TOYBAAKIA - ARKANOID

A. MEPITPA®H TOY NAIXNIAIOY

M

>T0 naixvidl unapxouv TouBAdkia d1IaPpopwV XPpWHATWV

>Konog Tou naixvidioU €ival va kataoTpa@ouv 0Aa Ta ToupAdKia

O naikTng xelpileTal and To NANKTPOAOYIO Wia pakeTa
'Eva ynaAdki Kiveitalr Tuxaia

O naikTng npoonaBsei va XTunnosl To JNaAdki Kal va To KaTeuBuvel npog Ta TouBAdkia
Av 0 naiktng dsv KATapEPEl va METUXEl TO PNAAAKI KAl TO PNaAdkl Byel «€E€w», To naixviol
TEAEIQVEI

ANAAYZH-ZXEAIAZMOZ
a va OnMIoUpynooUHE To naixvidl B6a npénel va OnUIoOUPYrOOULE:

To dwpaTio (room)

To oknviko (background)

Ta TOIXWHATA ToiXou (sprites nou eA&yxovTal anod Tov unoAoyioTn)

Tn pakéTa (sprite nou eAéyxeTal and Tov XpnoTn)

Ta TouBAdGKIa Og TEooepa XpwHaTa (sprites nou eAéyxovTal and Tov unoAoyioTh)

TO YUNAAdkKI (sprite mou eAEyxETAl ano Tov UNoAoyIoTn) Kal

Mia paupn ypauun nou Ba eival To 6plo yia To pnaAaki (deadline)

>Tn ouvexela 8a kabBopiooupE TIC CUHNEPIPOPEG YIa:

Tn pndAa: nwg Kiveital, Tn oUyKpouaon TNG UE Th PAKETA, Tov Toixo kal To deadline
Tn pakETa: Tn GUYKPOUOT TNG KE TOV TOIXO Kal To JNaAdki Kal TNV Kivnaor] TnG onwg
kaBopileTal ano Tov xpnotn (apiotepd/de€i BEAOC N Kavéva NANKTPO)

To TouBAGKI: OUYKPOUQGN HE TO MNAAAKI

KAAH ENITYXIA!

@ Edit Resources Run

" Mew Ctrl+M
1. Apxika dnuioupyoupe N€o Maixvidi: File > New |[E—2& Onen Ctelo )

AnoBnkelaTe To Naixvidl NATWVTAG TO €1KOVidIO 5 (save the game) Pe Ovoua To HIKPO
oag ovopa (n.X. Avaoraocia) o€ €évav (pAKeAO PE To enwVUpo oac (XTAGOMOYAQY).

NA OYMAZTE NA ANMOOHKEYETE ZYXNA TO NAIXNIAI NMATQNTAZ TO

EIKONIAIO 8 NA NA ANMOOGHKEYETE TIZ AAAATEZ ZE AYTO
KAI NA MHN TIZ XAZETE!!

Brijpa 1 : AHMIOYPI'IA MOP®QN (SPRITES)

2. Eiocaywyn Tov Sprites: EIkOVEG nou 6a Xpnoiponoin®olv oTa avTiKeigeva
MNa va eI0dyeTe TNV HopPr Tou Toixou akoAouBeioTe Ta NnapakdaTw PrAuaTa:

1. As&i kAik oTo @dakelo Sprites (=Mop@n) kal sniAéyoupe Create Sprite
(Anpioupyia)
2. OpioTe oTo Nedio Name (6vopa) To 6voua Tou Sprite we spr_wall

j Load Sprite |

3. Opiloupe TNV elkdva Tou Sprite NATWVTAG OTO KOUMMI , ano To
(pakelo Sprites/Maze-Platform eniAéyoupe To eikovidio pe ovopa wall-block

L ka1 natape Avolypa

s 0K
4. TéNog naTape ‘—_/



AkoAhouBwvTac Tnv idia diadikacia eMAEETE anod Tov (pakeAho Sprites/Maze-Platform To

lawa_stripl2

£1KoVidIo lava_stripl2 «kal JnuIOUPYNOTE TN MHOpPPr HE OvVOoMa

spr_dead_line.

AkohouBwvtac Tnv idla Oiadikacia kal emAéyovrac elkovidla and Tov  PAKEAO
Sprites/Bouncing Balls dnuioupynoTe yia Tnv niota Ta akoAouBa sprites (HopPEQ):

Eikova Sprite | 'Ovopa Sprite | ‘'Ovopa Apyxeiou

spr_ball ball_red

E:B spr_raketa bat_huge
o

AkohouBwvtac Tnv idla Oiadikacia kal emAéyovrac elkovidla and Tov  PAKEAO
Sprites/Bouncing Balls/Stones (unogaksAo Tou Bouncing Balls) dnuioupyAoTe yia TV
niota Ta akoAouBa sprites (HOPPEC):

Eikova Sprite | 'Ovopa Sprite 'Ovopa Apxeiou

spr_red_stone stone_normal_red

spr_yellow_stone | stone_normal_yellow

spr_green_stone | stone_normal_green

spr_pink_stone stone_normal_pink

jiLi

KavovTag Ta napandvw Bnuarta yia Kabe popgpr o pAkeAoG Sprites Oa npénel va nepiExel
Ta NApPAKATW OTOIXEIA:

447 Sprites

. waall

----- s ZP_dead_line

e 2_Taketa
o spr_ball

..... @ spr_red stone
..... 2 spr_ypellow_stone
..... S@ spr_green_stone
..... @ zpr_pink_stone

Bripa 2: AHMIOYPI'IA ANTIKEIMENQN (OBJECTS)

1.

Eicaywyn AvTikeidévwv — Objects: Ta avTikeigeva nou 6a unapxouv oTnv niora
Ta Sprites anoteAoUv anAd kal HOVo Ta ypagikda oToixeia Tng niorag.

Agv unopoUvV va eKTEAETOUV EVEPYEIEC OUTE va avTIOPACGOUV OTIGC EMNIAOYEC TOU NaAikTn!
AUTO TO KAvouv Ta objects - avTikeiyeva nou ouvdeovTal Pe Ta Sprites - MopQEg.
MNa Tnv e10aywyn avTIKEIJEVWY aKkoAouBeioTe Ta napakdaTw Briara:

1. Asi kAik oT0 (akelo Object (avTikeipevo) kal emAéyoupe Create Object
(Anpioupyia)
2. OpiCoupe 1o dvopa Tou Object oTo nedio Name (dvopa)



3. OpiCoupe Tnv €~*“va Tou Sprite MOU OUVOEETAl WE TO AVTIKEIUEVO MNATWOVTAG TO

onMeIwPaTapio oTa J0e&Id kal eNIAEyovTac TNV avTioToixn Mop®r ano Tnv Aiota
TwvV sprites nou spgavilerai
Mame:  obj_wal Ewents:
Sprite
O] |wall El
<no spritex
(Mew | [ Edt g
. wall
[¥] vizible [V]50lid | pue spr_dead_line
— spr_raketa
o spr_ball
@ spr_red_stone
= spr_yellow_stone
=@ spr_green_stone
@ spr_pink_stone
w" 0K
w" Ok

4. TéNog naTape

AkoAouBwvTac Ta napanavw PBripaTa dNUIoUPYNOTE Ta NAPAKATW AVTIKEIYEVA yia TV
niora:

‘Ovopa object Sprite I310TNTEG

obj_wall . Visible , solid

Visible

obj_dead_line
lava_stripl2

obj_raketa a:B Visible, solid

obj_ball Visible, solid

obj_red_stone Visible

obj_green_stone Visible

obj_pink_stone Visible

@
_—
obj_yellow_stone [j Visible
-
_—




KavovTag Ta napandvw Bnuarta yia kabe avrikeipevo o pakehoc Objects Oa npénel va nepiExel

Ta NAPAKATW OTOIXEIA:

4 Objects

~f obi_wal

----- w00 dead_line

------ « obi_raketa
4 obi_ball

----- @ obj red_stone
----- = ob_vellow_stone
----- @m ob{_green_stone
----- @ obj_pink_stone

e kdaBe naixvidl undpxouv avTIKEIiJEVA MOU anaiTeiTal va ivalr gupnayr, OnAadn va unv

MnopoUV va YeTakivouvTal AAAa avTikeiyeva yeoa anod auTd.

To avTikeigevo nou anaiTeitTal oto naixvidl pag va sival cupnayn (Solid) sival o Toixog, n

PAKETA KAl TO HNaAdki.

Mpiv ouveyxioste BeBaiwBeiTe OTI Ta Nnapandvw avTikeiyeva gival cupnayn!!!! Solid

Brijpa 3: AHMIOYPIIA AQMATIOY (ROOM)

1. Kat’ apxnv 6a ¢@Tia§oupe Tnv niota (Room) Tou naixvidiou

A€l kAIk 0TO (pAkeAO Rooms - Create Room.
To nA&ypa nou sugavileTal oTnyv niota givai
BonBnTIkO kal O Ba epavileTal oTo TEAIKO Naixviol.

2. Mpénel Op®wG va BAAOUHE POVTO OTNV NioTa

-
-4 ) Hooms

b |ﬂ Gamel| | ¥ Create Room

------ | Global

Dhanliead

A€€i kAik oTo pdkelo Backgrounds - Create Background = Load Background kai and

To pdkeAo Backgrounds sniAéyoupe TNV €ikova . plants kal natapye ‘Avoiyga Kai

OK.

3. Twpa npénel va Baloupe auTtd To Background oTnv niota pac.

A€€j kAik 0To RoomO - Properties
Kavoupe kAik oTnv kapTéAa backgrounds

Ag€1a and To TETpaywvaki nou Agsl no background,

NaTaye 1o onUEI®PATapio & Kdl ENIAEYOUE TO
backgroundO nou gopTwoaue Npiv.

4. Anpioupyia nioTag

v"|2)| ,j ¢|Snap5: 32 |!

DbiECt3| settingsl I:uackgr-:uunu:l$|

| i
|<r'u:| background: = <j

>Tov ®dkeAo Rooms KAvTe dINAO KAIK Navw oTo RoomO nou £xeTe O dnUIOUPYNOEl

44~ Rooms
. E‘l raarmil



A£&i KAk cTo RoomO - Properties - objects kal oTa de€ia

anod To TeTpaywvdaki nou Aésl no object, natape 1o

onuUeIwPaTapio & Kal ENIAEYOUNE TO AVTIKEIMEVO Mou BEAOUUE

va TonoBeTooUNE oTNV nioTa.

XPrOIYEG ENICNUAVOEIG:

1. natwvrag 10 NANKTpo shift kal apioTepd kAik yepiloupe
ypriyopa OAo TO nepiypapua TNG nioTac Kdl TOV E0WTEPIKO

AaBupivBo pe Toixo.

2. av KAavoupe AGBoc, OBAVOUME £va avTiKEINeEVO HE Je& KAIK
navw Tou kal eniAéyoups Delete all objects under cursor

Sacg npoTteiveTal n €&n¢ nioTa:

Qbi30t8| §ettings| backgrounds

m

Obiject to add with left mause:

Iobi_wall =

Left mouse button = add
+ < dlt> =no mnap
+ =Shift> = multipls
+<Crl> = move
+ =Space> = zeroll raom
Right mouse button = msnu
+ <Shift> = delete all
T <Crri> = delste
Middls mouse button = serol

-

=
—
-

obj_wall
obj_dead_line
obj_raketa
obj_ball
ohj_red_stone
obj_yellow_stone

obj_green_stone

_ ohj_pink_stone

COIC JC I LC e
-

T CAr ar Gar e

BApa 6: KAGOPIZMOZ YMMNEPI®OPQN
'ETOIHOI YIa va NPOOOECOUHE TIG EVTOAEG KivnOong KAl Td yeyovoTta!

5. METAKIVOVTAG TNV PAKETA
H pakéTa npénel va petakiveital 0€€1a kal apioTepd Pe Ta BEAN Tou NANKTpoAoyiou.

KaveTe dINAO KAIK NAVW OTO aVTIKEipevo ~— obiraketa

Maove Fixed
Applies to
@ Self
[ Add Event | © Otter

() Object:

MaTtrnoTe oTo KouWni
@ kevboard

Kai

EMAEETE [ ] Kal JeTa <Left>

)¢/
Directions: @E@
2] #] %]

Ano Tnv kapTéla Move naipvoupe Pe TNV HEBODO

B2

oupe-Apnoe To NPWTO €IKOVIOIO NAVW aApioTEPa
Kdl TO CEPVOUME oTo Napdbupo: Actions

Speed: 4
KaveTe kAIk 0To apioTepd BeAdAkl (va yivel KOKKIVO Kal
enmAeyoupe speed (=TaxuTnTa) 4 [ Relative

MOAIG opigaTe OTI O6TAv 0 NAIKTNG NATA TO ApIOTEPO BEAOG N pakeTa Ba KiveiTal apioTepal

EnavaAaBete Ta napandvw Bnuarta kai yia Tnv de€ia kareuduvan.



Aggi nANKTpo - <Right> @@
(2] $] %)

'‘OTav o naiktng dev NaTd KANolo NANKTPO N PAKETA NMPEMEl va oTAPATd.

Add Event :
[ Kal EMIAEETE [ @ Keyboard

MatRoTe OTO KOUMMI Kal YeTa

<No key>
And Tnv kapTEAa Move naipvoupe Ye TNV HEBODOO GUPE-APNOE TO NPWTO EIKOVIOIO NAVW
apioTepa Kal To CEpVOUME oTo napdbupo: Actions

KaveTe KAIK OTO HECAIO MANKTPO MOU £XEI TO OXAKA EVOC TETPAYWVOU Kal natnoTte OK.

Move Fixed

©st
() Other
() Object:
Directions: E]@
(1] 9] %]
Speed: O
[] Relative

H oUykpouon HE TOoV Toixo

‘'OTav n pakéra xTund oTov ToiXo auTtn 6ad npénel va KIVEITAl Npoc Tnv avTiBeTn
kaTeuBbuvon.

Add Event = Collision = obj_wall ka1 ano Tnv kapTéAa move Twv Actions sniAéyoupe

K

Kdl TO OEPVOUME oTo Napabupo: Actions kail nartaue OK.

Kdl OEPVOUE TO €IKOVIDIO
H cUykpouon HE TNV pnaAa
‘Otav n yndAa xTund oTnv pakeTa auTr 6a NpEnel va KIVEITal npog yia Tuxaia kateuBbuvaon.

Add Event > Collision = obj_wall kal and Tnv kapTéAa move Twv Actions eniAéyoups

K

Kal O£PVOUE TO €1KOVIdIO Kdl TO OEPVOUME 0To Napdbupo: Actions kail nartaue OK.

Kivnon otnv yndAa
MNa To avTikeiyevo obj_ball £xoupe:

‘OTav &ekiva 1o naixvidl N ynaia np€nel va nnyaivel npog Ta KATw (Npog TNV pakeTa).

MpooBETouPE To yeyovoc create @ CE®  yqp npooBéToupe Tnv kaBeTn Kivaon =lue
TaxuTnTa 4, ONWC NAPAKATW:




Mame:  ob ball
Sprite

. lspr_ball E

Yisible Solid

Actions:

Speed Vertical

Applies to
|§| @ Self
(") Other
() Object;

vert, speed:

Fielative

‘'OTav n yndAa XTund oTnv pakeTa auTn NpPENEl va nnyaivel og Tuxaia kateubuvaon. MpoobeoTe
TO YEYOVOC ONWC (PAiVETAlI NAPAKATW.

Mame:  abj_ball
Sprite

o Ispr_ball =

Yisible Solid

Events:

o Create
dxh . obj_wall

«— ob_raketa

cp mm ob| red_stone

Actions;

Bounce

Appliez to
K] s
() Other
() Object
precise; ot precizely a
against:  solid objects a
o
o r




'OTav n yndAa XTuna os TouBAdkI npénel va avanndd. Mpoob&oTe To KATAAANAO YEYOVOG ONWG
PaiveTal NapakaTw.

Mame: W Exvents: Actions:
Spiite ¢ Create ark moving in a direction
Qo e [ cbiwall
Ispr_ball a
g — ob|_raketa
N Edit [
P ——
Wisible Solid Applies ta
IEE! @ Self
() Other
() Object:

(=] #]2)
oiecions [ @]2)
— 2] 8 )[a)

Speed: 4

Felative

75

Mpoooxn: MNpocBeoTe To D10 YEYOVOG Yia KABe O1aPOPETIKO TouBAdakI!!!

TéAog 6Tav n pnaAa xTund gTov ToiXo Mpenel va nnyaivel o€ Tuxaia kateuBuvan. MNpooBeaTe To
KaTtaAAnAo yeyovog onwc gpaiveral napakdartw.

T u:nbi_ball— Ewents: Actions:
Sprite g Creale K Bounce ag
@ [or sl B !
eia = ob_raketa
H i
dip mm ob_red_stone Bounce
Wizible Saolid Applies to
IEI @ Self
(7 Other
) Object
precise: hot precizely a
against;  solid objects Ez




‘'OTav n pNAaAa NEQPTEl NAvw O€ €va TOUBAAKI auTo npéenel va eEapavileral.
MNa 1o avTikeipevo obj_red_stone npooBeaTte To KATAAANAO YEYOVOG ONWG PaiveTal NApakaTw.

Mame:  obj_red_stone Events: Actions:

Sprite obl_ball Destroy the instance
— lspr_red_stane El

New [

Destroy Instance

Wisible [ Snlid = Applies to
2l @ ser

() Other
() Object;
&' 0K
“ Cancel

MpooB£aTe TO idI0 YEYOVOG Kal yia KABe d1aPOPETIKOU XpWHATOC TOUBAAKI.

To naixvidi oAokAnpwOnkKe
ZuyxapnTtipia!l
Mnopeite va kavre aAAay£g oTiG TaXUTNTEG, TO SWHATIO, TN PNAdAd K.A.n €TO1 WOTE va
KAVEeTE TO NaiXvidl nio eUkoAo 1| 3UOKOAO...



