECl$| §ettings| backgrounds

naTtage TO ONMEIWHATApPIO & Kal €MAEYOUME TO i
AaVTIKEIJEVO MNou BEAOUPE va TOMOBETHOOUNE OTNV
niora.

XPROIYEG ENICNUAVOEIG:

1. natovrag To nAnkTpo shift kal apioTepd kAik
yeHiCoupe ypriyopa OAo To Mepiypappa Tng niorag
Kal TOV E0WTEPIKO AaBUpivBo HE Toixo.

m

2. av KAvoupe AdBoc, OBRVOUME €va avTikeipevo pe | Dbisctio addwih st mouse:

O0eki kAIk navw Tou Kal emAéyoupe Delete all |.;.hi_wa||
objects under cursor

Left - Buttan = add obj_diamond

+ <Adlt> = no map

+ <Shift> = multiple

+ =Crvi> = movs

+ <Space> = seroll room .
Right mouse button = menu

obj_oldman

w G <

obj_spider

obj_wall

+ <Shift> = delete all |U
+ oMl = Aoloie

2ag npoTteiveTal n €€n¢g nioTa:

Eocic eav O¢AeTe pnopeite va @TIAEETE pia nioTa pe dia@opeTikn didTagn...



'ETOIHOI YId va NPOCOECOUHE TIG EVTOAEG KivnOngG Kal Td yeyovoTta!

MeTakivovTag Tov nannou

To nNpwTo nNpaypa Pe To onoio Ba acxoAnBoUpe sival n PETAKIVNON TOU KEVTPIKOU HaC
newa (nannoug).

O nannoug npenel va petakiveitar de€id, apiotepd, ndvw Kal KAT®W ME TA BEAN TOu
nAnkTpoAoyiou.

, . , . . u:ul:u'_culu:lman
Kavete dINAO KAIK NAVW OTO AVTIKEIKNEVO ar ChLouh

) ) Add Event ) [
MatnoTe 0TO KOUWMMI Kal €NIAEETE

<Left>

foﬁ.’l K.evboard

Kal PeTa

Mowe Fixed

And Tnv kapTeAa Move naipvoupe PE TRV

HéBod0 OUPe-APNOE TO NPWTO EIKOVIBIO *?*F';“Tm
; ) @ 5e

(") Other

navw apiorepa . Kdal TO OEPVOUME OTO -
P p p H () Object:

napdbupo: Actions

KaveTe KAk oTo apiotepd BeAdki (va yivel

(Kzéigl)zll:(’)Tan)K:I EMIAEYOUNE speed @
Directions: @@
2] 8] ]

Cpeed: 4

[T] Relative

w’ 0K

MOAIG opigaTe OTI OTAv 0 NAIKTNG NATA To ApIoTEPO BEAOG 0 nannoug Ba KIVeiTeE aploTepad!

EnavaAaBeTe Ta napandvw Bruarta Kai yia Tic undAoinec kateubuvoelc.

(=] #]2]
A€Ei nAAKTpo - <Right> E]E]
(] 8]

(= [#] 2]
Endvw nARkTpo - <Up> @E]
BN




Katw nAnkTpo - <Down>

] ¢l
RIEIEY
) 8] v/

'OTav o naikTng dev Natd kanolo NARKTPO o nannoUg Npénel va oTauard.

MatnoTe 0TO KOUWMI
<No key>

Add Ewent

l

Kal ENIAEETE l@EEybuard

Kal YeTa

Ano Tnv kapTéla Move naipvoupe e Tnv PEBodO aUpe-agpnaoe To €ikovidio Align to Grid

i Kal To CEpVOUME oTo napdbupo: Actions
SUMNANPWOTE WG TIHEC NAEyHaToC 32 Kal 32 kal naTtroTte OK
Align to Grid
Applies o
H| @ e

() Oither

(71 Object:

shap hor: 32

snap vert. | 32

Ano Tnv kapTéAa Move naipvoupe pe Tnv PEBODO GUPE-APNOE TO NPWTO EIKOVIDIO NAVW

aploTepda Kal ToO OEPVOUME 0TO Napabupo: Actions

KaveTe KAIK OTO HECAIO MANKTPO MOU £XEl TO OXNAMA EVOC TETPAYWVOU Kadl natnoTte OK.

Move Fixed

Applies to
EEEE @ Self

(70 Other

() Object:

(s #]a)
Directions: @@@
]3] ]

Speed: O

] Relative




H gUykpouon HE TOV TOiX0

Oa npéEnel eniong va NpocBEcoUPE £va YeEYovOC yia va oTraudTtdel n kivnon Tou nanmnou

OTAV QUTOC OUYKPOUETAI E TOV TOIXO.

3TNV NEPINTWON auTr MNpENEl va OTAMATAEl 0 Nannoug va KIVEITal evw OTnV OUVEXEID

npenel va oroiXifeTal oTo NA&yua.

Add Event > Collision = obj_wall kai and Tnv kapTéAa
move Twv Actions eniAéyoupe KAl CEPVOUPE TO MPWTO

€IKovidlo mnavw aploTepa Kdl TO OE£PVOUHE OTO
napddupo: Actions. Kavere KAIK OTO PeCAio NAAKTPO Mou
£XE€l TO OXNua evoc TeTpaywvou, oto nedio speed PBalete
TIMA 0 kai natnoTe OK.

Eneidn B€Aoupe va &ekivagl o nannoug TNV Kivnon npog Tnv
owoTn katevuBuvon povo av eival hye ortoixion (aligned) oTo
nAéypa (grid) npéner va npooBEgoupde TNV KATtaAAnAn
evépyeia!

EmAéETe oTo event |-N-.|:-I:-i_wall oTnv kapTéia control,

emniAéEte Check Grid KAl OUMNANPWOTE WG TIMEG
nAéyuatog 32 kal 32 kal natnore OK

Kivnon oTig apaxveg

Move Fixed

A
) Other
) Dbject:
Directions: @@
[ee] 4]
Speed: 0O
] Relative
T

Check Grid

Applies to
@ Self

) Other

) Dbject:

shap hor: 32

snap vert 34

[CIWoT

o7

'‘OJdwe 0 nannouUg aTo dpPOUO CouVAVTAsl EPnodia TIGC apdxVeG ol onoieg KivouvTal opidvTia.

MNa To avTikeipevo obj_spider exoupe:

MpooBéToupe To yeyovoc create o HEa® g npooBétoupe Tnv opiddévTia kivnon

.n[}

ge TaxuTnTa 3, ONWwc NAapakdTw:




Name: W Ewents:
Sprite . .
* Ispr_spider a 'N'. obl_wall
‘Wisible [ 5ald
%" OF

EninpboBeTa €xoupe £va yEYOVOG

WOoTE va avanndda onoTe €XOUHE oav eVEpPyYEIa To Bounce

Mame:  ob_spider

Sprite

# lspl_spider Ea

g=b Collision

Events:

Actions:

m Set the horizo

”
Speed Horizontal

Applies to
@ Self
() Other

(") Object:

(]

hor. speed: 3

[T Relative

yla Tnv oUyKpouaon TnNG apaxvng HeE Tov Toixo

Actions:

o Create

|:|t|i_|,.'..| all

ONw¢G NapakaTw:

Bounce

Wizible

[ 50ld

1=
=

10.Z0ykpouon nannou HE apaxvn

K]

Applies to
@ Self
() Other

() Object;

precize: fot precisely

againgt:  solid objects

Av 0 nannoug dsv PNopEdel va NeEPATEl ano TIC ApAXVeEC TOTE va gu@avileTal £€va Pnvupa

kal va apxilel and T

nv apxn To naixviol.

MNa To avTikeipevo obj_oldman sninAéov £xoupe:

MNa To yeyovdg Tng GUYKPOUONG

(obj_spider) va eu@avileTal éva pnvupa

g Collizian

nannoucg anod Tnv apxn Tnv niora 6nw¢ napakdTw:

.. TOU nannoU HE TNV apaxvn #  obj_spider

(sthn kapTéAa Main2) kai va &ekivasl o



Mame:  obi_cldman Events: Actions:
S o Create
ﬁ Ispl_uldman
a gk . ob|_wall
S <no key> Display Message
5 <Left
visbe  [F]Soid & <Lef>
S <Up> A=
i@ <Right>
i <Down:
meszage; | oups|
+ 0K
T
MNa va &ekivnoel o nannouc and Tnv apxn npooB&Toupe To action Restart Game.
Mame:  obj_oldman Ewvents: Actiong:
Sprte [ Create Digplay a mezzage
i Ispr_u:ulu:lman Ea :
dhh . ob_wall
[ Mew | [ Edt | S <o kew
o . 5 <Left
Yizible [ 5alid ‘@
i <Upo
i <Right>
i <Downe

11.30ykpouon nannou He diagavri

'OTav 0 nannoug ouykpoUeTal Ye To diapdavTl BEAoupe va eEagavileTal To diauavTl Kal va

naipvel novro. 'OTav paléwel oAa Ta diapdvTia va spgavileral €va Prvupa Kal va orapara
TO naiyviol.

MNa To avTikeipevo obj_diamond £xoupe:

ria To yeyovog TnG GUYKPOUGNG 8 Callision 7oy diapavTiol PE Tov nanmnou w  objoldman
%-a
npoocBEToUUE TO action ano Tnv KapTéAa Score kal opiloule oTo Nedio hew score
[¥] Relative

TNV TINA +1 Kal eniAéyoupe To Relative , ONW¢ napakaTw:



Actions:
Spite ; 1 nak ﬁ Set the score relative to +1
o -

Ispr_dlamunt a Set Score

[ Mew | [ Edit |

Visible 7] 50l

Mame:  abi_diamant

P SCore;

Relative

I

L)

>Tn Ouveéxela NpodBEéToupe To action
XWpPIic va aAAa&oupe kanoia puduion.

Destroy Instance and Tnv kaptéAa mainl

MeTaBeite oTnv kapTeAa control kai NnpooBeaTe To NnapakaTw block evToAwv:

& Start of a block

[f zoore iz equal o 4

& Start of a block

=) Display a mezzage

@ End the game

S’ End of a black
SV End of a block

AuUTN n opada evrtoAwv eAEyxel €av 0 nannoug éxel paléwel oAa Ta diapavTia. Eav vai ToTe
gy@avieral éva ynvupa (n.x. Mnpapo!!) kai To naixvidl orapatda. O EAeyX0C TOU OKOP EXEI
TIG NAPAKATW NAPAPETPOUG:



Test Variable

Applies o
@ Self
() Other

() Object:;

wariable:

walue: 4

operation:  equal to Ea

[T HOT

7o

Ta actions ~ Display a message kai - End the game 06a Ta BpeiTe oTnV KApPTEAQ
main2

TéAog oTo avTikeiyevo obj_oldman npooBeaTe €va yeyovog w bea® 01 ge quto BaATe

To action Set score Kal guPnAnpwaoTe TNV TiPN 0 (€101 woTe OTav &ekiva To naixvidl
va PndevileTal To okop), ONWG PAaiveTal NAPAKAT®:

Marne: W Ewents: Actions
EaE . S E Set the score to 0
ﬁ Ispr_u:nldman = g+ # obl_spider
: it [ obi_wal Set Score
i <no keyr
X . 5 <Lefts .
Yisible [ 5ald & <Lel E
i <Up>
& <Right>
B <D owr

new goore; 0

(] Fielative

o7




AnoBnkevoupe TO apxeio pe Tov KWdIka File = Save kal OTn OUVEXEID EMIAEYOUME
File > Create Executable. 'ETol dnuioupyeital To apxeio Tou naixvidiol WPE €NEKTAON
.exe TO Oornoio TPEXEl WG MpOypapha Ot onolodAMNOTE UMNOAOYIOTR Kal Xwpig va eival
€yKaTeoTnueEvo To Game Maker!!!

BEATIQZH TOY NMNAIXNIAIOY
MriopoUue va npooBecouUE NiOTEC OTO NaAIVidl.
Kavete d€€i KAk ndvw oto RoomO kai eniAeETe Duplicate.

70 Room1 nou dnuioupynenke aAAa&te Tnv d1ATaén TnNG MioTag Oonwc €0€i¢ enIBUPEITE.
Mia npoTtelvopevn nioTa €ival n €Eng:

270 Obj_diamond 6a aAAda&ete 1o action nou Tepuartilel To naixvidl og peTapaon orTnv
€MNOPEVN NioTa eQpOoov uNapxel, aAAIwG To naixvidl TeppaTidel, ONWC PpaiveTal NAPAKATwW:

Name:  obi_diamont Evwents: Actiong:
Sprite i - %‘9 Set the score relative to +1
4 Ispr_diamc:nt =) E Destroy the instarce
MNew o Start of a black
Yisble [ 5 aid If ecore iz equal to 4
Start of 5 block,
a
IF next room exists
i Start of & block

Dizplay a message

E Go bo nest room

SO End of 2 black

& 0K Elze
& Start of & block

Digplay a meszage
End the game

S End of ablack
" End of ablock
SO End of 2 black

=

>Tnv kapTéha mainl 6a Bpeite To action Next room kdl Tov £€Agyxo yia To €4v

unapxel endPevn niora Check next. Tnv doun snidoyng If-else 6a Tnv Bpeite oTnVv



kapTéAa control. MpooBeaTe eniong katdAAnAa pnvupata ge kabe nepinTwon(Endpevn
niota, TEAog naixvidiou)

KAAH AIAZKEAAZH!!!



