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Anuoupyla mayvidlou pe to Game Maker 8.1 Lite

1 - Etocaywyn oto Game Maker

To mailpo mayvidiwyv amoteAet yia moAAoUG amnod euag pa Stackedaotik dpaotnplotnta yla tov
eAelBepo xpoOvo pag. Opwe o StaokeSaoTIK) Kal SNULOUPYLKN UITOPEL val YIVEL | avamtuén Sikwv
pog mavibtwv. Me to Game Maker pmopoUUE va SNULOUPYNOOUUE EVTUTIWOLOKA Ttatyvidia,
€UKOAQ KaL ypryopa, XwPLg va ammatteltal N yvwon KLog yAwooog mpoypapatiopou.

To Game Maker npoodépel €va SLatoOnTIkO Kal eUKOAO OTn xprion «oupe Kot apnoe» (“drag and
drop”) mepBaidrov Siemadng yia tv avamtuén mavidiwyv. KukAlodopel oe dUo €kbOOELG, TN
Swpeav Lite Edition kat tnv epmopikn Standard Edition. H Lite Edition pmopei va €xeL meploplopevn
AELTOUPYLKOTNTO OE OXEON UE TNV €UMOPLKN €kdoon aAAd auto Sev pag epnodilel va avamtu§oupe
HE QUTAV TA TPWTA MOG SLOOKESAOTIKA KOL CUVOPTIOOTLKA TIOLLXVISLAL.

To apxeio eykatdotaong tou Game Maker Lite prmopoUpe va to KateBACOUE OO TOV LOTOTOTO TNG
YoYo Games (http://www.yoyogames.com/gamemaker/windows). Katd tnv eykatdotoor Tou 6Tov
UTTOAOYLOTH paG Snuoupyouvtal oTov GAKEAO TNEG EYKATACTACNC KoL UTIOPAKEAOL TTOU TIEPLEXOUV
ONUAVTLKO TIANOO0C amo £TOLUECG EIKOVEC, £PE NXOU Kal oOAoKAnpwpéva mapadeiypata mayvislwy,
OAa eAelBepa mpog xprion ota Sika pag movidia. Mo Toug apxdploug XPROTEC cuvioTatal n
€KTEAEON TOU mpoypappatoc o Simple Mode (amAn Aettoupyia) avti oe Advanced Mode
(mponyuévn Asttoupyia). Katd tnv mpwtn €KTEAECN TOU TPOYPAUUATOC EPWTOUUACTE Yl TNV
emloyn avtr). H evaAlayr tou Mode pmopet va yivel amnod to pevou File pe onuadt eAéyxou oto
Advanced Mode.

H Baowkn 6€a mdvw otnv onoia Baciletal to neptBarlov avamntuéng tou Game Maker pnopet va
yivel KOAUTEPO KATAVONTH HE TN XPNOoN TNG LeTadopag Tou Beatpkol £pyou:

e To mawyvidt («Beatpikd €pyo») dladpapatiletal o £va f MEPLOCOTEPA SWHATLO («OKNVECY)
mou ovopalovtal rooms. Ta dwpuatia sival enimeda, pn Tplodlaoctata, aAAd pmopolv va
TepLEXouv ypadika mou polalouv pe 3D. Ta rooms avTLOTOLXOUV OTLC AeyOUEVEC TOTEC I
000veg 1 emimeda TWV NAEKTPOVIKWV TTOLXVLOLWV.

e Méoa ota Swpatia tomoBetolvral avtikeipeva («nBomoloi») mou ovoupalovtal objects.
MNapadelypata QVTIKEUEVWY ELVOL O KEVIPLKOG XOPOKTAPAG TOu matxvibiou (m.x. &va
avOpwrdkL, €va {wakL), oL Toixol, oL KVOUUEVEG UMAAEG, BOUPEG, TEPATAKLA, AUTOKIVNTA,
agpomAdva, KA. Kamola amod ta avikeipeva, Omwg oL ToixXoL, TMOPAPEVOUV aKivnTa, EVW
KATola GAAQL OTIWG O KEVTPLKOG XOPOKTAPAG €lval KVOUUEVA OTO Xwpo tou Sdwpatiou,
avtdpouv otnv €lcodo anod tov xprRotn-maiktn (mAnktpoAodylo, movtiky, joystick) kat emiong
umopoUv va aAAnAeribpdocouv PETAU Toug. MNa MapAdelypa, av 0 KEVIPLKOG XOPAKTAPAG
OUVOVTNOEL EVa GANO QVTIKELLEVO, UTTOPEL va XAoEL «Iwn» i VO TIAPEL TTOVTOUG.

e Ta objects anattouv kat avaAoyeg lkOVeG (LopdEg) yla va eivat opatd otnv 00ovn, O6Twe o
nBomolog PBalel €va KOOTOUML yla va Tai§el €va OUYKEKPLUEVO POA0. OL ELKOVEG QUTEG
ovopdlovtal sprites. Tuxva €va sprite dev eival pia povo elkdéva alAd éva cUVoAo amo
€lKOVEG Tou eudavilovtal Sadoxkd yla tn Snuoupyia €vog Kvoupevou oxediou, yla
TIAPASELYUA EVOG XOPAKTAPO TIOU TIEPTIATAEL, Ulag BOpBag Tou ekpriyvuTal, ULOG MITAAAG
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Anuoupyla mayvidlou pe to Game Maker 8.1 Lite

TIou TtepLOTPEdETaL, KATL. Katd tn Stapkela evog matyvidlol To sprite yla éva GUYKEKPLUEVO
object pmopel va al\alel: €t0L, ylo MOPASELYHA, €VaC XOPAKTAPAC Umopel va Oeiyvel
SlapopeTikdC avaloya pe TNV KateLBuvon TOU TEPMATAEL. Sprites pmopouv va
dnuoupynBouv péoa oto meptBariov tou Game Maker 1 va «doptwbBouv» amo apxeia
(m.x. PNG n animated GIF apyeia). MoAAG €tolpa sprites meptléxovral oto Game Maker kot
UmopoUV va xpnotpornotnBoulv eAeUBepa oTnV avamtuén Twv SIKWV Hag atyviSLwv.

e Jta objects «oupPaivouv» yeyovota ou ovopalovral events. OL eEVEPYELEG TTOU EKTEAOUV T
objects, otav oe autd «oupPaivouv» events, ovopalovtal actions. Mg Tov TPOTO AUTO
npoodidovtal cuunEePLPOPEG OTA AVTIKEIPEVA €VOC Ttalyvidlol, omwc ot nbomotot mailouv
pOAoUC TIAVwW oTn oknvh. Na mapdadelypa, UTIAPXEL £va YEYOVOG KATA T dnuloupyla evog
OVTIKELULEVOU TIOU ovopaletal creation event (m.x. otnv TEPLUTTWON TNG dnUloupylag evog
OVTIKELUEVOU UTtaAag pmopei va 600el og auto Kamola evépyela Kivnong, woTte va apxioet
va Kweltal péoa oto dwpdatio). Otav SU0 AVIIKEIPEVA AKOUUTIOUV TO €val TO AAAO TOTE
£€Youpe éva yeyovoc mou ovopaletal collision event (m.x. 0tav pia UmaAa XTUTIAEL O €vav
Toilxo, tOTE autn pmopel va avamnndnioel). Otav o maiking gvog moayvidlol matdel eva
TIAAKTPO OTO TIANKTPOAOYLO, TOTE EXOUE €V yEYOVOG Tou ovoudletal keyboard event. Me
KATAAANAeG evépyeleg (actions) pmopel va yivel petdfaocn amnod éva Swudtio o€ €va dAlo.
Eniong, umdpxel n dSuvatotnta mpoodNKNg NXNTIKWVY eE Kal XOU apaoknviou. Mevika, yla
kaBe avtikeipevo (object) evog maxvidlol punopoupe va eTAEEOULE EVEPYELEG (actions) yla
Ta Sladopa yeyovota (events) mou cupPaivouv o aUTO Kal £TOL va. OpLOOUUE HE akpiBela
T ouuneplidopd Tou.

e Ta dwpatia (rooms) pmopouv va €xouv ¢ovto (background), eite éva amAo xpwpa eite pa
€lKOVA Kal pmopel va dnuoupynBel péoa oto Game Maker 1 va doptwBel and apxeio.
MeTd Tov 0pLopO Tou doviou TomobeToU e Ta avilkeipeva (objects) péoa oe éva dwpdttio.
MrmopoUpEe va TomoBeTooupe TIOAAQTIAQ OTLYULOTUTIOL EVOG OVTLKELUEVOU OE €va SWHATLO.
Mo mapadelypa, Omalteltol va OpiOOUME €val MOVO QVTIKEMEVO Toixou Kal va To
XPNOLUOTIOL)COULE O TIOAAQ LEPN.

Meta t™ oxeblaon eipaocte €towol, ywo va tpé€oupe To malyvidl poc. Epdaviletol 1o mpwto
Swpatio Kal avtikelpeva «{wVTaveEUOUV» XAPN OTLG EVEPYELEG TTOU TIPOKAAOUVTAL OO TO YEYOVOC
™¢ Snuoupylag toug (creation event). Ta avtikelipeva autd ouvnBwc aAAnAeTiidpouv HeTafy Toug
XAPN OTLG EVEPYELEC TIOU TIPOKAAOUVTAL Ao Yeyovota cuykpouaong (collision events) kat avtidpouv
OTOV TIOUKTN TOU TIaLXVLOLOU HE EVEPYELEC TIOU TIPOKAAOUVTAL OO YEYOVOTA TTANKTPOAOYIOU (matnua
KATtoLou TARKTPOU) 1 TIOVTIKLOU (KALK).

MNa mo moAUmAoka Tmalyvidia umdpxouv Kkal AGAAoL TUTOL MECWV TIOU UTTOPOUUE va

XPNOLLOTIOL|COUE KATA TNV QVATTTUEN: LOVOTIATLA, OEVAPLA, YPOUHOTOOELPEG Kal AwpPLdeg xpovou.
Ta péoa auta epdavidovral povo otav ekteAoupe to Game Maker oe Advanced Mode.
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Anpoupyia matyvidlou pe to Game Maker 8.1 Lite

2 - To TpwTo puag mayvisdt

Ac ¢ptia€oupe to Mpwto pag motyvidt oto Game Maker. O okomog autol Tou matyvidlol gival n
ouMoyn ¢poUlTWV ToU KLvouvTal 0TV 080vVn Tuxala Kal PO OAEG TIG KateuBuvoels. O maiktng
oUM\EéyeL Ta ppouTa pe To Ttovtikl kot kepdilel movtoug. Ta ppouta mou Kivouvtal Taxutepa Sivouv
TIEPLOCOTEPOUG TOVIOUG QMO QUTA TIOU KlvoUvtal Tio apyd. Emiong, otnv oBdévn upmopel va
eudaviotolv BouPeg, n cuAloyn Twv omolwv £XEL WG ATOTEAECUA va XAVEL TO Tatyvidl o maiktng
KOl CUVETTWG TIPETIEL VL TIG artodeVyel. H 006vn Tou maxvidiol poldlel e TNV TAPAKATW EKOVAL:

BeBalwBeite 6tL To Game Maker ekteleital og Simple Mode (oto pevou File dev mpémel va umapyet
onuadt eAéyxou oto Advanced Mode)

&} Publish your Game...
Advanced Mode

@ Exit Alt+F4

KOl 0KOAOUBNOTE Ta MAPAKATW Bripora:
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Anutoupyia moxvidlov pe to Game Maker 8.1 Lite

[ Game
Maker ]

’ 1o BApa: Evcaywyn tTwv Sprites

Xpelalopaote €KOVEG (sprites) yla Toug toixoug, ta ¢ppouTa Kot TiG BouPes. EmAéEte oto pevou
Resources - Create Sprite 1} KAvte KALK 0TO KOUTTL

21N ¢Opua TOU avolyeL matAote To KouuTti Load Sprite

Mame:  sprited

% Load Sprite

Width: 32 Height: 32
Murnber of subimages: 0

210 mapdBupo mou eudaviletal nepinynBeite otov dakeho Tutoriall (BplokeTal péoa oto dakeAo
gykataotoong tou Game Maker), avoiéte tnv swova wall.png (toiyog) kaL Swote oto sprite éva
KatdAAnAo ovoua, T.x. spr_wall.

o B
@ Cpen a Sprite Image { £8
L] =
Mezpedvnon os: ||| Tutoriall - @ mr Image Information
N T Show Preview
L] =
e
Mpoo.Beozg
m O ) @
B apple.png banana.png bomb.png cherry.png
epyaaiog
I -_’ {no picture)
L
Bif Ao Brikeg
[ Make Cpaque
&Au 0 . ["1Remove Background
o strawberry.png wall.png [] smooth Edges
YrohoyoTrg
Ovopo opxeiou - Avolyuo
@' Apxeia Tonou: All Supported File Types v] [ Aaspo ]
= = A

Hame:  zpr_wall
% Load Sprite q

Matnote to kouurni OK. Ita aplotepd Tou napabupou tou Game Maker @& File Edit Resou
Ba epdaviotel To sprite mou npocBbéoate. NAHIZ e

4 E‘) Sprites
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Anuoupyia moyvidol pe to Game Maker 8.1 Lite

Me mapopolo tpomo mpocBeéote sprites yla to pAAo (apple), tnv pnavava (banana), tn Boupa
(bomb), to Kkepdot (cherry) kat tn ppdouvAa (strawberry). H Alota pe ta sprites Ba mpémetl va
dailvetal OMWE OoTNV MAPAKATW ELKOVAL:

@File Edit Resource

O3 H & |

4 - Sprites
A spr_wal
..... .‘. spr_apple
]} spr_banana
spr_bomb
..... GL spr_Cthf_'r'
@ spr_strawbeny
----- 1 Sounds

Amnobnkevote TNV gpyacia cog matwvtag Save oto pevou File kat emAéyovtag KataAAnAo ovopa
Kal pakeAo amoBrikevonc. Ta apxeia mou dnuloupyolvral amo to Game Maker 8.1 €xouv emékTaon
.gm81.

20 Brpa: Anpovpyia twv Objects

Ta sprites elval poOvo €lKOVEG Kal Sev KAavouv timota (peTakivnon, aviidpacn oto KAK Tou
TIOVTIKLOU, KATL). Mpémel va dnuoupynBouv objects (avtikeipeva) ta omoia va ouvdeBolv pe
avtiotola sprites. Ma va dnpoupynoete €va object, emlé€te oto pevol Resources -» Create
Object 1 KAVTE KALK OTO KOUMTTL

2tn $pOopua ou avoliyel Swote mpwta oto object éva dvoua, TuY.
obj_wall, KoL 0T GUVEXELO AVTLOTOLXIOTE TO e TO KAtaAAnAo sprite

Mame:  obj_wall Ewents:

Sprite

TIATWVTAC 0TOo €LkoVidlo pevou mou Bpioketal S€€Ld Tou <no sprite> ot E
Kall ETUAEYovTag amod To Pevou mou epdaviletal To sprite Tou Tolxou ow “no sprite>
' ' ' ’ ' . Il
(spr_wall). O Toixoc mpémel va eivat cupmaynic wote ta ppolta va @ s ‘\
. . . . . . r eoyeyg | [@vistle  [7]5oid | @ sprapple
NV mepvoUV HEoa ar' autov. M auTto ToekApeTe TNV eTtlAoyn Solid. )
, , , . spr_banana
Matrote to koupri OK yia va kAeloete T popua. & | spebomb
4b  spr_cherry
spr_strawberry
_—

ITn CUVEXELO UE TIOPOUOLO TPOTIo SnuLoupynote To object yia to pnAo Sivovtag tou €va ovoua, Tu.X.
obj _apple, koL cuvbéovtdg to pe To apple sprite. To punho dev eival cuumayég (solid). To
OVTIKELLEVO TOU URAOU Ba MPETEL VA ATMOKTHOEL KATIOW oUPTIEPLdOPA: va KLVELTAL TPpLyUpw oTNV
0006vn Kal va avtdpa ota KALK TOU TTOVTLKLOU.
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Anpoupyia matyvidlou pe to Game Maker 8.1 Lite

Apxkd Ba KAVOUHE TO MAAO VA KIVELTAL OTAV QUTO SNULOUPYELTOL.  Choose the Event to Add E
2tn ¢Oopua tou obj_apple matiote 1o kouuni Add Event kal otn =r— o ]
dopua mou Ba epdaviotel emNé€te To Create event. [ Destroy [ @ Other ]
(2 slam | [ Draw ]
[(#3e IET e
[ # calision | [ # keuRelease |

21N ouveéxela mpooBéote KatdAAnAo action tpafwvtag to otn Alota Actions:

e Move Fixed (kaptéla move) - ove

N [8]
B

Y10 mopAaBupo MoU aVolyEL TATHOTE 0 OAQ T OKTW BEAAKLA
(oL kateuBUVoELG TTou pmopei va kivnBel to urAo), opiote tnv i

() Other

Toyutnta os 8 kat natnote OK. © Object

T

To priho Ba pémet va avarnddet oToug Toixouc. M quTO TPETEL VoL | Chesse the Brentto Add ]
opLoTel Eva yeyovog ouykpouong (collision event). Natrote to (4 Create | [ Mouse ]|
kouprti Add Event kai otn pdppa ou Ba epdaviotel emNEETE TO [ ety ][ @ otper ]
Collision event. [P &l ] ™ Diaw ]

[ 5 sten | [ ZnkeyPress |

[ 34 Callision | [ B keyPclease |

210 pevou mou gudaviletal emlefte to wall object. Me emileypévo to Collision event tpafnéte to
bounce action (evépyeia avarnridnonc) otn Alota Actions:
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Anpoupyia matyvidlou pe to Game Maker 8.1 Lite

e Bounce (kaptéAa move) - Jump

2,

MNatrote OK otn poppa mou sudaviletal.

O naiktng Tou TayVvLSLoU Ba TpEMEL VoL LIOPEL VAL KAVEL KALK TLAVW | Chosse the Event to Add S|

OTO UAAO KOl AUTO va KLVeital o€ tuxaia katevBuveon. Emiong, o e | [ Mo
TAKTNG TIPETEL va TtalipveL tovtoug. Matnote to Kouurni Add Event | [ Gpem | [+ ote
ko otn popua rov Ba epdavictel emhe§te to Mouse event KaL 6TO || (3 aam | (™ Dran ]
pevou mou gpdaviletal emhé€te Left pressed (matnua aptotepol BT EP
TANKTPOU TOU TToVTIKLOU). [#¢Colioon | [ KegRelosse ]
(Stopms ]
X

Me emheyuévo To Left Pressed event tpafnéte ta mapakdtw actions
otn Alota Actions:

e Jump to Random (kaptéAa move)

@

k=] B (B s
=l & 3

MNatrote OK.

Me tnv €VEPYELDL QUTH ME TO APLOTEPO KALK TOU TIOVTIKIOU OTO MAAO autd Klveltal og tuxaia
katevBuvon.

e Set Score (kaptéAa score)

- Score
- Lives

]

- Health

ECIE

auoos |0UL0D I ZUEL I LLIELL | anoL
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Anpoupyia matyvidlou pe to Game Maker 8.1 Lite

[ Game
Maker ]

Y10 mapaBbupo mou spudaviletal TANKTPOAOYNOTE TO GKOP, ssoe

T.X. 50, KL ToekdpeTe TNV emAoyn Relative wote va ' =
TpoOoTiOeTaL N TLUA TOU OKOP OTO 16N UTIAPXOV. B

new score; 50

7

Fielative

s

‘Etol 0AOKANPWVETAL O OPLOUOG TOU pAAOU Kot n Alota Twv events kal actions mpénel va ¢aivetat
OTIWG TTOPAKATW:

Mame:  obj_apple Everts: Auctiong:

Sprite 1] Create Jumnp to a random position

ob_wal
@ I$DT_EI:'D|E B * r P - ; Set the score relative to 50

Yisible [] 5olid

MNatrote OK.

30 Brpa: Anpovpyia Awpartiov (Room)

META TOV 0PLOO TOU TOlXoU Kot Tou HRAoU TpENEL va dnpoupynBel éva dwuadtio (room), yla va
tonoBetnBolVv og auto. lNa va dnuoupynoete Eva room, eTiAéEte oto pevou Resources = Create
Room 1} KAVTE KALK OTO KOUMTTL

]
EudaviZetal n ¢poppa tou Swuatiou, ota aploTepd TNG onoiag 2biocts | setings] backgounds
UTIAPXOUV TPELG KAPTEAEG: objects, settings, backgrounds. Ita i

61 UTIAPYXEL TIPOG TO TIAPOV MO ASELa TTEPLOXN TOU £lval O
TMPAYUATIKOC XWPOG TOU Owpatiou Kol o€ autov Ba
tornoBetnBolv Ta avtikeipeva (objects). Kdatw aplotepd
TIATAOTE OTO €LKOViSLO pevou kal erhé€te To wall object.

I i
Obijgct to add with left mol“
lobi_wall =)
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Anutoupyia moxvidlov pe to Game Maker 8.1 Lite

[ Game
Maker ]

TomoBeTNOTE PE KALK OTLYHLOTUTIOL [y 0| () o o @ [swwv 2 (B, +| 5~ & &
TOU TOlYoU 0TO SWUATLO WOTE va A setns| backgouds
dnuoupynBet o xwpog tou. Ztn @\

OUVEXELQ TTIOTHOTE OTO ELKOVISLO

o

Hevou Tto apple object kat ]

TOMOOETAOTE HUEPIKA OTLYULOTUTIOL

Tou uRAou o dladopa Tuyaia | ®

O'r] H.E ’La 01—0 Xd)po IOU awuaTtOU. Obiect to add with left mouse:

Matiote to npdowvo checkmark Piwie 8

. . Laft mouse button =

onpadt, yla vo armoBOnkeuBel kat var || [ @

kAeioeL n pépua tou Swuatiov. S sl
Right mouss buston = menu '
+ St = delatsall
ko e =l 5 )

40 Bripa: EAEyX0G TOU TaLXVLSLoU

AmoBnkevote mpwta to TaXVidL. EmAé§te oto pevol Run -> Run normally ) kdvte kAlk oto
Kou Tl

b

Av akoAouBroate cwotd ta mponyoupeva Bruata, tote Ba s€adaviotel To mapdbupo tou Game
Maker kat Ba epdaviotel Eéva mapdBupo oto omnoio Ba pmopeite va maifete To MPWTO oOG TaLyVidL.
EAéyEte mpooekTKA av OAa SouAgUoUV OTtwG Tl oXeSLACATE PEXPL TWPA. AV T UAAQ KTUTIAVE TTAVW
o€ toixo, Tote Ba mpenel va avanndave. Av KatadEPETE va KAVETE KALK TAVW o€ €va pnAo, tote Ba
TIPETEL va BAETETE TO OKOP 0AG VA AUEAVEL Kal To PAAO va avarmnddel oe tuxaia katevBuvon.
Mropeite va mpoBdaAete to mayvidl og MAnpn 006vn matwvtag To MANKTPOo F4. MatRote To MANKIPO
Esc yLo va. TepUaTLOTEL TO IO VISL KaL va eTiotpeete oto Game Maker.

50 Bripa: NpooOnkn ¢povrou ‘

Ma va KAVOUUE wpaLoTepo To Talxvidl pag, umopolpe va mpocBécoupe éva ¢ovto (background)
g emloyng pog. Emé§te oto pevolu Resources -» Create Background 1 kdvte kA oto
KOU prtl

-

2tn $opua nou epdavitetal dwote oto Govio eva Katdhnlo ovopa .-

. , back_wood
(r.x. back_wood ) kal matiote 1o Kouuni Load Background.

[B Load Background ]
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Anuoupyia moyvidol pe to Game Maker 8.1 Lite

2to napabupo mou epdaviletal nepinynbeite otov pakeho Tutoriall 1 = Sprites
(Bploketal péoca otov ¢pakelo gykataoctacnc tou Game Maker) kat i) Sounds
avoifte v ewoéva wood.gif (§0Awo @ovro). Matfote OK, ywa va 4L Backgrounds

, , , . , , R back, d
kAeloeL n ¢oppa. To povto mpemel va epdavitetar otn Aiota ota | = Dhiei:is_wun
apLoTEPQL. 4. Rooms
g roomd
FLI

ITn OUVEXELA TIPETEL VAL KAVOULE 0paTO TO POVTIO 0TO SWHATLO TIOU Dbiectgl setings backgruundsL

dnuloupynoape os mponyouuevo Bripa (roomo0). Avoifte tn dpoppa
, , , . / . Draw background colar

Tou Sdwpartiov, KAvte KALK 0To €lkoVidlo pevou (SimAa Tou apxLka

ypadet <no background>) otnv kaptéAa backgrounds kot emAé€te Color [ 7]

To EUAWvO dovto (back_wood) otn Alota mou eudaviletal. Matrnote Background D

10 pacowo checkmark onuadt, ylo va armoBnkeuBel kat va kKAeloeL n E:Etg:gagg 12
dopua Tou Swpatiou. Background 3
Backaground 4
Background 5
Background B
Background ¥

Wizible when room startz

[] Foreground image

|I:-a-:k_wu:u:u:| %

[Z] Tile Hewr o

60 Brpa: NpooOnkn RXou

MmnopoU e va pocBEcou e Kot A0 oto maxvidt pag. Otav KAvoupe KALK mavw oto unAo, Ba Atav

KAAUTEPO va aKOUYeTal Eva NXNTIKO edpé. EmAé€te oto pevol Resources - Create Sound 1) kavte
KALK 0TO KOUMTTL

\

Itn ¢opua mou eudaviletal dwote Eva

, . , 10D Sprites M arme; d_click,
katdAAnAo ovopa otov nxo (r.x. snd_click) kat 4.5 Sounds Hame:  znd_clic
noTAoTe To koupni Load Sound. 5to mopdBupo | -k snd_click _
; ; . 4= Backgrounds % Load Sound [E
mou eudaviletal mepinynbeite otov ¢dpakedo 4T 9
. , s , P e back_wood
Tutoriall ~ (Bpioketar peoa oto  ¢akeho | ) Objects ’ k- Save Sound ]
gykataotaong tou Game Maker) kat avoi€te 4.~ Rooms : .
i . , T Filename: click.way
T0 apyeio click.wav. Matfote OK, v va | ‘-|g roomd
KheloeL n  doppua. O Axoc mpémel va  -lil Game Infarmation =

eudaviletal otn Alota ota aplotepd.

[12]



Anpoupyia matyvidlou pe to Game Maker 8.1 Lite

Zavavoifte pe SUTAG KAK TO avrikeipevo tou pRAou (obj_apple) kat oto
event Left Pressed npooBéote 1o action Play Sound (koptéAa mainl).

Ito mapdBupo mou eudaviletal emAéEte TOV X0

TIATWVTAG OTO €lKOViSLO pevol oto medio sound.

Matnote OK, yla va kAsloete T dpopua.

Mame:  obj_apple Ewvents:
Sprite ¢ Ereate.
@ Ispr_apple = 'N'. obi_wall
[ Mew | [ Edit |
Vizible Solid

MmnopoUue va  mpooBécoupe  KalL Ao
napacknviou  oto  mouxvidt  pag.  Apxika
npocBéote évav NXo ONMwWG KAVATE TAPATIAVW
(m.x. To apxelo nxou music.mid). Itn ocuvéxela
dnuloupynote éva véo avtikeipevo (object) kat
dwote tou KatdAAnAo ovopa (r.x. obj_music).
Asv amatteital ovvdeon HE KAMOlA  ELKOVA
(sprite). Zto avrtikeipevo auto emAé€te To Create
event kat mpocBéote to Play Sound action. Ito
napdbupo mou epdaviletal EMAEETE TN LOUCLKN
oag kat oto nedio loop BaAte tnv Twun true. Ito
TéNog mpooBéote €va Kal POVO €va OTLYULOTUTIO
TOU OVTIKELLEVOU KATIOU PESA OTO SWUATLO.

[13]

- Sounds ——
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- Roomz ——

zound; Isnd_click

loop:  falze

Actions;

Jump to a random pozition
Set the score relative to 50
Play zound snd_click

DbiECt$| settingsl backgroundz

- Objects

L] [] []

- Sprite ——

Ok 4

- Sounds

-Roomz —— | |

LUIEL an0Ll

[oUas | FLEL

Object to add with left mouse:

Iu:ul:ui_musiu: Ea




Anutoupyia moxvidlov pe to Game Maker 8.1 Lite

70 Brpa: Npoodnkn neplocotepwv ppolTwWV

Ma va yivel o evéladépov to mayvidt pag, umopoU e va mpocBEécoupe Katl aAAa ppolTa o€ aUTO.
Ye mponyoLuevo PBrua mpocBEoape TG lkoveg Stadopwv ppolTwy (sprites), omote Twpa apkel
HOVO va  SnULoOUPYNOOUME Ta amapaitnta avikeipeva (m.x. obj banana, obj_cherry «kat
obj_strawberry). H &wadikacia esivat akplpwg n dia pe auvty mou akoAoubrnoape ywa va
SNULOUPYNOOUE TO AVTIKE(UEVO TOU HUAAoU (ouumepldopEg, TomoBEtnon oto Swudtlo). H taxutnta
KOL Ol TIOVTOL TwV VEWV ¢GpOoUTWV UMopolV va pubulotolv oe SladopeTIKEC TIUEC (TaxUTEPO
dpouTo, peyalltepo oKop).

EvaAAakTikd, yla va kepdiooupe xpovo, UmopoU e 4= Objects
va avTLlypAPou e Eva £TOLUO QVTLKELLEVO ppoUTou ! obi_wal
’ . ’ l- |:||:|. B 1
u§ ™mv sm)\?yn Duplllcate,, TtOUIE}.ld)OtVLZET'OLL, ’av -:||:|!|:m|: [ Insert Object 2
kavoupe Oe€l kAlk mavw ¢’ auto. Mpoooxn uHovo _
. . , \ 4= Rooms || | Duplicate Alt+Ins eft
oTNV aAAayn TOU OVOUOTOC TOU VEOU ¢pouTou Kol 8 roomD [}
NG oLVOeoNG Ue TNV KATAAANAN €lkOva (sprite). . i] Game Irfq ¢ Delete Shift+Del
----- | Global Ga
IEE Rename F2 a
| =
Properties... Alt+Enter pis

18 | 2 =yt | I

80 Brua: NpocOnkn Boupwv

210 onuelo auto Ba acxoAnBoUue He TNV avamtuén evog KATAAANAOU TPOTIOU WOTE O MAIKTNG TOU
mavidlol val XAVeLl KATola OTLyUn. XTo SwHATIo Tou Tatyvidlol UMOPOUE va TOMOBETHCOUE
HUEPLKEG BOUBEC Kal, OTAV O TALKTNG KAVEL KALK (katd AdBog) oe pia and autég, tote Ba xavel. Ot
BouBeg Ba eival akivnteg, aAAd, yla va SuckoAéPpoupe to mavidt, o aplBuoc toug Ba avéavetal
OUVEXWC LE TO MEPACA TOU XPOVOU.

H ewova (sprite) tng BOpPBag undapxel Adn and mponyouuevo Brpa. AnpLOUPYHOTE TO AVIIKEILEVO
™¢ BopPag (obj_bomb) kat cuvbéote to pe to sprite spr_bomb. EmAé€te to Create event kal
npooBéote to Jump to Random action (kaptéAa move).

Mame: b homb Events: Achions:
Sprite o SR ﬁ Jurmp to a random poszition
@ o & N
[ Mew | [ Edit |

Vizible [] 5olid

[14]



Anpoupyia matyvidlou pe to Game Maker 8.1 Lite

[ Game
Maker ]

Otav o maiktng Kavel KALK mavw o€ pia Boupa, BEAoupe va akoUyetal €vag KaTaAAnAog nxog, va
eudaviletal o mivakag pe ta high scores kat va teAewwvel to malyvidl. Omwg KAvate Kal o€
ponyouHevo BrAua, dnULoupynoTte Evav X0 Kal oVvOUAoTe Tov KataAAnAa, Ti.x. snd_explosion. Ztn
OUVEXELXL OTO avTlKelpevo NG Poppag emidé€te To Mouse Left Pressed event kol mpooBEote ta
actions: Play Sound (kaptéla mainl) ylwa va akouotel o AXo¢ tng €kpnéng tng Boupag, Sleep
(kaptéAa main2) yla Alyo xpovo KaBuotEpnong WOoTE VoL CUVELONTOTOLNCEL O TIAUKTNG OTL €XOOE,
Show High Score (kaptéla score) yla epdavion tng Alotag pe ta vPnAd okop kot End Game
(kapTtéAa main2) ylo va tepUaTtiosl To matyvidt.

Mame:  obj bomb Events: Actions;
Sprite u Lreate ‘e,'j Play zound snd_explosion
- Y IT B Left Fressed y
Fpr_bom a 72z | Sleep 1000 milizeconds
[ Mew | [ Edt | éE Show the highscaore table
Wisible 7] 5alid (0] | End the game

%

Ma va au€AaveTal Pe To MEPOOHO TOU XPOVOU 0 aplOuog twv Boppwy, Y. Kabe 2 dsutepolenta, Oa
TIPEMEL VA SNULOUPYNOOUUE €va VEO OVTIKELUEVO TO oOmoilo &ev OUVOEOUUE HE KATOLO ELKOVA
(sprite). 2tn cupuneplpopd TOU AVIIKELUEVOU auToU Ba XpnNOLULOTIOLOOUUE £va XpOVOUETpoO (alarm)
10 omoio Ba petpdel avtiotpoda kat otav ptavel oto 0 Oa dnuoupyeitat pia Bopupa.

AnpLOUPYNOTE TO VEO QVTIKELMEVO KOl SWOTE TOU Se_
KatdAAnAo ovopa, T.X. obj_alarm. Em\éfte to _

Create event kal npooB£ote 10 Set Alarm action Applies to
(kaptéAa main2). @éote Tov aplBud Twv Pnudtwy : @ Sef
lco pe 60 (ta 30 PrApota aviotolouv oe 1 " gtb?:;t:
beutepOAemto). Mpémel va elval eMAEYUEVO TO )

Alarm 0.

number of steps; 60

in alarm no; Alarm 0

N

[T] Relative

[15]



Anpoupyia matyvidlou pe to Game Maker 8.1 Lite

ErtAé€te to Alarm Alarm 0 event kal mpooBéote
to Create Instance action (kaptéAa mainl). To
action autd Snuloupyel €va véo OTLYULOTUTIO Applies to
QVTIKELWEVOU. ITo TapdBupo mou epdaviletal @ Self

er\é€te oto medio object to obj_bomb. © Other

() Object;

[
b5

object:  ob{_bomb
w 0
w0

[ Relative

7o

ITN CUVEXELA TIPETIEL VOL OPXLKOTIOLOOUHE TO XPOVOUETPO Yyl va EEKVAOEL TTAAL TNV avtiotpodn
uétpnon. Zto Alarm 0 event npooBéote to Set Alarm action (kaptéAa main2) kot B€ote Tov aplOuo
TwV Bnuatwy oo pe 60.

Mame:  obj_alarm Events: Actionz:

Spiite o Lreate “) Create instance of object ob_bomb

- # &larm 0
|<n|:| zprite Ea : 3 Set Alarm 0 to B0

=10 I}

Visible ] 50lid

MNatiote OK, yla va anoBnkeVoeTe Kol va KAELOETE TN PoOpA.

210 TEAOG POCOEoTE €va KoL LOVO €VAl OTLYULOTUTIO TOU OVTIKELUEVOU Obj alarm kdmou péoa oto
dwpartio. AmoBnkevote to TalyvidL kal maifte to, yla va To SOKLUAOETE.

‘ 90 BrAua: NpocORkn odnyLwv

Otav dnuloupyol e €va malxvidl, KaAo eival va mapExoupe kat odnyleg yla AJE‘J Rooms
ToUG KovOveG tou. Kavte SmAG KAk otnv emloyr) Game Information kot | “~ 5 roomd

. . / / . o kil Game Information |
alte OAec TIc amoapaltntec mAnpodople L0l TOUC TTOLKTEC TOU Ttallyvidlol | Jr !
vp LIJ 6 TS p n ’C ne d) P , SV S S X el [Global Game Settings
00C OTOV EMEEEPYOLOTH KELUEVOU TIOU QVOLYEL.

©

ZuyxapentipLa, To MPWTOo oo rtatxvidt eivat £tolpo!
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3 - Avagpopéc

1. Designing Games with GameMaker Version 8.1 by YoYo Games Ltd
(GameMaker Documentation).

2. Tutorial, Your First Game (GameMaker).
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