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H éykpion ¢ mropokng epyocsiog amd 10 Tunuoa  Awoiknong
Emyeipnoewv/Mecoroyyiov tov TEI Avtikng EAAGS0G dev vtodnAdvel amapoittmg

KOl 0T000YN TOV OTOYEWDV TOL GLYYPOUPLN €K LEPOVS TOV TUAUATOG.



IHEPIAHYH

H mapodoo mroyakn epyacio onpovpyndnke pe okomd TNV
KATOVONON UEPIKMV PBACIKOV AgTovpyidv Tov mpoypaupatog Game Maker
Studio ¢ Etaupiog Yoyo Game ko €xet ¢ O€pa tnv onpuovpyio moyvioumy.
2TOY0C TN WTVYKNG AT €ival Voo OMCEL Lo OPOAY EIGOYMYY] G QVTOVG
ov emBVUOVYV Vo KAVOLV TO TPOTA TOVS PAUOTE GTO ¥MPO TOL gaming

development .

Onwg avaeépape Kol Topomive 1 TTUYLOKN QLT ETKEVIPOVETE YOPO
and 1o Tpoypappo Game Maker Studio , éva mpdypappa pe peydan otopio
Kot TOAAEG duvatodtteg . Ba emkevipmBolpe Kuplag otng dSvvaTOTNTESG TOL
npoypappatog yo. Development (2D) d16d1d0ToTo NAEKTPOVIKA oY VIOLL e
po pikpn avaeopd oto xdpo tov (3D) tpiodidctato NAEKTPOVIKE Tty vidla.
O avaADoOoLE TO EPYOAELN TTOL HOG TOPEXOVTOL Ko OOOETEL TO TPOYPOLLLILOL
Kot TG duvatdOTNTES TOvS. AkOun Bo epguvrcovpe katl Bo KOTOVOCOVUE M
évav Babpo v TpoypaloTIoTIKN YAOooH Tov ypnotponotel to Game Maker
Studio onAadn tnv GM-Language. ®a doOLE TO GLVTOKTIKO TNG, CLVOPTNCELS,

petaPAntég ko g PpArodnkeg .

Aol €&yovpe kotavonocer ®g €vov Pobud ta mopomdve  Oa
TELEWMGOVUE TNV TTUYOKY] HE TNV dNUovpyios vOg NAEKTPOVIKOD TOLVidlo0
(DEMO), mov Ba to ovopdoovpue ~ CATCH THE CLOWN ~ kot 6o
AVOADGOLUE KOTOEG OO TNG OVTOLOTOTOMUEVEG AEITOVPYIES TNG UNYOVIG
pag, mov avtd onuaivel 0tt Ba dobue Twg pmopovue v eTidEovue Eva
NAEKTPOVIKO TOtyvidl ympig vor xpNOILOTON|GOVUE KOOOAOD KOOKO KAVOVTOG

TO 100VIKO TOPAOELY LD Y10 TOV OO XPNOT).

Axoun va avagépovpe Tog mopd to yeyovog 01t Game Maker Studio
etvat éva TOAD a&LOA0Y0 Kot TAPa TOAD SLOOESOUEVO TTPOYPOLLLLO, Glyovpo. deV
elvar o povadikd. EEHcov modd dtadedopévo Kot a&lohoyo Tpoypappota. tvoe
to Unity mov oe oavtifBeon pe to G.M.S. umopei o ypnog pe owtd va
dnpovpynoetl 1o (3D) tprodidotata moyvidin 6co kot (2D) dvcdidortarta.

Etvor onuovtikd va avaeépoope 01t to Unity ypnoyLonotet mopamdve amd o



YADGGES TPOYPOUUATIGHOD  OIVOVTAG TOL TOPOTAVED  OLVATOTNTEG KOl
elevbepieg, aAld TpocHETEL TO OPYNTIKO NG EMITAE®DY OLVGKOALNG KAVOVTAC TO

dVGKOAO GOG TPATAGN Y10, APYEPLOVS GTOV YDPO.
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GMS: Game Maker Studio
GML: Game Maker Language
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KE®AAAIO ITPQTO

IXTOPIKH ANAAPOMH

Eivar yvooto, mog oe oTidonmote ki av BEAovUE Vo KAVOLLLE, Kol Kupiwg OTov
Exel oyéom e TOV TPOYPOUUUOTICUO KOl TNV VAOTOINGCT KATOWO0L £PYOv, TO TPOTO
npdypa Bo mov mpémer vor kdvovpe, glvarl €vag KOAOS, ocwotdg kol avia&log Tmv
ATOUTAOEMV oG  apykds oyxedacpds. Avtd oyvel kor otav  Béhovue  va
ONUOVPYNOOLUE EVOL MAEKTPOVIKO ToLyViol, OCYETO HE TNV TAATEOpUO Tov Oa
YPNOLUOTOUCOVUE. YTAPYEL L0l GYETIKY|] «O10P®VIO» Y10 TO TOL0 TIGTOMOLEITOL G TO
TPADTO NAEKTPOVIKO (YNPLokd) moryvidl mov onpovpyndnke yio Tovg VTOAOYIGTEG.
Avto BéPara pmopel va amavinBel AapPdvovrag vwoyn Tov opioud mov B ddcEL 0
KaBévag yuo ta «Prvteomaryvidlo». Avtd to Aépe dOTL mopadeiypatog xdpn n AEEn
«Pivteo» otn ovvlemn AéEn «Prvreomaryvidyy avaQEPETOL GTN GVOKEVT OTEIKOVIONG
MOV YPNOWOTOlElTaL Yo TV ypnon Tov moryvidwd. [TAéov, pe 1t AéEn
«Bvtreomaryvidws, Aappdvoovpe vdyn pog Kot GBALOLG GpoVG Kot TOPAUETPOVS, OGS
ToV TOTO NG 000VNG OV YPNGIUOTOIOVUE, TNV TAATEOPUA KOt TO, AowTd. QG mTpdTO
Bvteomaryvidl oV 16T0pi0 TOV NAEKTPOVIKMY DIOAOYIGTAOV TAVIWOS EYEL EXIKPOTI|OEL
70 YV0o1d g «Pong» t0 0moio eppaviotnke v dekaetia Tov 60.

To «Pong» vmpée pia moAd amAf epapuoyr|, Kabmg amroTteAoOVIaY HOVO oo
KIVOOUEVOL TETPAYMVAKLO, TA YVOOTH o€ 0AovG pog pixels. Eivor évo mouyviol, mov
ToAAOL amd eldg iomg va £xovv maiEel, otV To e€eAYUEVI LOPPT] TOV PLGIKA, OTTOV
0 moiytng xwel pe to movtikt Tov ( 000 APOPA TNV £KO0CT TOV Y10 NAEKTPOVIKO
VTOAOYIOTN) €Va TOAPUAANAOYPOUUO OVTIKEILEVO TAVE KAT®, Kot Tpocmadel €Tl vo
ammOnoel éva UTOAGKL MGTE VO, UV TEPACEL TNV VONTH YPOUUN THo® ond avTtd To
avtikeipevo. AAG avtiBétmg mpoomabel vo oteidlet avtd TO PIOAGKL OKPPBOS
amEVAVTL TOV, GTNV VONTY YPOUUN TOV OVIUTAAOV, TOV GTNV TPOKEIUEVT] TEPIMTMOON
amoterel o Tpdwn popen Texvntng Nonpoovvng, apov o avTimaAdg Tov ivat o
VTOAOYLOTHC.

o No onuelwbel g 10 CLYKEKPIUEVO MAEKTPOVIKO oy viot,
YVOpIoe TEPAOTIL EmTVYiO, O TayKOoUlo eminedo. Aev dpynoav va
EULPAVIOTOVV OTIC KOPETEPLEG TOL YVMOOGTH KOVTLY NAEKTPOVIKADV TTOLYVIOIDV TOV
Aertovpyohv pe Képuata, pe to ovoupa Atari-Pong, agol 1 Atari ftav kol n
TPAOTN Toupio Tov 10 EPyore og avThv TV pope1|. Emopévmg eivar AdBoc va
motevovpe mwg to Packman, yio 10 omoio pog pildve ot yoveig pog mov
émonlov OTIC KOPETEPLEG, €lval Kol TO O TOAO MAEKTPOVIKO motyvidl mov

VINPYE GE QT TN LOPOT]. Michael Rohde (2014) Game Maker: Studio for Dummies



Onog emmdnke mopondve , vedpyovy Kot avtol ot omoiot apeiepnTovy v
TpoTd ToL Pong, Kot Bempodv mg «Apynyovs» TV NAEKTPOVIKAOV ToyVIOLDV, KATOoo
AL ONULOVPYHLLOTOL.

‘Eva and avtd eivon kow 10 «Cathode Ray Tube Amusement Device» ,
dnpovpynua tov 1947.

To moyviol avtd, amoteAovoe £vav TPOCOUOI®TH TLPALA®V, KATL 7OV
EUTVEDOTNKOV Ol GYEOOOTEC TOL amd TIG 006vec pavtdp Tov Agdtepov Tlaykoopiov
[ToAépov. To moyvidt yPNOYOTOOVCE KATOLOL OVOAOYIKG KLUKADUOTO Kot Oyl
YNouKd, Kot propovoe kdmolog vo eAEyEEL TV mopeia kot v B€om TG Kovkidag
otV 006v.

To 1010 étog, éyve emiong po mpoomdbela Yo ™ Onpovpyic TOL TPAOTOL
NAEKTPOVIKOD TTPocopot®t Yo moryvidle okaktod (Chess). H mpoondbeia avtn, av
Kol Oyl €KATO TNG €K0TO €MTLYNG, £Ytve amd tovg Alan Turing kot Dietrich Prinz .
[Moporo avtd nrov éva axdun peyaAo Pruo tov avBpdmov OGO apopd TNV
VOTMLOGUVT] T®V UNYOVOV.

To 1951 ypdopetor otv 1otopio @G T0 £T0g 7OV OMUOLPYNONKE O TPDTOG
VTOAOYIOTIG MOV QTLIYTNKE OMOKAEIOTIKA Kot povo yio va mailel éva moryviol. ‘Htoav oty
0VGia 0G TOVLE 1) TPDTY KOVGOLN NAEKTPOVIKOD TTOLYVIO00, Qv pmopel BEPata va ovopaoTtel
€10l MOy TtV Ttepactiov Oactdoswv mov eixe. To vomua avtig, NIMROD, kot o
KaTooKeELOOTNG NG o Ferranti. ' tnv 1otopia, o Taryvidl avtd ovopaldtay Nim.

To 1952 éyovpe v gupdvion tov OXO, 1 aAdlmdg Noughts and Crosses( Tic-Tac-
Toe) vyvootrd omv EAAGSa g Tpihla. O Alexander S. Douglas dmuodpynoce yioo Tpdtn
Qopd, po MAEKTPOVIKT HopPn Tov ayvidtov «Tpikilor, eupavifovtag £To1 TN «oKNV TOV
NAEKTPOVIKOV TOLYVIOIDV» TO TPMTO TOLYVIOL GTOV VTOAOYIGTH] TOL YPTOLUOTOIOVCE LU0
ynowkn 086vn ypapwadv. Emiong n epapuoyn avty mpotomopel 6to 0TI UTOpovoE Vo
amofnkevtel. o va mai&el KAmo1og avtd 10 TaLyVidl, ¥PNCLLOTOIOVGE EVOL TEPIGTPEPOLEVO
HOYAOD.

E&loov onpavtikny epedpeon emtevydnke to 1958, and tov William Higinbotham, o
0TO10¢ KOTOOKEVOAOE Evay e£0UOIMTH TEVIG, 1] COUE®VA pE Kamolovg évav e&opoiwt Ping-
Pong, 10 «Tennis for two».



KE®AAAIO AEYTEPO

EI'XEIPIAIO EKMAG®HXHX TOY GAME MAKER
STUDIO

EIZAT'QI'H

To GAME MAKER c¢ivat and ta mo dadedopéva epyoreia, Kot KOPLo
o100 £youvv TNV Onuovpyio. TOVIOIOV Yoo OAQOpPEG  TAATPOPLEC.
Anuovpydc Kot €kd0TNG aLTNG ™S epoappoyng elvar o Mark Overmars

http://www.yoyogames.com/ Omov givar 1 emionun 16T00eAd0 TNG ETOUPTOC.

‘()Y(G),X!(\)/\ES WA SHOWCE Loy U comnny Q &

e

GameMaker Studio

HAektpovikn mAateopua Game Maker Studio

dvowkd 1o GAME MAKER STUDIO dgv givan povo yio Windows, aArd

KoL Y10 T0 VTOAOITO YVOGTA AEITOLPYIKA cvotipata. Xkortog tov GAME MAKER



STUDIO &ivan va mapé€yel Eva @AKo otov apydplo xpnotn TPOYPOULO OVATTUENG
Oo014oTUTOV TOLYVIOIDV, YOPig Opmg va Eeyxvdel tovg emayyelpaties. Mmopel o
OTMOOGONTOTE VO TO YPNOWOTOMGEL Ue TNV ekudonorn kdmowwv povo Pacikov
Aertovpytov g epappoyns. To mpdypappa pmopel va tpé€el ota mepiocdTEpPa
AELITOVPYIKA GLOTAUATO, OKOUN Kol 6 TAAoOTEPEG £KOOGELS Ommg T WINDOWS
XP. Me to GAME MAKER e&ivar dvuvatdév KOmolog vo dNUIovpynoel emions ko
Tprodtdotata motyviow poall pe po TAindmpo dAlov emioymv oty Full ékdoor| tov
omwg mayviole yro. Android, yio tov web 1M axoun Kot yio KOVGOAES. ZNUAVTIKO Kot
aSoonueioto eivon 61t to GAME MAKER mapéyer éva mepiBdAiov evkola
YPNGLOTOLOVUEVO OKOUO KOl amtd apydplovg YPNOTES, EVAO TAVTOXPOVO, TAPEYEL

TEPAOTIEG SVVATOTNTEG Y10 EVTTOPOVSIACTO Kot EEEATYILEVO TTOYVIOLOL. Michael Rohde (2014)

Game Maker: Studio for Dummies

2.1 Ol ONTOTHTEX TOY GAME MAKER

o Ot «ovtdTMTEC» amoTeEAOVV TOV KOPUO OAAG KOl TO TPMOTO
KOUUATL YVOONS TOV TPEMEL VO KOTAVON|GOVUE TPOKEUEVOL VAL KAVOLUE TOL
TPOTO, LOG PHUOTO TNV EQOPLOYT. APOD EYOVUE VO GYEOL0 GTO HVLOAD oG
Yy TV Pacikn Wén Tov mayvidloy mov BEAovpe vo dNUIOVPYNGOLLE, TOTE
EeKvape TV €00 Y®YN Kol TNV dNUovpyio TOV avaloywv ovioTtemv mov 0o
YPEWOCTOVUE, TIC omoieg ko Oa dovue ektevéotepa o1n ocvvéyewn. Otav
avoi&ovpe to GAME MAKER, 6a dobpe po AMota A0V TV S10QPOPETIKAOV
TOM®V OVIOTNT®V TOL UTOPOVUE VO YPTCLLOTOU|COVUE, GINV OPLGTEPT
TAeVPA TG 000vNc. Ot ovtoTTEG VTEG Elvarl TOTODETNUEVEG GE oL GTHAT TTOV
Exel  0evOPMOON HOPON, OTMC aKPPOS Tapatnpodue Kol 610 mopddvpo
eepedvnong apyeiov twv Windows, mov pmopodv va ovoifovv kot vo
Kieloovv. Avtd 10 pépog g 086vng 10 ovopdlovpe : eEgpeuvnT TOV

OV’I:O’I:ﬁ’L‘(OV. Michael Rohde (2014) Game Maker: Studio for Dummies



Sprites
Sounds
Backgrounds
Paths

Scripts
Shaders
Fonts

Time Lines

Objects
Rooms

Included Files
E xtensions
Macros
R Game Information
Global Game Settings

Ovtotntec GMS

OvopaoTiKA 01 TUTTOL OVTOTHT®V eivar o1 €NG:

1 Sprites Sounds
2 Backgrounds
3 Paths Scripts
4. Fonts

5 Time Lines

6

Objects Rooms

Ag 300 e OVOAVTIKOTEPO TOVG TOTTOVE OVTOTHTMV KOl TV AEITOVPYIN TOVG.

2.1.1 SPRITES

Ta Sprites eivor ovclaoTiKG givon pio eikOva N pio cePd eKOVOV, ETELON
exTOC amd o dedopéva Yo ol EIKOVOL TEPLEYXEL Kol KATOLES OKOUO O1OTNTEG TTOV
agopohv 1o TAATOG, Vwog ,oapdvewn, K.0. To kdBe sprite pmopovpe va To
(QPOPTOOOLE OTO TOoUYVIOL €ite pe TN @OpTOon apyeiov edvag mov eivor Mo
amobnkevpuévee otov vVROAOyloT , &€ite pe M omovpyia véov ewkoévov. Na
onpeBel TG 0 TOTOG TOV EIKOVMOV TOV UTOPOVUE VO POPTMOGOLLE givart .ico 1 .gif .
[Ipdta Ba dovue mwg yivetal n dnpovpyia pog véag ovtotntag sprite . Avtd pmopel

VoL YIVEL LE TPELG OLOLPOPETIKOVS TPOTOVG:

10



1. A6 10 Pacikd pevod oty Kopven g epapuoyns Resources -> Create

Sprite
2. Me 1 Bonfeta Tov TAnktpoAoyiov matdvtag tovtdypova CTRL-SHIFT-S

3. Me 6¢g&i KAk oto Sprite oto pevov ko emthoyn Create Sprite

O Coding_BreakOut1.project.gmx - Professional Edition (v1.4.1567)

Sprites
Sounds
Backgrounds
Paths

Scripts
Shaders
Fonts

Time Lines
Objects
Rooms
Included Files
Extensions

M

Compie Messages
Comple  Source Control

MeptBaAdov GMS

o YvveyiCovpe o€ éva mapdBvpo 6to omoio BEToLE TNG 1OTNTES

ov Bélovue va €xel To sprite Tov Oa ONOVPYNGOVUE. Habgood J. Overmars M.

(2006) The Game Maker's Apprentice: Game Development for Beginners

11



® | Tage Defadk [] Worege | | Pl | | WORKSHOP | | N

spited
Sounds
Backgrounds
Paths
Scripts
Shaders
Fonts
Time Lines
Objects
Rooms
Included Files
Extensions
Macros

Comple Messages
Comple . Source Control

1o10TNTES Sprite

To 6vopo Tov sprite pmopel poévo va amoteheiton omd AaTvikoHs YOPaKTPEG
HiKpa M Kepalaio yopic kaBdAov copPora pe e€aipeon v KAT® TOOAN Kot oo
apBuove. To dvopa tov sprite dev pmopet va Egkivdier and apOpd, aArd poévo amd
yphupa g aieapntov. Kat va Eovand mmg ta 10 pévo cvppforo mov umopei vo
yxpnoonombei oto dGvopa givar 1 K4t Tavia kot titota dAlo. To dvopa tov sprite
glval Tapa TOAD onpavTikd 010TL 0To1dNToTE OTIYU| BEAcovLe Vo Kvovpe aAloyEg
oto moyvidl, Bo mpémel va avayvopilovpe ko vo Eexympiloope v kdbe ovtoOTNTd
pag. @avracteite po epappoyn pe 500 1 1000 dwopopetikd sprites Kot akOUn OGO
objects. Xuvnbwmg ta sprites, yio peyaAvtepn gvkoAia, ovopdlovrot spr_XXXX , 61ov
XXXX Keipevo mov pog TopamEUnel 6To TL €ival 1o kdBe sprite. Xe avtd to onpeio
ov TAEOV M oviotnTa (object) pog €xel kGmolo dvouo, GEPE £xEL VO TNG ODCGOLLE
popon, 6mov avtd Ba yivel pe v TPocoHNKn o€ ATV pag ewova. Avtd pmopel va
’YfVSl Ue dvo 610.([)0[)8’[1](013@ Tp(’)nong. Habgood J. Overmars M. (2006) The Game Maker's Apprentice:

Game Development for Beginners

12



1. O mpwtog TpOTOG glvor N EOpT®OoN Mg ETVUNG EKOVAG TOL
&yovpe NON 6ToV VITOAOYIGT UEGO ToL Kovumov load sprite
2. O debtepog TpdmOg givor va dNUOLPYNCOVUE Lo Kotvovpyla

ewova péco tov Game Maker Studio péco tov kovumiot Edit Sprite

Yy 0ebtepn mepintwon, Otav Kavovue apiotepd kAk oto Edit Sprite Qo

EUEOVIOTEL TO TOPOKAT® TOpdOvpo:

"0, CodingBreakOut! project gmi” - P

hes? ® 0a SBrIeomiic+|e Iavge? m Mange Py WORKSHOP NewIDE

i e ADY LK)
& Spites O Sprite Editor: sprite = px n

i £LKOVAL TV

TR .
= = omoia

; oi_Play ‘k\ £n8£5pva(é

LLOOTE OTIWG
BéNoupe

Backgrounds
Paths
Scripts
Shaders
Fonts

Time Lines
Objects
Rooms
Included Files
Extensions
Macros

Frames: 1 Size: Memory: 4 KB

Ernelepyooio Sprite
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Mo va ocvveyicovpe emiéyovpe oty kopven tov pevov : Edit ->Edit 7
Kévovpe OUTAd KAMK Tavm oty €Kova, Kt €161 Tpokvntel To: Image Editor, 6to omoio

Ba emelepyaoTOVUE TNV EIKOVO, LLOG.

Kouprmd

XPWHUOTIOHOU [ EmKUPwG’) ANaywv ] Aettoupyla zoom in/out
Endéyel pia 'O "'mage Editor: sprite (1/1)

TePLOXA T =

SLKZv;(? " wa BB S0 EN

Kouprmd pe ta

oroia
oxebldloupe
oxfuata

AM\GZeL TO XpwHa TwV pixel

avTikaOlotwvtag ta
XPWHATA TNG OPLOTEPAG
oA €tag pe tne Seldg

Elodyel

KElUEVO OTNV

ELKOVOL

Epyoieio Eneéepyaoiog Sprite

14



Ed® eivon éva kaAdd onueio va kévovpe pia avaeopd ota Backgrounds. Ano

€0 MUmOpPOLUPE Vo TpocBicovue  €va Backgrounds 1 kot axéun va 10

ONUIOVPYNGOLLLE.

2.1.2 SOUNDS

‘Hyot ko m povowkn  €yovv mdpa MOAD onuaviikd poro Yo N
vAomoinon &vog mouyviowov. Davrtacteite €va moryvidl to omoio dev Eyel
KaBOAOL LOVCIKY] KOl OEV OKOVYETOL KOVEVOS MXOG O GYECN UE OVTE  TTOV
yivovtor otnv 086vr. Eniong, onpacio dev €xel amid vo akovue KATOWOV 1|
KAmo100g NYOLG Kot va etvan Telelmg doyetol pe to maryvidl. Ot Mot ot oroiot
Ba emAéCovpe mpémel va glval ot KatdAAnAol tov meplotdoewv pe Pdon to
oy viol Ko To €100¢ oy violoh Tov EYOVUE GKOTO Vo ONOVPYHGOVUE. Agv
yivetal ,va moilel Kamo1og Eva oy viol TOAELOV Kot OTOV GKOTAOVEL Evay £x0pd
TOV TOLXVIOOD VO OKOVYETOL KOTOL0G YOPOVUEVOS MYOS, N GOV HOLGIKY|

vroPdaOpov va axovyetal Eva yapodUEVO TPOyoHOL.

Mmnopovpe av BéAovpe vo el6AyovpE d1KOVG OGS 1XOVG I KOOl dukd
HaG tpayovdln mov €xovpe amodnkevuévo otov vroloylot. Av B€ilovue
OUMC, £YOVE KOl TNV dUVATOTNTO VO EMAEEOVIE KATOLOVG AO TOVG 1(OVLG
7oV VILApPYovV o1 emionun dladtkTvoKY ceAida tov GAME MAKER, 1| kot og
GAAec 1oTtooEAdES ( diveTon 1 SuVATOHTNTA TG OVAKTNOTG OAOKAN POV QOKEAWDY

LE NYOVG, MOTE VO, EMAEEOVUE TOVG KATAAANAOVG Y10 TO EKAGTOTE Ty Vidl TOL

dNUovVPYOLLE ).

IMa va tpocBécovpe évav Mo oto project pog akolovBovpe Evav amd

TOVG TPOTOVG TOV PAETOVIE BTNV CLVEYELOL:

1. And 10 pevod otnv kopven g eeappoyns Resources ->
Create Sound
2. Me to minktpordylo matwvrag tovutdypove CTRL-SHIFT-U
3. Mg d¢eéi KMk tov movtikioh oto Sounds 610 pEVOD aPIGTEPE KOl

emaoyn Create Sound

15



Otav elodyovpe €vov NYO LITAPYOVV TAPAUETPOL TOV UTOPOVUE VO
OALAEOVE OVOAOYOS LE TIG OMOLTNOELS TOV TOLYVIOOD TTOL ONUIOVPYOVLE.
[ToA)d onuavtiky mapotnpnon, eivor 1 emAoy mov pag divetal, MOTE va
opicovUE , YO TOV EKAGTOTE NYO , VO QOPTMVETOL GTO TOLYVIOL PG TNV
YPOVIKN GTIYLT OV EXOVUE OPIGEL, KOL VO LNV GOPTAOVETOL OO TNV apyn, KATA
Vv ekkivnon tov moryvidrod. Avtd Bonbdel oty PV TOL VTOAOYIGTY| GTO
omoio mpoOKELTOL VO TPEEEL TO TTOUYVidl, GTOLG TOPOLE TOL GLOTIHLATOG OV ol
yPEWoTEL va d1ateBovV, Kot 610 HEYEDOS TOL aITOONKELTIKOV YMDPOL GTO diGKO

mov Oa XpSl(XGTSi vo 6(X7E(1VT|98{ . Habgood J. Overmars M. (2006) The Game Maker's

Apprentice: Game Development for Beginners

Comple Messages
Comple  Source Control

Eioaywyn Hyov

Name: Ze avtd 10 medio Oa eiodyovpe 10 Ovoua. ‘Exel mhpo moAd peydin
onuacio to évoua mov Ba ddoovue oTov KAOBE YO Yoo TOLg 0oV  AdYOLG TTOV
avaeépape Kot yio to Sprites. Xto Game Maker, dev vapyet kdmorog Editor yio v
onuovpyia xov. Mmopovpe OIS Vo, YPNCUOTOCOVUE AALOVG ETECEPYOOTEG YDV
Eexwprotd N pé€co plug ins Kot vo SNHOVPYHGOVUE TOVS MXOVE TOL ¥PELONACTE Kol
VO TOVG POPTAOGOLE otV €@appoyr. Otav avefdcovpe Evav Mo, LTopovUE VO, TOV
amodnkevcovpe oto Game Maker, dote Gg MEPIMTOON TOL YAGOLUE TO TPOTHTLTTO

apyeio Nyov, va unv €yovue kdmoto TpoPANUa. Atvetor 1 SOLVATOTNTO LETOPOPTMOONG

16



P10V (3) dpopeTik®V TOUTTOV apyeiov kot  elvar ot €€ng : MP3 , Midi , Wave .
Ynrdpyovv dvo buttons , éva mpdoivo ( play ), pe T0 0m0i0 UITOPOVUE VO TEGTAPOLLE
TOV NYO TOV QOPTMOCOLE, KL £V KOKKWVO ( Stop ), L€ TO OTOI0 GTOUOTAUE TNV
AVOTOPUY®YN TOV GLYKEKPLUEVOL Mxov. Edv dev matcovpe to stop, o Myog cuveyilet
va Toilel aoTopdTNTo Kot ETAVOIAAUPOVOUEVA. Habgood J. Overmars M. (2006) The Game Maker's

Apprentice: Game Development for Beginners

2.1.3 BACKGROUNDS

To kéBe dwpdtio n wioto Tov TarVdoL Ba Tpémel va el kot Eva OVTo, £val
Background. To @dévto avtd eivon puo eiodva n omoio elval povipwg miow amd Tovg
YOPOKTAPES KOL TO OVTIKEIHEVO TOV TOYVIO00 paG. AAAG €xovpe Kal Tn duvaTOTNTO
va emAégoope edv 1 ewkdva avt vo £xel Kamowa dapdvela 1 oxt. To Game Maker,
pog dtver T duvaTdTTa Vo EMALEOVIE WG POVTO Uio Ao TIG EIKOVEG OV £XEL NON
oT1g Prprodnkeg tov. Emiong, oto dtadiktvo vapyovv mhpo moAAES , dmpedv N un,
BiPAoOnkec, amd emionuec 10T00EAdEG TOL TAYVIOWOL &€ite amd aAAov, OmOL
UTTOPOVLE VO OVTAT|COVUE EIKOVEG KoL VO TNG YPNCULOTOU|GOVUE Y10 TO EKAGTOTE
project ago¥ mpota TIS TEPdoove otV epappoyn. Téhoc, pag diveton n duvatdTnto
Vo ONUOVPYNGOVUE OIKIEG LOG EIKOVEG, DOTE VO TIG YPNOLOTOCOVUE GE OTO10
dopdrtio ( Room ) yperactovpe Tov moryvidov mov oyedtdlovpe. Avtd umopel va yivel
elte otV €K TAaTEOppo mov pog mopéyxet to Game Maker, gite amid
LETAPOPTAOVOVTOAG KATOEG OO TIG EIKOVEG TTOL EYOLUE NON LILAPYOLY ATOONKEVUEVES
o010V VToAloylotn pag. I'a va giodyovpe éva @ovto ( Background ) oto moyvidl pog
(MOOTE VO, UTOPECOVUE VO TO YPNOUOTO|COVUE GE KATO0 OMUATIO, TPEMEL VL

aKolovOncovpe Evav amd TOLg TOPAKAT® TPOTOVG:
1. A6 10 Baocwkd pevov g epappoyng Resources -> Create Background
2. . Mg 1o mAnktpordyio matmvrog tovtdypova CTRL-SHIFT-B
3. Mg de&i KMk oto Backgrounds oto pevov kot emdoyn Create Background

IMa va tpomomomcovpe €va OVTO M yio va. dnovpyncovpe €va véo : Edit

Background ot @oppa “Background Properties”

17



N Create Background
Add Existing Background

Anutoupyia Background

Name: Xe¢ avtd 1o medio Oa ewooybei to Ovopo tov Background mov
onuovpynoaue, ewodyayé 1 emAéape. H ovopacia mov Oao 600el €xer peydan
onpocio yu Tovg Adyovg mov eimape Kot yio ToL Sprites . Habgood J. Overmars M. (2006) The

Game Maker's Apprentice: Game Development for Beginners

2.1.4 PATHS

IMa va akoAovBobvv ta Pacikd LEAN Tov moyvidlod £vo Pacikd LoVOTaTtL avTtd
oL £YOVUE VO KAvoLEe ivat: Anpovpyodpe éva Lovomdtt oxedtdlovTic T0 Kol 6TV
ocvvéyeln tomobetovpe Kot gpapuolovpe to aviroyo events tov B ovpe va Adfovv

YOPO. GTNV TOPEia TOL Bal AKOAOVONGEL KATO10 AVTIKEIUEVO [LOGC.
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TOLP UK

Sprites
Sounds

% Backgrounds
Bankrentty

Wt

LT
- t ‘
% Paths
B pathd
Scripts
Shaders
Fonts
Time Lines
Objects
Rooms
Included Files
Extensions
Macros

T® TPOTOVG :

Anutoupyia Movoratiwv

o véo Path oto mouyvidt Oa mpémel vor ypNOIUOTOGOVUIE EVOV OO TOVG

1. Kk ot0 kovpni «Create a Path»

2. Kk Resources -> Create Path and 10 pevov méveo

3. ITAnktporoydvtag oto TAnkTpordylo CTRL- SHIFT -P

4. Ag&i Khxk oto Paths and 1o pevod kot emdoyn Create Path

Habgood J. Overmars M. (2006) The Game Maker's Apprentice: Game Development for Beginners
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2.1.5 SCRIPTS

Ed® pmopolpe va yphwovpe oAOKANPO KOUUATIO KOSIKA amd HOVOL Hag Kot
Vo T0 amoOnNKeEHGOLIE KOl VO TOL YPTCLOTOMGOVHE OMOTE Kol OOV BEAovUE GTO
oy viol Tov eTidyvovpe. H dnovpyio Stkdv pog KOUUOTIOV KOOTKA TEPO OO oVTH
ov &yel, Ponbdel otV ot AemTOopépEln Kol OTNV €MiAvon TOA®V Oepdtwv mov
eppaviCovtor katd to development tov mayvioloy . Avtd @LOIKE pog divel TOAD
KOAVTEPO, amoTeAéspaTA. XVVIO®G amoOnKevoOLE KOUUATIO KOOKO GE Scripts To
mpoKeTol vo emavoardfoope mOAEG @opég oto moryviort poc. H yAdooca mov
ypnowonoleitoan 6to Game Maker givar 1 GML ( Game Maker Language ) . Mg tov

tpomo cvvtaéng g GML o acyoAnBolie ekteVESTEPA TAPAKATO.
[Moa va eledyovpe Script.
1. Emioyn Resources -> Create Script omd 10 pevov mévo
2. [Minktporoymvtog oto TAnKtpordylo CTRL- SHIFT —-C

3. Ag&i KMk oto Scripts and to pevov aptotepd Kon emhoyn Create Script

'O\ Coding_BreakOut1.project.gmx* - Professional Edition (v1.4.1567)

D4 coELAR TI om | oo I psos [ e [l P

Sprites

Sounds

Backgrounds O Script: script1

Paths

Scripts - 5 % [ ar B |Name: scriptl

O scrptl :.:an|1

Shaders
Fonts

Time Lines
Objects
Rooms
Included Files
Extensions
Macros

Comoile Messages

Anutoupyia Script
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Name: Zto medio falovpe To dvopa Tov Script. Lee Ford J. (2009) Getting Started with

Game maker Studio

2.1.6 FONTS

Onwg mpoidedlet ko1 TO OVOHO NG OVIOTNTOS €0M ELGAYOVUE 1TNG
YPOUUOTOCEPEG 7OV apydTeEpa  Ba.  YPNOUOTOUCOVE  OTO  TOLYVIOL  LOG
ovumePAAUPAvVOVTOG OAEG TIC TOPAUETPOVES , OGS Yia Tapaderypa to Bolt , to Style ,
kot to péyebog g ypappotooelpdc. ‘Etol, edv og kdmowo onpeio tov Bélovpe va
avayPAQETOL KATL Me CLUYKEKPLUEVT] YPOULOTOGELPA TNV EXOVUE NON £TOLUN KOL TNV
YPNOLUOTOOVLE TTAV® GTO KEILEVO OV BEAoVE. AVTO YiveTal Kupimg Kot Yo AOYovg
TayOLTNTOG, O0TL UL OmoONKELUEVY]  YPOUUOTOGEPE  UTOPOVUE Vo TNV
YPNOUYLOTOUCOVUE GE TEPLGGOTEPA amd €vo. oNUElR GTO Toyvidl Hog, Ki £TGL OgV
ypewletar va  emovolopBdvoope Ty dwdikacio  avalRmnong emAoyNg Kot
yevikotepa  pOOUIONG TNG YPOUUOTOCEPAS Yoo KAOE @opd Tov TNV YPelalOUACTE.
doavrtaoteite 1660 ypdvo Bo Emapve owtd oe €va moryviol text adventure.l'o va
glodyovpe o ypappotocsepd ( Font ) @ote vo pmop€écovpe otn GuvEXED Vo, TN
YPNOUYLOTOU|COVE G€ KAMO0 1 KAmol onueid Tov Toyvidod , TPENEL va

axolovOnoovpe Evav amd TOVES TAPUKATH TPOTOVG :

1. Resources -> Create Font and to pevod move
2. [TAnktporoymvtag oto 10 TAnKTpoAdylo CTRL- SHIFT —F

3. Ag&l kKhk oto Fonts and 1o pevov kot emdoyr| Create Font
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'O Coding_BreakOut1.project.gmx* - Professional Edition (v1.4.1567)

oELARTIom s o e [T

éprlles

Sounds

Backgrounds O\ Font Properties: font0
Paths

e Nane. fond Hello World!!
@ scr_move_out

Shaders i

- f Fonts
I Insert Font
Add Existing Font
B Duplicate Alt+Ins

Chiediand | B See 12 212 I"#§%8&()*+,-10123456789:,<=>?@ABCDEF GHIJKLM
! High Quality Bold Italic

Delete Shift+Del

F

Alt+Enter
Open in Explorer

Clear all

Anutoupylia Fonts

Name: Eicdyoope to 6voua tov Font mov dnpiovpynoope. Lee Ford J. (2009)

Getting Started with Game maker Studio

2.1.7 TIME LINES

Etvonr moAd cvvnbiopévo oe éva moryvidl Kamolo mTpaypoTe vo. cupPovv og
OUYKEKPIUEVES YPOVIKEG OTIYUEC. AVTO Yivete pe 1o Alarm ywo to omoio Oa priAicovpe
extevéotepa oty apyotepa. Otav dpmg to project givor mepimhoko , n néBodog Tov

Alarm wepmAéxel To TPAypaTa Kot 0ev £YOVUE TO EMBLUNTO OTOTELEGLO.
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0\ Coding_BreakOut1.project.gmx* - Professional Edition (v1

Da coELARTION E 0 o O

Sprites

Sounds

Backgrounds 0 Time Line Properties: timeline)
Paths

Scripts Name: Moments
st =
Fonts

B fontd

Time Lines Change

B timeine

Objects Delte [l Clear

Rooms

Included Files

Extensions ) Shitt Iy Duplcate

Macros

Aow

EY

Turew

3
[]
3

oguod

2100s

@ Spead 74 Meige

egxa

(@ Show [nfomation WR AR VAR

ameip

Anuwoupyia Timeline

[a vo ewodyovpe Time Line dote vo PUTOPEGOVUE OTN GLVEXELWL VO TO
YPNCLOTOCOVE GE KAMOO0 1 KAmolw onueid Tov ToyvdoL , TPEMEL v

aKOAOVONGOLLE VAV ATTO TOVG TOPUKAT® TPOTOLG :
1.Resources ->Create Time Line an6 1o pevod ndve
2. [Minktporoymvrtag oto TAnKtpordylo CTRL- SHIFT —-T

3. Agél klk oto Time Lines and to pevod kot Create Time line. Lee Ford J.

(2009) Getting Started with Game maker Studio
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2.1.8 OBJECTS

Ta avtkeipeva (Objects) amotelobv T Mo onpovtiky ovidtta tov Game
Maker Studio. Eivai ta evepyd avtikeipevo Tov Ka0e matyvidlov mov aAANA0ETIOpOovVE
pe to TePIPAALOV Kol TOV ¥pNoTN Kol Eivar avTtd Tov divel {OVTAvio 6T Ty Vidld Tov
Ba dnuovpynoovpe. To kaBe object cuVHBWE avTITPocOTEVETAL KoL amd €val sprite,
aAld Oyt mhvto. T va ewodyovpe €va object oto moyviot oG, TPEMEL Vo

axoAlovBncovpe Evav amd TOVE TAPAKATM TPOTOVG :

1. KA to xovuni Add an Object

0 Coding_BreakOut1.project.gmx* - Professional Edition (

BalcOEPABTION S 0l [T WORKSHO

Sprites

Sounds

Backgrounds ‘0 Time Line Properties: timeline0 - n
Paths

Scripts Name Moments Actions
[ scr_move_ou :

Shaders timelinel

Fonts

B font0

Time Lines Change

B timelned

Objects Delete [l Clear

Rooms

= Questions s

Zuew Tuew

joQuod

Included Files
Extensions =) Shit Iy Duplicate

2u00s

@ Spead L Merge

enxa

(@ Show Iformation UAR AR VAR

mesp

Anutoupyia AVTIKELUEVOU

2. Resources ->Create Object
3. [TAnktporoydvtag oto TAnktporodylo CTRL- SHIFT -O

4. Ae&i khx oto Objects kan emhoyn Create Object
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Aol dnuovpynoovpe €va object eueaviCeton €vo mapdBvpo oOmov o

emALEov e TIg 1010TNTEG TOV BELOLE VO £XEL TO QVTIKEIEVO HOG:

Name: Xto medio avtd pmaivel 1o dvopo tov Object. Egkvape tnv ovouocio

TtV Objects cuvnBwg pe obj_XXX.

Sprite: EmiAéyovpe kdmowo amd ta Sprite mov €yxovue Mom. ‘Eva Sprite dev
etvat Timoto amOAVTMG 0md HOVO TOV KOt OEV HOG YPNOLUEVEL TOVOEVE GTO TTaLyVidt

7OV £YOVUE EEKIVIGEL VAL PTLAYVOLLLE, Tapd LOVO O6Tav cuvdeDel pe kdmoto.

Visible: Otav eivol emleypévo 1o Sprite givol opatd oto  moyvidlov 1| To
avtifetro. Ymapyovv Kot TEpmT®oelg Omov BELOVE GE KATO10 ONIELD TOV TTaLYVIOLOV
va tormofetodvtal aviikeipeva Ta omoia 0o AAANAOETIOPOVY e TO, VOO, OALA
dev Béhovpe Qaivoviar Omwg £vog adpaTog TolYog, TOV omoio Kavéva omd To GAAQ

objects dgv pmopet vo Tov d1amePAGEL

Solid: Otav givon emAeypévo dnmg Aéel Kot to 1010 TO0 Ovopa TO sprite givat
CLUTTOYEG KOl ETOUEVOS OOLOMEPAGTO OO OTOLOONTOTE AVTIKEILEVO TTOL KiveiTol péca

OTO TOYVidl, Yyl Topaderypo Evag toixog N 10 0dmedo 1 Kamolo eumdo10. Lee Ford J.

(2009) Getting Started with Game maker Studio

2.1.9 ROOMS

Ta moyvidl mov dnpovpyodue maipvovv PEPOG o€ €va 1| GE TTEPICTOTEPO
dopdtio Too omoia  ovopdlovtor rooms. To dwpdtia. (rooms) ovTd OTOTELOLV TO
SLapopa. ETIMESD TOL TOLYVIOIOD HOC, TO OTOlo Eivar Un TpLodldoTaTa, aAAL HTOpovLV
v TepLEYovV ypoikd mov potdlovv pe 3D pio moAd teYVIK Tov TEPAAUPAvVEL
g€umvm ypnon g yoviog g kdpepag. Ta rooms avtiotoryodv og mioteg M emineda

TOV NAEKTPOVIKOV TOLYVIOLDV.

[a va ewodyovpe €va dOUATIO GTO TOViol HoG, TPETEL Vo akoAovOncovLe

Evav oTO TOVG TOPAKAT® TPOTOLG :

1. Resources -> Create Room
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2. [Tinktporoymvtog oto TAnktporoylo CTRL- SHIFT -R

3. A&l khk oto Rooms amd 1o pevol apiotepd kot emihoyr Create Room

Anpovpymvtog £vo véo  divetal 1 duvVATOTNTA VO EMEEEPYUOTOVUE KATOLESG

J
WO10TNTEC.
'O\ Project_scrn_shots.project.gmx* - Professional Edition (v1.4.1567)

B EBTIom st @ N oesr I WORKSHOP NewIDE

Sprites
Sounds
f Backgrounds
ba d0
Paths [
Scripts
Shaders
Fonts
Time Lines :
- 5 Objects Name:  room0

'O Room Properties: room0)

[ Create Room
Add Existing Room

fw Create Group Shift+Ins

Sort by Name

B Creation code

v =3 U
e — Instance Order

Wiesne

0]

Open in Explorer

object:

Anurovpyio Awuatioo

Name: Ewsdyovpe to dvopa tov dopotiov kot Eekivdpe v ovoposioo Tomv

Rooms pe rm_XXX
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KEDAAAIO TPITO

AHMIOYPI'TA TAIXNIAIQN / EVENTS KAI ACTIONS

Aol ylo apyn onuovpynoovpe dwpdtie. (room) Kot Tovg Exovue PaAet
kdmolo eovto (background), Eexvape va tonobeticovpe avtikeipeva (objects) Drag
And Drop apov npmta emdéEovpe 10 avdAoyo object 6to tab objects Tov dmpatiov.
‘Etot ytilovpe xoppdtt v mioto Tov moyviowon poc. Oa Baiovpe to KOTAAANAQ
OVTIKEINEVO, [LE TO TTOLY VIOl TOV ONUIOLPYOVLE, APOD PLGIKA OTMG EITOUE TO EXOVUE
avtiotolyioel pe kamowo Sprite 6mov kot 6tav avtd yperaletar. Zuvnbwg Palovue
TPAOTO TOVG TolYovg pHoll e KOTOW AVTIKEILEVO KOl QLOIKA KOATOWOV 1 KATOL0LG
YOPOKTAPES, TO omoia otV opeia Oa Exovv kot TV avaroyn aAAnieniopaon petaln
tovg mov Béhovpe. Eivar mohd cvvmbiopévo va ypetdletor vo tomobetoovpe Ko
Koo Keipeva Omwg ta score 1 TG {wég pe KOMEG TWEG Ol omoieg peTafdAlovTan
avaAoyog pe v ékPaon tov moryvidrod. Avtd pmopel akdun vo ennpedlel TV mopeia
Tov moyvolov. [a va yiver eiktd awtd OBa mpémel vo opicovpe Kol KATOEG
HETOPANTEG KaTd TNV €KKivnom Tov moyvidolov Kot ot omoieg Oa aArdlovv Tiuég
avdroyo pe TG dtapopeg OAANAETOPAcELS oV Ba VTAPEOVY GTO O VIdL, KO Yol TIG
omoieg Bo pAnoovpe oty cvvéxewa. [ToAhég popéc vrdpyovv avtikeipeva (objects)
To, omoia TomoBeTovE, aALA glvarl adpata, dNAaON eV Qaivovtal Kotd TNV dtdpKeld
oL KAwo10¢ aiilel To mayviol. [a mapaderypa, avtd pmopel va etvar Nxot, LOLGIKEG

VTOKPOVGELS TOV BEAOVIE VO EKTEAOVVTAL, OALA XWPIG VO PaivovTal.

Yvveyilovpe pe Pacikég yvoOES OV KATOW0G TPEMEL vo. Yvopilel v vo
onpovpynoet éva moyvidl oto Game Maker Studio. Ag mobue Aowmmmdv 0Tl £yovpe
omoel to dwpdrtio 6to omoio B€lovpe va dovAéyovpe pe OAd oLTO TOL Elmople
mopanave. Ki étot Eekvape va Onpiovpyode Tig 016popes aAANAETIOPACELS HeTASD
tovg. Na tovicovpe mwg 10 Game Maker pog oivet v dvvotdtnta &ite Tov
TPOYPOUUATIGHOD TMV EVIOA®MV Tov BEAovue vo. SOCOVUE e TV €5 apyNS YPOON
Koo ot yAdooa tov Game Maker, yia v omoia Bo pANcoLE GTNV GLVEXELD,
elte pe v gpnom IOV oIV 0LGia EVIOADV, pe v néBodo tov Drag And Drop,
YXGp1 6TO YPAPIKO TEPPAAAOV OV paG SIVEL | EPAPLOYN. AVTH TN OTIYUR Aoutov Oa
acyoAnBovpe pe v devtepn néBodo. Oa eEnynoovpe apyucd to Toolbar mov vdpyet
o€ oplLovtia BEom, TNV KOPLET TNG EQAPLOYNS.
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Create Executable, Run the Game, Create,Sprite, Create Background, Create

\ ! ’

7 / ,, >
< ‘\ ' // // // ,’Scrlptl
\ ! ’ / / ’
\ ' g /’ g 7
| ! - . # ’
\ | /Ci'eate Timeline, Create Room, /Change Global .
. ' ! ’ _ s N Vs Seftings.
v 1 | / ’'~o - / e ’ p
' v ‘ 7 -~ 7’ ”

/

I
I
I
' ! .
I
I
)

Create Sound " Change Object

\
\

Create Run with Debugging Create Path . Select

Expansion Pack

Kot guokd yia Adyovg evkoAiog Ommg o€ OAO TO. TPOYPAUUATO VTAPYEL

toolbar ywo ypriyopn tpdécPaocn o epyoreia, €161 kat oto Game Maker Studio.

Avtd Ta Bpiokovpe €00

'O\ Project_scrn_shots.project.gmx - Professiona! Edition (v1.4.1567)

h : ‘ ® N SR TI®"®

Mrnapa Epyadeiwv GMS
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‘Hpbe n opa va enynoovpe 1 Pacikr doun pe tnv omoio yivetow M
onuovpyion €vOg ayvidlov otn epapuoyn avty. Onwg einape, petald twv Objects
mov éyovpe elodyst oe éva Room, vrdpyovv avamdOQevukto OAANAETOPACELS, TIG
omoieg amokaAovpe Events. o mopdaderypo aAANAETidpacT vdpyel Ty avVAPESH GTO
£€00pOG KOl 0€ €vol avTikeipevo, 0tav avtd Epbovv oe gmapn. Otav Aowtdv Exovue
kdmowo Event, tOte yivovtan Kot o1 avdloyeg avtidpaoels dmwg epeic o tig opicovyle,
Yo Topadetypa avénon tov score M apaipecn Zong KTA. . Ot avidpdoelg avtég
kaAovvtor 6to Game Maker, Actions. Actions pmopoOpe va SNADGOLUE KOTA TNV

exkivnon tov moyvidlov, katd v €icodo o £€va Room kat ta Aoimd, OTov Ommg

elvat kotavonto, ko avtd Bewpovvror Events.

H 66punon evog mouyvidtod otnv TAAT@OPLO LOG TOPOVGLALETOL KATMG £TGL

Object |
R s~ il '
I Sprite | | Sound l | Event l | Event
I |
Action Action
Action Action
Action Action

Aevbpoeldric dtadikaoia avantuéng matyvidlou
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Ia ™mv viomoinon kol v dnuovpyia evég moyvidood oto Game Maker,
TPEMEL VAL OKOAOLONCOVLE 10 GUYKEKPIUEVT] GEPE OO EVEPYELEC OV TPEMEL VAL
kévoope. Ta prpata Aowmdv mov akorovbovue Baciloviot kupimg oy €ENG GEPA e
duVaTOHTNTO KATOL®V OAANYDV GTY| GEPE EKTELECNG TOVG, OOV AVTO PVOIKA UTOpEel

va, yivet:

1. Ieprypaen tov moryvidlov mov oyedtdlovpe va viAorotcovpe. Tt
etvan awtd mov

Bélovpe va  dnuovpynoovpe, pe TL €yEl OY€om KOl TOG TO
QovtalOlooTeE

2. Opilovpe Ta Sprites Tov ToLy Vo0 Hog

3. OpiCovpe Toug NYovg (Sounds) mov Ba elcdyovpe Katd T0 «TPEELLO»
TOV

TOLYVIOL00

4. OpiCovpe 6Aa ta Objects, aArd Oyt axoun ta Events kot ta Actions
nov Ba AdPovv

YDOPO GTNV EKTEALECT) TOV TOLYVIOLOD

5. Zt ovvéyewn Aoutov kabopilovpe to Events kot ta Actions tov
K&Oe avrikelpévon

6. Opilovpe kot dmpovpyodue 10 d®UATIO N To dwpdtia Tov Oa
YPNOLLLOTOU|COVLE

Yl TIG TOTEG TOL TTALYVIOLOV

7. TomoBetovpe 7To  JAEOpa.  OVTIKEILEVOL TOL  Eyovue  MOM

ONUOVPYNOEL, GTO dMUATLOL.

Ed® va tovicovpe mwg O6t1L 10 kb avtikeipevo pmopel vo slooydel
mePLocoTEPES amd pio popéc oto moryviol. I[Ipocoyn ta Actions mov €yovpe
emAé€el Ba extelovvtol Yo OAa va «idta» avtikeipeva. Eav dev Bélovpue va
ovppaivel kdtt T€T010, LTO TOV UTOPOVLLE VAL KAvov e gival va

ONUIOVPYNGOVE JOPOPETIKA OVTIKEILEVA, LE OLOPOPETIKT OVOUAGTOL
(QLGIKA,

OVTIOTOYYMOVTOG TO OU®G pe to 1010 Sprite, dote va €xovv v 010

Hopoen (y
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Tapadelypa, o 1010¢ YapaKTNPOS, GE OLPOPETIKE dwudTio, vo EXEl
OLOPOPETIKES

OAAMNAETOPAGELS e TOPOLOLOL OVTIKEILEVEL).

Evvositar mog edv kotd ™ Odpkela g onpovpyiag pog 1 HETd To
éPaG NG BEAovE Vo TPOGHEGOLLE Kot KATL GAAO 1| VO TPOTOTOMGOVLE KATL,
Y0 TOPASELYHOL EVOL OVTIKEILEVO, QLGIKA KOl OEV LOG TO OOyOPEVEL KOVEIC,

UTOPOVLLE.

Enopévog ag Eexwvnoovpe pe m onuovpyio tov Events. Otov
avoifovpe ™V KOPTELN ETAOYDOV €VOC OVTIKEIUEVOD KAVOVTOG OTAO KAIK
TV TOV, EMAEYOVUE TO

Add Events .

O\ Object Properties: object0

Name: objectl) Events ‘ Actions

2/0Ww

Sprte-

T uew

New

Zuwew

E|:|t|‘E' 'Enjf\d

Persstent  Uses Physics

n
0
3
a
e

Depth: 0

Patent {¢no parent; B

Mask ~ [¢same as sprite) « Paths

S200Ss

engxa

Children None

meup

~ v Add Event
(@ Show Information

i Delete Change

MpooBrikn Event 010 aVTIKEIUEVO
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Aol kavovue kMk emdveo oto Add Event 0Oa avoiEel éva xoatvovpylo

mapaBvpo pe ta Events mov pumopodpe vo mpochiécovpie.

‘O. Choose the Event to Add

®
3 Destroy

< Alarm

tep

Collision

Keyboard

EmtAoyn Event
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3.1 EVENTS

Create : Me avtd to Event pog dlvetatl n duvatdtta va emAEEOVE
Kamota

Actions 1o omoio Bo evepyomolovvTOl KOTO TNV ONovpyio Tov
OVTIKEWEVOD, ONANON OTAV TO T VIOl TPEYEL VoL TPMTN POPA N KATH TNV
€16000 G¢ o KovoUpylo TOTE Kol O GUYKEKPLUEVE, T YPOVIKT] GTUYUT TOV

Ba dnpovpyn el Ko Ba epPOVIcTEL TO AVTIKEILEVO GTO Ty VIOL.

Mouse : Me avtd 1o Event pag diveton n dvvatotnta vo emAEEOVLE
Kamota

Actions, va ontoio O TpaypoatonomBohv avaioyo Le TNV ETAOYN N TIG
EMA0YEC TOL BoL KAVOLLE, OO TIG O1APOPES EVEPYELEC TOV UTOPOVV VAL Yivouv
and 1o movtikt ( Mouse ) TOL VTOAOYIOTN MHOG, KATA Tn OlOPKEW TOV
oy vidov. Ot emMA0YEG aVTEC, 01 0Toleg AmOTEAOVV JLUPOPETIKG LELOVOUEVL

Events, paivoviot mopaxdto
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O Choose the Event to A

< Left>

< Right>

<Up>

< Down>

< Ctri>

< Alt>
Shift>

<Space>

< Enter>

Keypad
Digits

Letters
Function keys

Others

<No key>
<Any key>

Ertidoyn Event Keyboard

Kamoweg amd g evépyereg mov 0o fpovpue eivar:

1. Left button: Otav Kavovpe aplotepd KAIK

2. Right button: Otav kévovpe 6e&i Kk

3. Middle button: Otov xkdvovpe kMK pHE TO HECHIO KOLUML TOL
TOVTIKLOD

4. No button: Otav 0ev TOTHCOVE KAVEVO KOVUTL TOL TOVTIKIOD
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5. Left Pressed: Otav matoovpe 10 apliotepd KOLUTML, Ol EVEPYELEG TOV
Ba yivouv mptv 10 aprcovue

6. Right pressed: Otav matmoovpe 1o de&i kovumi, ot evépyeteg mov Oa
YIVOUV TPV TO OPT|GOVLLE

7. Middle pressed: Otov moticovpe to pHeEcAio KOVUTI, Ol EVEPYELEC TTOV
Ba yivouv mptv 10 aprcovue

8. Left released: Otav a@noovpe 10 0p1oTEPO KOVUTL TOV TOVTIKIOV, TOV
EYovpe MO KAVEL KAMK

9. Right released: Otov agpnoovpe 1o 6e&i Kovumi TOL TOVTIKIOL, TTOV
EYOVLLE MO KAVEL KAK

10. Middle released: Otav agpnoovpe 10 peECAIO0 KOLUTL TOV TOVTIKLOV,
7oV £YOLE MO KAvEL KAK

11. Mouse enter: Otav 10 movtikt pog mepdoetl Kot fpioketol méve omd to
OVTIKEIPEVO HaG

12. Mouse leave: Otav 10 movtikt @UYEL 0O TAVE OO TO AVIIKEILEVO LOG

13. Mouse wheel up: Otav kévovpe scroll v pdda oL TOVTIKIOD HOG
TPOG TO, TAV®

14. Mouse wheel down: Otav kdvovpe scroll tTnv péda TOV TOVTIKIOD oG

TPOG TO, KAT®

Destroy: Ed® emidéyovpe tic evépyeleg mov Oa  yivovv, Otav
KOTOOTPOPEL TO OVTIKEILEVO HOG KATA TNV OldpKew Tov matyviorov. H
KOTAGTPOPY] EVOC  OVTIKEWWLEVOL amOTEAEL vl OO TO. TPOKOTOUCKEVACUEVOL
Actions mov pog dlvel m €papuroyn, To omoio kot Bo cuVAVTGOLUE TNV

GLVEYELN

Alarm: Mg avt6 1o Event, opilovpe evépyeteg mov B€lovpe va yivouv
(Actions), KAmolL GULYKEKPUEVN YPOVIKN] OTypny Tov moryvidwd. [
TOPAOELY LD, LWITOPOVUE VO, OpicovpE OTL o€ TEVTE AeTTd (57) apov EeKVIGEL TO
moyvior dAhage 1o background amd pépa oe voyta Emiong, otov
TPOYPOUUATICHO EYOvpe UAOEL Vo YPNOIULOTOOVUE KAmOoleg UETAPANTEG OL
omoieg avaloya pe Kamoleg evépyeleg mov yivovtat, oAAdlovv Tiun. ‘Etot, pe to

Alarm Event, opilovpe kot too Actions mov o tpéEovv OtV pia PHETaPANTY
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mhpel kamowo, cvykekpévn Tun. o mopdderypo 6tav 1 petafAnty mov
éxovpe opicel Yo T1g (wEg oL Yapaktpo pog mhper v tun 0, 1ote va

epeavifetoan to Game Over Kol Vo TEAELDOVEL TO Ty Viol el

Draw: 10 moyvidt, pmopel kdmoa oTrypun] va opicovpe pio vEPYeLa N
omoia

B eppaviCel KaTL KovovLplo 6TO0 dMUATIO HOG, YO TOPAOELYILOL L0
ewova, N B aAddlel oto okop, T Lwég [V pag £xovv amopeivel kat o AouTd.
‘Etol pe awt6 to Event, apov yivel k1t and to mopandve mov ginape, tOTe

{nrdpe v extéleon kdmowwv Actions.

Step: Xe moAAd maryvidw, OAOL pOG £YOVUE GLVAVINGEL KOTOLOV
maiytn, cvvnlwg Kdmolo avlpwmiKL, To omoio pmopovue vo eréyEovpe eueic,
ocuBw¢ pe to TANKTPoAOY0. Emopévmg kivodpe tov yapoktipoa avtdv, pe
Kémowa Prjpata, 0e€1d aplotepd Kot o Aoimd. Mmopodue Aowmdv va opicovpe
Kkémowo Actions, to. omoiot Oa cvupPovv O6tav kivovpe avtd to Object, dtav
Eexwvael v kivnon

TOV 1 OTOV TNV TEAELDVEL.

‘O Choose the Event to Add

g Destroy

- '-'| arm

Step
Begin Step
End Step

nous

Emtidoyn Event Step
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Key Press : ®vcikd, oyedov g Ol To mayvidwa, vdpyovv Actions to
omoia

TPAYLLOTOTOOVVTOL OTAV TOTHCOVUE KATOL0 1 KAmol TANKIPO OTO
TANKTPOAOY1O.

. AnAodn, pmopel TatdvVTog KAmolo kovuni umopel v Kiveite o
YOPOKTAPOG otV 006V , 0AAQ umopel PUOIKA va yivovtol Kot GAAOL €100VG

eVEPYELEG, OTMG TAHON TOV TOLYVIOOV 1 KAEIGIO. Swamy Nanu, Swamy Naveena

(2006) Basic Game Design & Creation for Fun & Learning
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O. Choose the Event to Add

(&} Create

g Destroy

Z .ﬂ"a.]arr n

<Left>

<Right>
Keyboard & Asynchronou <Up>

<Down>

Cancel

<Ctrl>
<Alt>
<Shift>
<Space>

<Enter>

Keypad

Digits

Letters
Function keys

Others

<No key>
<Any key>

Emidoyn Event Key Press

Onwg elvar @uowd pog divetar mn ovvatdtra va emAéEovpe T0
TAMKTPpO 7oL BEAovpe vo yivouv Ol avAAOYeG EVEPYEIEG LE TO TOL TO
TOTNOOVHE, amd OA0 To ODESILO TANKTPOL TOV TANKTPOAOYiOL pog. Amd to
ypbppata, Toug aplfpovg Kot to Aoutd, 0ntmg PAEToLE Kot otV €ikdva. H o
KAooKn mepintmon ypnong avtov tov Event, eivar n yprion tov Arrow Keys ,

vy v kafodnynon KAmTOoL YOPOKINPO 1 YEVIKE KATOOV OVTIKEUEVOU.

Michael Rohde (2014) Game Maker: Studio for Dummies

Collision: Mg avt6 to Event, dnuovpyovpe Actions, otnv mepintmon

OV TO
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OVTIKEIPUEVO OKOVUTNOEL e KATOWO GAAO OVTIKEILEVO TOL TTOLYVIOOV
nov PBpiokeror kot avtd péca oto dwpatio. Kiacwod mapddetypa givor dtav o
KOPLOG YOPOKTAPOS TOV TOLYVIOOD £pOEL GE EMOPN HE KATOO0 CLYKEKPIUEVO
avtikeipevo, yaver o (on. To mo Pacikd Tapdderypo Tov HTopovUE Vo
dMGovpE glval aVTO TOL OTOV O YOUPUKTNPOS LG EPOEL O EMAPN e KATOOV
T0iy0 TOTE 0 YOPAKTAPOS OEV UTOPEL VO TPOYMPNGEL Kl GALO TTPOG OWTAV TNV
katevBuvorn. Me to matinoovpe to  kovumi «Collision» amd 10 pevoy TV
Events, pog oavoiyer pwo Aloto pe O6Aa to ovtikeipevo mov €yovue Mo

oNpovpyNoel, mote va emAéEovpe owTd oV BELOVLE. Michael Rohde (2014) Game

Maker: Studio for Dummies

'O\ Object Properties: obj_ball

Events Actions
@ Create

Zz

Name: ob|_bal

Spite B Execute apiece of
Alarm 0

Step

Botivdl % Choose the Event to Add
" obi_brik

= 0b|_bat ¢} Create

Visible Sold Modify Colision Shape
Persistent  +/ Uses Physics Density: 0.5

Depth: 0 Restitution: 0.1 EQ'?S"C'}'

Parent \cno parent B Colision Group: ! < Aam

Mask  [<same as spite> | B Linear Damping. 01

-

| Angular Damping: 0.1
Children:| <None nguar ampng

Friction: 0.2
Add Fy Kevboard |.
AdE) |5 Kepbod J— .

e '--'\-
Kinematic ™ ob)_bat

' obj_ball

! obj_back

W obj_br_out

Emtidoyn Event yia avtikeiuevo
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Ed® PBAémovpe éva mopdderypo pe ™ AMota mov ovoiyel, oto Brake

Out.

Key Release : Mg avtd to Event, dnAdvoope ta Actions mov Béhovue va
ovpPovv Otav, aPov EYOVUE TATNOEL KATO0 KOVUTL TOL TANKTPOAOYIOV 1| TO £YOVUE
TatnUéVO Kot 1o eAevBepavoupe . o mapdostypa, uropei va BEAovpe o yopaxtipo
Vo KOVEL KOO0 QAR TV oTiyuny mov Ba  aenoovpe to kovumi. Avtd Oa To

Tpaypatoromcovpe opifovtag avtd to Event.

<Left>
<Right>
<Up>

<Down>
'O\ Object Properties: obj_ball
<Ctrl>

<Alt>
<Shift>

Name: |ob_bal Physics Properties Events Actions

@ Create
— . Exec

Spiite
2 Alam

Step <Space>

obj wa \ , <Enter>
‘ obLwal O\ Choose the Event to Add

o Modify Colision Shape PRt Obi_brk - Keypad
: - = 0ob_bat @ (reate ousd it

Festalen Uses Physics Density: U2 Left Pr
Destroy Othe Letters

Function keys

Colision Groun: |0
Parent |<no parent; | | Colision Group: 1 £ Alam 3| Others

near Damping: 0
Mask  [<same as sprite Linear Damping Step

e33el

Depth: |0 Restitution: 0

Angular O 0 <No key>
r | 1 [Angular Damping: U
Children:| <None - 3

<Any key>

Friction: 0.2 Collision

= Sensor Start Awake
T T T
(@' Show Information
Kinematic Del
n Jelete =
i) Cancel

Ertidoyn Event yia avtikeipevo 1

Onwc xar pe 1o Event «Key Press», £€tot k1 €06 vadpyel to avdAoyo

pevoo.
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Keyboard : Mg avté to Event, emAéyoope ta Actions mov 6Oa
gvepyomomBovv O6tav TOTHGOVUE KATO0 KOLUTL TOL TANKTPOAOYIOL, YEVIKA.
H d1wapopd tov pe to Key Press Event, eivat 6t1 6t0 d€0tEpO, vepyomotovvTOoL
KOTOEC EVEPYELEG, OTAV AMAN TOTHGOVUE it POPA KATOL0 TANKTPO, Kol LOVO
Yo T oTiyp Tov 1o matdpe. Onmg eivor Aoykd, n AMota pe TIg EmA0YES TOV

pag dtvet givan 1 id1o akpPdg, OTMG POIvVETOL TOPOKAT®.

'O\ Object Properties: obj_ball

Name ball es Event <Ctrl>
@ Create e

<Shift>
<Space>
<Enter>
Keypad
Digits

Letters
Function keys

Others

Children:| <None 2 <No key>
2 <Any key>
@ Asynchionous
ormation

= Delete -
OK Defete Cancel

Emtdoyn Event yia avtikeipevo 2

Ed® éptace n ®pa vo riAncovpe kot Atyo yio tov kodika. Onwg €xm
avapépel ToAAES popéc mapandve to Game Maker Studio €yel v dikf| Tov
yAwooa v Game Maker LANGUAGE kot avandeevktd o ypnotel kdmoud
otiyun oto project. To Game Maker pog diver v dvvatdOtnta o Kdabe
EVENT va ypdyoope 10 d1kd poG KOIKO HE TNV ¥PNOT VOGS TOAD amdol
Editor.
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)ball_Alarm 0.1

ol - ) YAP ¢m
ject Properties: obj_ball ] aXRE L

Actions

now

[ Evecule apiece

Tuew

Zuew

joQuo>

' Depth: 0

Pasent

UAR VAR VAR
Add Event

of Delete Change

Compie Messages
Comple Source Control

Ewoaywyn Kwbika os Event

Other : Avto6 to Event, pag divel po AMoto amd Stapopeg ETAOYES.

1. Outside room : Ed®d odivovpe Actions 7y TO
avTIKeipEVO pog, 6tav avtd Ppioketat EKTOG TOL dMUATIOV

2. Intersect boundary : Ed® oivovpe Actions otov 10
aVTIKEILEVO oG PTAGEL 6TO TEAOG TOV dMUATIOV.

3. Views : Xeg mepintwon mov o010 Toyyviol poOG
YPNOLOTOOVE  KATOEG ONMTIKEG ywvieg OMAad HUmOpovUE Vo
opicovpe kdmown Actions, mov Ba  mpoypoatomonBovv Otav TO
avtikeipevo Pyet extdg kamolov View

4. Game start : Ed® opilovpe kdmowo Actions mov Oa
cupuPodv HOAG TO TTaryvidl EEKIVIGEL.

5. Game end : Edo opifovpe ta Actions mov 0o copfodv

HOMG TO oy vidl pog eTéoel 6To TEAOC TOV.
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6. Room start : Edd opifovpe ta Actions mov 6Oa
Bécovpe, o0tav Eekvael kKamolo cVYKeKPLUEVT TioTa, kdmolo Room,
Ko Oyl 0TV EEKIVAEL YEVIKE TO TTOLYViOL.

7. Room end : Kot €d®, avtd ta Actions mov B ovpe va
opiocovpe 0Tav TEAEIMVEL KATO10 GLYKEKPIEVO Room.

8. No more lives : 0tav teAeidcovv o1 {wéc mov €yovpe

opioet ) evépyeta Oa yivete 6mwg va eppavitet GAME OVER.

Swamy Nanu, Swamy Naveena (2006) Basic Game Design & Creation for Fun & Learning

3.1.2 ACTIONS

Aol éyovue emAéEel to avtikeipevo emAéEape kol to Event mov 0élovpe,
TpoYwpAaue enduevo Prpo, mov givar n elcaymyn tov Actions. Ta Actions, sivot
Yopopéva o Katnyopieg 7y Adyovg gvkoAiag tov ypnotrn. Ot katnyopieg avtég
ovopaoTtikd, ivor: Move , mainl, main2, control, score, extra kot draw opywd Oa
dovpe évav mivaxka o omoiog mpocdopiler Eekabapilel Tig Boelg mov opilovue va
ToipVeEL TO aVTIKEIPNEVO Hag, OTAV ¥PNCIULOTOl00UE KVupimg To Move Actions, o omoia

Basilovtat 6tov yvwotd og dAovg pag dEova X kot Y.
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positive v values

negative x values -~ positive x values
negative v values -3 negative v values
-2
-1
K
—4—3—2—1o_li 234
-2
. | -3
negative x values 4 positive x values

positive v values

the upper left corner
of a gm room

Actions

Mopaxdro Ba eEnynoovue éva mpog £va Ola ta Actions mov to Game

Maker Studio divet.

3.1.2.1 MOVE ACTIONS

Move Fixed : Mg to Action ovtd «abopilovpe tnv kivnomn &vog

OVTIKELLEVOD

TPOG pia GLYKEKPIUEVT KatehOuvon

YuvvBwg to opilovpe og KAmolo amd PEAN Tov TANKTPOAOYiov. AKOUN

opifovpe v oyt pe TV omoia BEAovE va Kiveite TO avTIKEILEVO KoL 1)

TayvINTa 1 omoia B opicovpe, sivar og Pixels.
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O Move Fixed

Applies to
Self
Uther
Object

Nt
Directions « O »
2§\

Speed: 0

Move Actions

Y& moAAG Actions Ba tapatnpnoete éva Check Box, pe v
ovopaoia Relative. Edv to toekdpovpe, tOTE 1 0p1OunTiKn
TN Tov divovpe mapoamdve, Oa TpootiBetan kibe popd

GTNV TPONYOVLEVT.

Move Free : Mg avtd to Action, divovpe katehBvvon 6to avtikeipevod

pog, pe v pondeta Tov polpmv. v ovcia, Tov divovpe pa yovia, petagd 0
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kot 360 popaov. Eqv ddcovpe 0, 10t katevBhveror guBvypappa mpog to
de€1d. O1 90 poipeg, Tov divovv KaBetn avodtkn mopeia. Edv 0élovpe va mapet
pa Toyoio mopeia, TOTE TANKTPpOAOYOUUE 6TO TANiG10 : random (360) . Avti
EVIOA, emAéyel évav tuyaio apldud, pkpdtepo 1 ico Tov aplBuov mov

dtvoupie, mov o€ avTNV TV Tepintwon givar To 360.

'O Move Free
Applies to
;¥E Self
Other
Object

direction: 0

speed: 0

Move Free Action

Move Towards : Ed® opicovpe pia cvykekpipuévn 0éon tov dwpatiov

TPog TV omoia BEAovLE va KatevBuvOel To avtikeipevo pag.
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‘O, Move Towards

Applies to

Self

Other
|:| b|r§'|: t

Move Towards Actions

Speed Horizontal : Mg avt6 10 Action, pog divetat 1 duvatdtntao vo
aAldEovpe TV oplovTia TaydTNTO TOL AvTIKEEVOL. Edv aprioovpe v Tiun
oto 0, 16te M TovINTa dev aAAAlel. Eqv Parovpe Betikd apBud, téte 10
avtikeipevo maipvel tayvta wpog ta degid. Edv Pdiovpe apvnrtikd, 1ote,

ToipveL TaHTNTA TA APLGTEPA.
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'O Speed Horizontal

Applies to
Self
Other
Object

hor. speed: 0

Move Speed Horizontal Action

Speed Vertical : To 1010 axpipadg pe 1o Speed Horizontal, pévo mov

€0M £YOVLLLE VO KAVOVLUE IE TNV KAOETN TavTNTO.
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‘O, Speed Vertical

- Applies to
v Self
Other
Object

Move Speed Vertical Action

Set Gravity : Me avt6 10 Action kaBopilovpe 10 TAOC Eva AVTIKEIIEVO
emmpedlete amd v PapdnTa, OTMOG TY £VO YOPOKTPOS TOL £KAVE KATOL0

Ao Kot Topo Bo emTpETEL 6TO £30POG LE KATOLN TAYOTNTA.

49



‘O Set Gravity

Apples to
. ..;Fh__ 3
4 Self
Other
Objec

direction: 0

gravity: 0

Move Set Gravity Action

Reverse Horizontal : Mg avtd to Action, avtiotpé@ovpe tv oploviia

KI{VNO™ TOL OVTIKEWEVOL LOG.
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'O\ Reverse Horizontal

Applies to

Self
Other
|:| tIIE‘I:'

Move Reverse Horizontal Action

Yvundpyovv kdmolot TopAUETPOL VO OPICOVILE TEPOL OO TO Y10, TOLOL
avtikeipevo BEAovpe va evepyomombei To Aston.
H toyomra eivor avtiotpdpwg avarloyn pe avtiyv mov elyope non

0éoel pe 1o avdioyo Aston.
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Reverse Vertical : To 1610 akpifmdg 0nwc ko pe to Reverse Horizontal,
puovo

OV GE QTN TNV TEPinTmon aAAdlel KatevBuvon otov Kabeto dEova.

‘O. Reverse Vertical

Applies to

Self
Other
Object

Move Reverse Vertical
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Set Friction : Edd éyovpe €va Action mov €xetl va kdvetl pe v Tpipm
tov aviikelévov. Edv 1o avikeipevo pog €xet (o kivnon pe kamowo tiun X
Kol dwoovpe o Ty oto Fiction Y tote 10 X peidvetoanr cuveymg xkotd Y
puéxpt n T tov va yivel 0. Tlov Ba €xel cav amoTéAesHO TO AVTIKEILEVO LOG
va otapatiost. Edv 1o X eivor apvntikdg aptBuog avtd mpootibetor kdbe

@opa 610 Y péypt Eava 6mwg mpv va yivel 0.

'O\ Set Friction

Applies to

Self
Other
|:| tllE‘l:t

friction: 0O

Move Set Friction Action
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Jump to Position : Me avtd to Action opilovpe €vo OTOLOONTOTE
onueio oto dwpdtio oto omoio BEAovE Vo TAEL TO AVTIKEIUEVO MO HE TN

YPNON GLVTETAYUEVOV X KOL Y.

'O Jump to Position

Applies to
Self
Other
Objec

Move Jump to Position Action

Jump To Start : Avtd to Action kdével Ot KAvel kot o Jump to
Position oAl €0d dev ypeldleTon vo 0picovUE X Kol Y, O1OTL TO OVTIKEILEVO

yupiletr povo tov oty B€om Tov dwpotiov otV omoia TomoHeTNONKE APYIKA.
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O Jump to Start

Applies to
Self
Other
Object

Move Jump to Start Action

Jump To Random: Mg avtd to Action yivete mepimov 6Tl Kol oTO
mponyovpeva 2 oAAG pe TNV Opopd tov OTL TO avtikeipevo dgv Ha
petapepbel oe KAmolo onueio Tov dWUOTIOL TOL VIAPYEL Kol KATOLO GALO

AVTIKEIIEVO TOV SOUATION TOV UTOPEL VoL AAANAETOPAGELG.
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'O. Jump to Random

Applies to
Self
Other
Object

snap hor: 0

shap vert: 0

Move Jump to Random Action
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Align To Grid : Mg avtd 10 Action opilovpe éva TAEypa LE TO
péyebog keMdv vo 1o mpocdlopilovpe gueig 6mov péoa oto omoio Ha

BpiokeTat To avTIKEINEVO LOG .

'O\ Align to Grid

Applies
Self
Other
Object

shap hor: 16

snap vert: |16

Move Align to Grid Action
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Wrap to Screen: Me avt6 to action 10 avtikeipevo Oa Pyet and v pio
mievpd Ko Ba  gppoviotel oty okpPog avtiBern. XoapoKTnpioTikod

mopaderypa etvon to worryviolr Pac-Man.

‘O Wrap Screen

Applies
Self
Other
Object

direction: horizontal

Move Wrap Screen Action
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Move to Contact: Mg avtd 10 Action Aée 6€ Eva avTIKEILEVO VO KAVEL
Ho

AmdoTaoT HEXPL VO CUVOVTIGEL £VO OVTIKEILEVO TOL dMUATIOV.
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‘O, Move to Contact

Applies to

Self

Other
Object

direction: 0
maximum; -1

against: | solid objects

Move, Move to Contact Action

Bounce : Avtd to Action 10 cuvdéovpe pe €va Collision Event pe éva
dAho oavtikeipevo. Otav cvuvaviiost Aowmdv avtd to GAlo avtikeipevo Oa

vrapEet avomonon.
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‘O. Bounce

Applies to
Self
Other
Object

precise: ot precisely

aganst: solid objects

Move Bounce Action

Paths : Yrdpyov vrépyovv 1é€66epa Actions mov agopovv ta Paths

(novomatia).

1 Tnv dnuovpyia tovg,
2 To téhog Tovg

3. Tnv B€om tovg
4

Tnv TaydTd Tovg

Ed® va onueiwbel 611 ondvia eivon ypnoya oArd kadd givol

va Tt EEPOVLLE.
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O\ Set Path

Applies to
S elf
Other
Object

“ o path

Move Set Path Action

Steps : Téhog vmapyovv axoun dvo Actions mov a@opodVv ta. Steps

(Ppora).

1. To mpdTO APopd TV dnovpyio Kdmoov PHUATOG TOL
Ba extedeotel amd TO avTiKeineEVO TPOg pia KotevBuvon

2. To oebtepo pog Ponbasr oty mepintwon mov 10
AVTIKEIPEVO GUVAVINGEL KATO10 GAAO GUYKEKPIUEVO OVTIKEILEVO Y10 VL

TO OTOPVYEL KOl Vo, cLveYIoEL TNV mopeia Tov.

Swamy Nanu, Swamy Naveena (2006) Basic Game Design & Creation for Fun & Learning
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'O\ Step Avoiding

Self
Other
Object

solid only

Move Step Avoiding Action

3.1.2.2 MAIN 1 ACTIONS

Create Instance : Mg avtd to Action HUTOPOVUE VO dNUOVPYNGOVUE KO VO
eppavicovpe évo avtikeipevo péca oto dwudrtio. [pémel va emAégovpe aviikeipevo

(QULOIKA KOl TNG CLUVTETAYUEVES Y KOl Y OTTOV TO OvTIKEINEVO pag O eppavileTe .
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O\ Create Instance

.l'-.:'.ppllﬁ‘. s to

Self

Other
Object

object: No object

Move Create Instance Action

Create Moving : Eod diveton mn dvvatdétnta va dnpovpyncovue €va
OVTIKEIUEVO, HE KATOlM Kivnom Tpog por cuykekpiuévn katevbvvor. Onwg ko mpv

TPENEL VO, OPICOVIE GUVTETAYUEVES ¥ KOL Y , TOXVTNTA Kol kKatevhuvon.
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'O\ Create Moving

Applies to
Self
Other
Object

N 0 I:Itllr:‘l: t

direction:

Move Create Moving Action
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Create Random : Ioyvet 61t woyvet kol oto Create Instance v dtapopd OTL
eMAEYOUE TEGGEPO OVTIKEIHEVA. ZEovld OTMG Kol TPV TPEMEL VAL TPOGOI0PIGOVLE

ouvteTaypéveg X kot Y.

O\ Create Random

.'i".ppth s to
Self
Other
|:| tIIE'I: t

I:ltIIE‘,I:.' 1 N[l 1:|b|v}|:d

object 2 No object

object 3: |No object

object 4. No object
0

Move create Random Action
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Change Instance : Mg avtd to Action, avtikafiothpe Tto
avTiKeipevd pag pe kdmolo dAlo kot 1o mote BELOLE Vo Yivel awTO,
apoV OAec o1 {wéc tedeltdoovy Ty to final boss va ekkpivete. Avto Oa

yivel Katd ovtd ToV TPOTO.

'O. Change Instance

™ Applies to
Self
Other
Object

change into: |No object

perform events: not

Cancel

Move Change Instance Action
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Destroy Instance : Avtd 1o Action pog divel v dvvordtnta
Vo "KOTOOTPEWYOLUE ™ £VOL AVTIKEILEVO, ONANOT VO TO QPAPEGOVLE O

T0 d®UATIO.

'O\ Destroy Instance

Applies to
Self
Other
Objec

Move Destroy Instance Action
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Destroy At Position : A@aipel £vo ovTIKEILEVO TNG EMAOYNG

HOG LE CLYKEKPLUEVES cuvTeTAYIEVEG X Ko Y.

'O\ Destroy at Position

Applies to
Self
Other
Object

Move Destroy at Position Action
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Change Sprite : Mg avt6d 10 Action avtikafiotodue to Sprite

™G EMAOYNG LOG KATO10 GANO.
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'O. Change Sprite

Applies to
Self
Other
Object

sprite: No sprite
subimage: 0

speed: 1

Move Change Sprite Action

Transform Sprite : Mg avtdé 10 Action, pmopovue va
aAldEovpe to péyebog mov €xer To Sprite dnAadn va mepaEovpe To
VYog Kot T0 TAATOG OKOUT WITOPOVUE VO OALAEOVE TNV POopA oL Hal

€xel Kot TV katebhuvon Tov.
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'O\ Transform Sprite

Mo, NOo mirronng

Move Transform Sprite Action
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O mivokoag mopokdto elvar po ypiown Ponbela yo Tig

aAlayég mov Ba yivouv oto Sprite og oyéom pe v T Tov Scale mov

Ba doovpE.

[ Scale Width/Height change Mirrored
t Less than -1 Larger Yes
[ -1 Normal Yes
Oto-1 Smaller Yes
0 None No
[ Oto1 Smaller No
1 Normal No
More than 1 Larger No

AAayég oe Sprite atnv Tuyur tou Scale

Play Sound : Mg oavtd to Action emAéyovue £€vov 7yl

avoamopoymyn kot emAéyovps av Ba mailel oe Aovma ylo Tovia 1 Lovo

pia opd.

‘O. Play Sound

&

sound: No sound

l':II:lp false

Play Sound Action

73




Stop Sound : Avtictoyya, pe avtd T0 Action divovpe EVTIOA va

GTOAUATIGEL 1] AVOTOPAYDYT KATOL0L 1YOV.

‘O. Stop Sound

=X

sound: No sound

Stop Sound Action

Previous Room : Mg avtd 1o Action Bo petagpepbodue oto
TPOMNYOVUEVO SOUATIOV TOLYVISoD HOG OKOUY ETAEYOVUE TOV TPOTO

EUQAVIONG 1 OAADG TO EQE OTNG TNG LETAPOPAS

Next Room : Mg avt6 10 Action Ba petopepbovpe 6to emdUeVo

doudrio.

Restart Room : Me ovtd6 to Action {ntaue va yivet

EMOVEKKIVNOMN TOL dWUOTIOV 6TO Oomoio PplokdacTE 1O .
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O\ Object Properties: object -

» (Jbjecls s—

A0

Events Actions

o i
E»[,'IH'E‘ - Clede ' loto previ

|
M 8 IR Gotonext oo g =

« 5 it s—

| £

Nt »

Name: object

T urew

New A Restart the current room

wew

<

!I $ Itllf‘ ';\ |3J1d

Uses Physics @; X_@)

joQuo>

Depth: |0

« o0 s—

Paent |cno parent z ol i s

Mask ~ [¢same as sprite) | B nEE

2200s

enxa

I:,I'uldlen' None

ameap

(8" Show Infomaton

0k Delete Change

Room Actions

Different Room : Mg avtd 10 Action Bo petapepbovue oe
KAmO10 GLYKEKPIUEVO dMUATIO TO OO0 TO EYOVUE EMAEEOVUE EUEIS

aoYETMOS TNG oEPdg mov Ppiokete péca oTo mayviot.
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‘O Different Room

No room

Different Room Action

Axoun va avaeépovpe 10 Check Previous & Check Next ta
omoia eAEYYOLV TPV Kol PETA 0O TO dMUATIO GTO 0010 PPIOKOUACTE

EKELVI TNV GLYKEKPLUEVT] YPOVIKT] CTLYUT).
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3.1.2.3 MAIN 2 ACTIONS

Set Alarm : Me oavtd 10 Action opiCovpe ta Alarm Clocks mov 0Oa
EVEPYOTOLOLVTOAL APOTOV £xEL OAOKANP®OEl évag aplBuog steps mov €yovpe opicet.
'Etol evepyomoteite 1o Alarm v ottypn] mov to BEAovpEe Kot avTd HE TNV GEPA TOV
gvepyomolel To Action mov BEAovpe va YIVEL [0 GLYKEKPILEVT] XPOVIKT OTIYUN GTO

oy viot pog.

O\ Set Alarm

Applies to
Self
Other
Object

number of steps: 0

in alarm no: Alarm 0

Set Alarm Action
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Set Time Line: Mg avtd 1o Action opifovpe 1o Time Line
OmWG Kol GALEG TOPAUETPOVS Yo TO onpeio oto omoio BEAovpe va

Eexwvnoet kat av Ba kdvet loop.

‘O, Set Time Line

Applies to
Self
Other
Object

time line: No time line

plj S |?||:|r| ]:|
start:  Start Immediately

II:II:ID' [:lljn'P Lv:ujp

Set Time Line Action
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Display Message : Avto to Action £govpe TNV dvuvatodTTO VOl

EUPOVICOVE KATOL0 PUNVOLLO KOTE TV O18PKELN TOV ALY VIOL0V.

'O\ Display Message

Display Message Action
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Restart Game : Mg ovt6 t0 Action divovpe TV €vioAn vo Eovd

apyicetl To mayviol amd TV apyn.

And Game : Kot tpo@avag €dd tepuatilovpe, otapotdue to
oLy vioL, omAd.

'O\ Object Properties: object
Name: object
Restart the game

<no sprite =

® Endthe game
B Save the game

i | @ Load the game

Depth: 0

Parent |<no parent>

Mask

Children:| <None

= . Add Event
(@' Show Information

oK Delete Change

Restart and End Game

Avrtictoya ko pe to Save kou Load Game, 6mov oto onueio

GTO OTO10 TO TOTOOETOVE, AmTOONKEVOVIE TO TTOLYVIOL, 1| POPTOVOLLE
Kdmotlo GAro.
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‘O Save Game

a
]

file name: savegame

Save Game Action

Replace Background: AAAGCetl To background tov dwpatiov

‘O. Replace Background

e

background: No background

back grcn_n'nj pNg

Replace background Action
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Replace Sprite: AAAGCeL T0 sprite oe €va object.

‘O, Replace Sprite

sprite: "Jc. sprite
hlename: spnte.png

images: 1

Replace Sprite Action

3.1.2.4 CONTROL ACTIONS
Check Empty : Me avtd 1o Action gAéyyovpe €dv o€ Kamowo onueio Tov

douatiov mov Bélovpe vo Kivnbel 10 avTIKEINEVO WG LTAPYEL KOO0 GAAO

OVTIKEIIEVO.
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'O Check Empty

Applies to
Self
Other
Object

':'b]'f": ts |:| n]_l,' sohd

NOT

Check Empty Action

Check Collision : Avtd 10 Action givatl to avtiotpoeo pe 1o Check
Empty. Mog emotpépel «true» €4v OTIC GULVIETAYUEVEG TOL  divovue
onuovpyeitan kamolo aAAnAenidpaon (collision) pe kdmolo GAAO avtikeipevo ,

ONAaodn 10 onpeio avTo deV elvar KeVO.
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'O. Check Collision

Applies to
Self
Other
Object

objects: Only solid

NOT

Check Collision Action
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Check Object : Edd eAéyyovpe €dv 0€ KOO0 GLYKEKPLUEVO
onueio Tov dwpaTiov LVLAPYEL KATO0 GUYKEKPIUEVO OVTIKEIHEVO KO

EVEPYOVUE OVAAOYOC.

'O Check Object

Applies to
Self
Other
Objec

Clbl&lﬂ' “Cx |j|b|r}|jf

Check Object Action
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Test Instance Count : Edd® ghéyyovpe edv KATO0 GUYKEKPIUEVO
avtikeipevo epeoaviletar Ayotepeg QOpES, TEPICCOTEPES OO TOV

GLYKEKPLUEVO aplBpd oL £xovLE OpioEL EUEIC.

O\ Test Instance Count

I:Itllf-_",l:." Nlj Clb]r}[f

number; [

operation: equal to

Cancel

Test Instance Count Action
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Test Chance : Mg avtd 10 Action @tudyvoovpe éva {dpt To omoio
€xel 0oeg mhevpég opioovue gueic. Av €pbel 1 10T gxteAoVVTAL O1
eVTOAéG oL Ba ddoovpe edv Oyt 10T dev ektedovvTal. OG0 o TOAAES
elvar ot TAevpég Tov {aplod OG0 AyodTepeS ivar Kot ot ThavOTTESG VoL

eépovpe 1 apa Kot vo EKTEAEGTOVV 01 EVTOALG.

O\ Test Chance

NOT

Test Chance Action
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Check Question : Mg avtd 10 Action gu@avileTe L0 EPAOTNOT GTOV TTAIKTN
TOV TTOYVISLOV TNV 0ol EYOVE GUVTAEEL EUEIG Kol TEPLEYEL TNG EMAOYEG VOl Kot O)L.

e k@Be emAoyn opilovue ta Action mov Oa Tpéyovve.

'O. Check Question

(7

question:

NOT

Cancel

Check Question Action
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Test Expression : Ed® giodyovpe po €Kppacn 0mov eAEYYOVLE
eqv gival cmOTN, MOTE VoL EKTEAEGTOVV Ol TOPAKAT®O EVIOAEG TTOL Oal

€100 YOVLE, OAMDC OV EKTEAOVVTOL.

'O\ Test Expression

Applies to
Self
Other
Object

NOT

Cancel

Test Expression Action
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Check Mouse : Avtd to Action emotpeéPel true OTOV TO

TANKTPO TOL TOVTIKIOL OV EYovpe MAEEEL Exel moTnOet.

O. Check Mouse

button:

NOT

Check Mouse Action
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Check Grid : Ed® emiléyovpe o meptoyn 1oV SOUATIOL YPTGLLOTOUDVTOG
cuvtetaypéveg X kot Y Kot OTOV TO OVTIKEIHLEVO TTOV £YOLUE OPIGEL IKAVOTOU|CEL

aVTEG TIG CLVTETAYUEVEG TOTE TO Action emiotpépet True.

O Check Gnd

Applies to
Self
Other
Object

snap hor: 16

snap vert: 16

Check Grid Action

Start ko Stop Block : Me avtd too Action umopoOpe va d€GovUE Lo GEPE

evIoA®V poll omov BEAOVE VO EKTEAOVVTOL GOV £VOL TOKETO.
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O\ Object Properties: object -

] i " achang
Events Actions duesion

, Create ' Start of  block

Name: |object
Spite
M . {1 If apostion is colision fiee
i ] Wit out of 2 perform nest

\ If the user answers pes to a question
Visible Solid 9 l 1

Persitent  {Jses Physic Ifinstance is aligned with gnd

Depth: 0 End of a block

«Code
B 8

« \ariables

Parent |¢no parent
Mask ~ |<same as sprite>

I]'nldierf None
UAR VAR

7 o : Add Event
()" Show Information

Delete Change

Start And Stop Block Action

Else : Edv xGvovpe kdmolo epdtnomn HEGH KATO0L action Kot oG OMOEL MG
amdvinon false, dev B ekTeEAeGTOVV O EVTOAEG OV elyape Opicel, AAAL Ol EVIOAEG

nov Ba opicovpe kdtw and o Else.
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Repeat : Mg 10 Repeat, gmavaiapfdavetor 1o Action mov axolovBei O6ceg

QOPEG TO OpicOVE EELC .

'O Repeat

Repeat Action

Exit Event : Mg avtd 1o Action divovpe gviodn va Byodue amd
to Tpéyxwv Event. "o mapdoetypa umopel va Exovpe ptia&et £vo Bonus
o emimedo movL va divel oTov malyTn extra mOVTOLg Kol vo givat
doyxeto pe TO main story Kol O TOXTNG VO OmOQACIcEL Vo TO

TapoAeiyeL.

Call Event : Mg ovtd 10 Action xodovpe amd v opyn TO

Event
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Execute Code: Mg avtd 10 Action avoiyet éva not pad émov o

YPNOTNG UTOPEL VOL YPAWEL TO S1KO TOV KMOTKA.

‘O Event: obj_ball_Step_1

WP X2 2 Applies To: @Self  Other _  Object

act il:l n

Execute Code Action
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[Ipocoyn yio ToAD peydio Koppdtio Kodtka ypnoiponoovpue SCIPTS.

Set Variable : Mg avtd to Action B€tovue v apyik ™ TWwn o€ pia

petopAnTY.

'O\ Set Vanable

Applies to

Self
Other
|:[ t||r§'|:'

Set Variable Action
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Test Variable : Ed® ocvykpivoope v U pog HeTafANTIS
eqv elvan ion pe kbmoov Badbud M edv sivar pkpdtepn 1 pHeyaAdTEPY

and Kamotov Baduod.

O\ Test Variable

Applies tc
Self
Other
Object

vanable:

value: 0

operation: equal to

NOT

Test Variable Action

96



Draw Variable : OpiCovpe va gpeaviCete pio petafinty 6mmg

TO OKOpP HECO GE KATO10 dMUATIO.

‘O. Draw Variable

Applies to

Self

Other
Object

Draw Variable Action

97



3.1.2.5 SCORE ACTIONS

Set Score: 'Evag and tov tpdémovg mov to Game Maker Studio kdver tnv (on
poG o €0KOAN etvan 0Tl pog Sivel TPO EYKOTESTNUEVT U0 LETAPANTH TOL KPATAEL TO

Score. Mg avtd to Action pmopovpe vo LETARAAAOVLE TV TIUH TNG.

O\ Set Score

new score:

Set Score Action
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Test Score : EA&yyovpe v Ty tov Score av givot ion pe v
T mov dlvovpe , HEYOADTEPN N HIKPOTEPT DOTE VO OPIGOLUE Tl

evépyeleg Oa yivovtan og kdBe mepintmon.

O\ Test Score

value: 0

operation: equal to

NOT

Test Score Action
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Set Lives: Avtd to Action gAéyyel T0 £TVHO cVOTHO (OOV TOV
pag mapéxet to Game Maker Studio, opiCovpe g {wég mov BéAovpe

KOl TNG QVEOUELDVOLLE avaAOY pe To. Actions Tov £xovue opioel.

O\ Set Lives

Set Lives Action

Test Lives :Me avtd 10 Action emAéyovpue Ti evépyeleg mov Ha
TPOYLLOTOTOLOVVTOL OTOV 0 aplfuog Tov (omv gival cuykekpipuévog. H
o ocvvnbiopévn ypnon eivon va opicovue va gppaviCete Game Over

otav ot Lmég etvar unoév.
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O\ Test Lives

value: 0

operation: equal to

Test Lives Action

Draw life images : Mg avtd 1o Action pmopodue  vo
epeavifovpe oto oy vior Tov aplpd Tov (OOV e TV (PNOoT EIKOVOV

OTt™G Y1 TOPAdELY L KapOOVAES avTi Yo ap1Opovg.
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‘O Draw Lives

caption

Draw Lives Action

Set Health : To Game Maker Studio £yel opiouéveg Pacikég
petaPAntég amodnkevuéveg otig PifAtodnkeg tov. Mia and avtég eivon
n petafAnt) Health. Me 1o Action avtd opilovpe v Tiun g 6mov
100 eivon to péyioto kot 0 1o ehdyroto. Me v T va yivete 0 10te

Ba evepyomomBei ko to avédroyo Event 6nwg to va apopedel pia amd

¢ Lowéc.
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O\ Set Health

value (0100} O

Set Health Action

Test Health Set Health : 1w Asttovpyia pe to Test Lives , 6tav
N Con etdoet oto 0 T0 avAAoyo Action EvEPYOTOLEITE TOL TOV £YOVLE

opioet.
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O\ Test Health

value: 0

operation: equal to

NOT

Cancel

Test Health Action

Draw health : H (o1 Tov maiym eppavilete og pia umdpo avri
Yo KapdovAeg oe KdAmolo onueio tov  Tov dwpatiov mov opilovue

gUELG OTMOS KOl TOL YPOLOTO QVTNG.
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‘O. Draw Health

back color: none

bar color: |green to red

Relative

Draw Health Action

Score caption : Mg avtd 10 Action gppoaviCovior 6e OmO0
onueio Tov dwpatiov BEAoLUE gelg TO dvopa TOV dmpatiov To Score

Cwéc, n evépyela KTA.
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'O Score Caption

show score: show
score caption: score
show lives:  don't show
lives caption: lives
show health:  don't show

health caption: health

Score Caption Action
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3.1.2.5 DRAW ACTIONS

Draw Sprite : Edd amewoviCovpe kdmoto Sprite dniadn o edvo oTo
oy viol pog 1 av to Sprite amoteleiton TOAAEG €KOVEG, dNANOT Eivorn por KivoOpevn

€KOVa, Y10 va TIC ppavicel OAeg oeprlakd, Balovpe v Tun -1 oto subimage.

'O\ Draw Sprite

Applies to
Self
Other
Object

sprite: | No sprite
0
Y [:|

subimage: -1

Draw Sprites Action

Draw Background : EmAéyovpe ewcdéva mov wg background yio 1o dmpdrtio
TOV ALY VIOOD KoL oV o TNV «TEVIOGOLUE» Y10, Vo Toplalel akpPog 6to dmudrio 1

oyL.
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'O\ Draw Background

)ackground: No background

tiled: false

Draw Background Action

Draw Text : Edd eppavicovpe éva Keipevo o€ kdmolo onueio tov dwpotiov
g emAoyNg poc. Mmopel va eitvar otidnmote keipevo xeptdlete To mouyvidl pog, amod
éva Kkeipevo pe odnyleg péypt score N kdmolo GAAN petafAnt Kot To. AOUTAL.
Xpnowonowwvtag 10 cOuporo # airdlovpe ypouun oto Keipevo mov Béhovpe va
OTEIKOVICOVLE, EMOUEVOG ME €val LOVO Action, UTOPOVUE VO ELPOVIGOVUE KEIUEVO
TOALGV Ypapupmv. Edv 1o keipevo mov eicdyovpie to mepikAboovpe péco og © ‘1N “ ¢
t6te 10 game maker dev o epeavilel cav amid Keipevo aAld To PAETEL OC EKppoom

Kol gpeovifel ta avaioyo omoteAéopota, Yoo mopddsrypo Otav  BElovpe va

EUQOVIGOVUE TNV T KATOL0G LETAPANTNAG,.
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‘O Draw Text

Applies tc

Self
Other
Object

Cancel

Draw Text Action

Draw Scaled Text : Eivair 10 1010 pe to Draw pe m Pooikn dwopopd 0T
gyovpe v dvvatdtTa v aAldlovpe Kot vo emAéEovpe To PEYEBOC Kat T HOPPN

TOV KEWWEVOL OV BELOVLE VO ELPOVICOVLLE.
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O Draw Text

Applies

Other
Object

Draw Scale Text Action

Draw Rectangle : Aneikoviletl éva amAd teTpdymvo otovg aovee X kKot Y mov
opicovpe gpelg. Av KAk dpovpe oto relative TOTE 01 GUVIETAYUEVEG LETPAVE OO TO

onueio mov PpickeTorl To avTIKEIpeEVO Hag.
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'O\ Draw Rectangle

Applies to
Self
Other
Object

filled: filled

Draw Rectangle Action

Horizontal Gradient: Eivow 1o 1010 pe 1o Draw Rectangle opwg 1o
teTpdyvo Ba £xel dVO OLUPOPETIKA YPDOUATO TO OToio Kot 1) evoriayn Oo

yivete opilovtia amd Ta aplotepd Tpog To 0e&1d.
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‘O Horizontal Gradient

.Qpphe; to

Self
Other
|:| b[rf‘l: t

colorl:

color2:

Cancel

Horizontal Gradient Action

Vertical Gradient: Axpipdg 10 1610 pe 1o Horizontal Gradient aAld

€0M M EVOALAYT TOV XpOUATOV YiveTon KAOETA.
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‘O Horizontal Gradient

.Qpphe; to

Self
Other
|:| b[rf‘l: t

colorl:

color2:

Cancel

Draw Ellipse : Mg avtd to Action omgikovicovpe po EAAEWYT , GTO

onpeio mov gpeig Bo Tpocsdiopicovpe.
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'O Draw Ellipse

Applies to
O Self
Other
Object

filled:

Draw Ellipse Action

Gradient Ellipse : Me avtd 10 Action angwovicovpe pua EAAEWY , 610
onueio mov eueic Ba mpoodiopicovpe, omoia Ba £xel GALO YpOUA GTO KEVIPO
TOV, GTO E0MTEPIKO TOV, KO OLOPOPETIKO YPDOUN EEMTEPIKA, GTO TEPTYPOLLA

TOVL.
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'O Gradient Ellipse

Applies to
Self
Other
Object

colorl:

color2:

Gradient Ellipse Action

Draw Line : Ed® dnAdvoupe T cuvieTayuéveg e dvo onpeia (x , x)
v oplovtia ko (Y, Y ) yio kéBeta, mov BEhovpe va £xet po evBeio ypopuun

Kol OeOVILETE GTO OWATIO TOV TOLYVIOLOV LLOGC.
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‘O. Draw Line

Applies tc

Self
Other
Object

Draw Line Action

Draw Arrow : Eivow axp1Bog to 1610 pe to Draw Line pe v dtagpopd

Ot avti yio ypappn etidyvovpue BELOG.
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‘O. Draw Line

Applies to

Self
Other
Object

Draw Line Action

Set Color : Mg avtd 1o Action gmAéyovpe pOVO TO YPpOUO TOL Oa

£YOLV VO YEOUETPIKA GYNLLOTAL.
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O\ Set Color

&

Cancel

Set Color Action
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Set Full Screen : Opilel av T0o moyviol Ba tpéyel oe mApng 066vn 1 o€

window mod.

O\ Set Full Screen

achtion: lj witch

Set Full Screen Action
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Take Snapshot: Byalet ScreenShot.

'O\ Take Snapshot

i

flename: snapshot.png

Cancel

Take Snapshot Action
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o Create Effect : Mg avtd 10 Action Umopovpe va TpocOEGovE
€PE KOTA TN OLIPKELD TOV TOLYVIOOD oG OTmg Yo pia €kpnén, Ppoyn Kot to
howtd. Epeig amAd emAéyovpe Tov TOTO TOL €PE KOl TO ONUELD OTTMG OKOUN,
10 P€YeBHS TOL, TO PO TOL BEAOVLE Vo €xEL KO GV BEAOVE VO pEavioTEL

oo 1 UnPooTd amd TO OavTiKeEipnevd oto omoio evepyel owtd T0 Action.

Ayyehddaxng N. (2012) Anpovpyio moryvidod pe to Game Maker 8.1 Lite
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KE®AAAIO TETAPTO
GML

. ¥10 Game Maker Studio &yovpe v dvvordTnTo Vo OpicOLLLE
ta Okd pog Actions pe v ypnon t YAwocog tov Game Maker Studio ov
Aéyete Game Maker Language. H GML &givou pio YA®Goo Tpoypoppuoticpod
pe apketd kowvd otoyyeio pe v C++ kol GAAeg Odonués YADGGES.
[Mopaxdatw Ba dovpe ta Pfacikd yio tnv cvvracn . [a apyn ot ypapovue
omv GML npénetl va givon péca o€ {} kat 6to t€hog Kabe TpdTaong mpémet va

BdCOU},LS 870»1]\/“((') EPOTN uam«'). Trollsplatterer (2008) Game Maker Language

; }
l <statement>;
<statement>;

Optouog GML

To Game Maker Studio €yet €10 eykateotnuéveg péca otng Prpitodnkeg tov
pepikés Paocwég Functions, @uowd Opog pog oivel kot v duvatdtnto vo
ONUIOVPYACOLHE Kol TG OKEG HAG. YTAPYovv SV0 €W0MV PO EYKOTEGTNUEVES

Functions

1. 2D-Fuctions
2. 3D-Fuctions

Alpafnrtikd ot €idn eykateotuéveg 2D Functions péca otng Prpirodnkecg

TOV £ival:
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Abs

Arccos

Arcsin

Arctan

Arctan2

Audio emitter

falloff

« Audio falloff set
model

e Audio play
sound at

« Background
create gradient
« Background

get texture
C

e Caell

« Choose

« Chr

« Clipboard has
text

« Collision point

« Collision
rectangle

« Cos

D

« D3d draw
block

« Da3d draw cone

« D3d draw
cylinder

« D3d draw
ellipsoid

« Da3d draw floor

« D3d draw wall

« D3dend

« D3d light

D cont.

« D3d
transform set identity

« D3d
transform set rotation
X

« D3d
transform set rotation
y

« D3d
transform set rotation
z

« D3d
transform set scaling

« D3d
transform set
translation

« Da3d vertex

« D3d vertex
color

« D3d vertex
normal

« D3d vertex
normal color

« D3d vertex
normal texture

« D3d vertex
normal texture color

« D3d vertex
texture

« D3d vertex
texture color

« Degtorad

« Display
mouse get x

« Display
mouse get y

« Display
mouse set

« Distance to
object

« Distance to
point
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D cont.

« Draw text
transformed color

e Draw
triangle

e Draw
triangle color

« Draw vertex
« Draw vertex

color

« Ds list
create

. Ds list
destroy

E

« Effect clear

« Effect create
above

« Effect create
below

« Event
perform

« Event
perform object

« Event user

« Execute
program

« Execute
shell

« Exp

F

. File
attributes

« File bin
close

« File bin
open

« File bin
position

« File bin read



define direction

« D3d light
define point

« D3d light
enable

« D3d model
block

« D3d model
clear

« D3d model
cone

« Da3d model
create

« D3d model
cylinder

« D3d model
destroy

« D3d model
draw

« D3d model
ellipsoid

« D3d model
floor

« D3d model
load

« Da3d model
primitive begin

« D3d model
primitive end

« Da3d model
save

« Da3d model
vertex

« D3d model
vertex color

« D3d model
vertex normal

« D3d model
vertex normal color

« D3d model
vertex normal texture

« D3d model
vertex normal texture
color

« Da3d model
vertex texture

e« Draw
background

« Draw circle
« Draw circle

color

« Draw clear

e Draw
ellipse

e Draw
ellipse color

e Draw
healthbar

« Draw line

e Draw line
color

e Draw line
width

e Draw line
width color

« Draw point

« Draw point
color

e Draw
primitive begin

e Draw
primitive end

e Draw
rectangle

e Draw
rectangle color

. Draw
roundrect

« Draw
roundrect color

e Draw self

e Draw set
alpha

e Draw set
blend mode

e Draw set
color

e Draw set
font

e Draw set
halign

« Draw set

Trollsplatterer (2008) Game Maker Language
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byte

« File bin
rewrite

File bin seek

« File bin size

« File bin write
byte

« File exists

« File find
close

« File find first

« File find
next

« File text
close

File text eof
File text
eoln
« File text
open append
« File text
open read
« File text
open write

« File text
read real
. File text

read string

« File text
readin

« File text
write real

« File text
write string

« File text
writeln

« Filename
change ext

« Filename dir

« Filename
drive

« Filename
ext

« Filename
name

« Filename



« D3d
vertex texture color

« D3d model wall

« D3d primitive

model

begin

« D3d primitive
begin texture

« D3d primitive
end

« Da3d set culling

« D3d set depth

« D3d setfog

« Da3d set hidden

« D3d set
lighting

« D3d set
perspective

« D3d set
projection ext

« D3d set
projection ortho

« D3d set
projection perspective

« D3d set
shading

« D3d start

« D3d transform
add rotation x

« D3d transform
add scaling

« D3d transform
add translation

valign
« Draw sprite
« Draw sprite

ext

« Draw sprite
part

« Draw sprite
stretched

« Draw sprite
stretched ext

« Draw sprite
tiled ext

e Draw
surface

e Draw
surface ext

. Draw
surface general

« Draw
surface part

« Draw
surface part ext

e Draw
surface stretched

« Draw
surface stretched ext

e Draw
surface tiled

e Draw
surface tiled ext

e Draw text
color

« Draw text
ext

e Draw text
ext color

e Draw text
ext transformed

e Draw text
ext transformed color

e Draw text
transformed

Trollsplatterer (2008) Game Maker Language
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path
« Floor
« Frac
G
« GML
Functions: Particle
Destroyers
« Game end
« Game load
« Game
restart
« Game save
Get integer
Get string
|
. Ini close
e Ini key
delete
e Ini key
exists
« Iniopen
« Iniread real
e Ini read
string
« Ini section
delete
« Ini section
exists
e Ini write real
e Ini write
string



« Instance
copy
« Instance
create
« Instance
deactivate all
« Instance
destroy
« Instance
exists
« Instance
number
« Instance
place
« Instance
position
« loclear
. Irandom
. Irandom
range
« Isreal
Is string
K
« Keyboard
check
« Keyboard
check direct
« Keyboard
check pressed
« Keyboard
check released
L
« Lengthdir
X
« Lengthdir
y
« Ln
« Log2
« Logn

M cont.

« Mplay init
ipx

« Mplay init
modem

« Mplay init
serial

« Mplay init
tcpip

« Mplay
ipaddress

« Mplay
message clear

« Mplay
message count

« Mplay
message id

« Mplay
message name

« Mplay
message player

« Mplay
message receive

+ 0/ Mplay
message send

« Mplay
message send
guaranteed

« Mplay

message value
« Mplay player

find

« Mplay player
id

« Mplay player
name

« Mplay
session create

« Mplay
session end

« Mplay
session find

« Mplay
session join

« Mplay

Trollsplatterer (2008) Game Maker Language
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S cont.

ext

image
text
video
web

texture

(functk;n)

ext

part

height

texture

Show message
Show message

Show question
Sign
Sin
Splash  show

Splash  show

Splash  show

Splash  show

Sprite get

Sqr
Sqrt
String

String char at
String copy
String delete
String format
String height
String  height

String length
String lower
String pos
String repeat
String upper
String width
String width ext
Surface copy
Surface copy

Surface create
Surface exists
Surface free
Surface get

Surface get



2D Functions GMS

Trollsplatterer (2008) Game Maker Language

- Round
S

e Screen
redraw

- Set
application title

« Show debug
message

Alpafnrtikd ov €idn eykateotuéveg 3D Functions péca otng Prpirodnkecg

TOVL Elvar.
D

- D3d draw
block

- D3d draw
cylinder

- D3d draw
floor

- D3d draw
wall

- D3d set
projection ext

- D3d set
projection ortho

- D3d set
projection perspective

- D3d set
shading

- D3d draw
cone

3D Functions GMS

M cont.

- D3d
draw

- D3d
floor

- D3d
load

- D3d
primiti ¢ =

- D3d
primitive end

- D3d
save

- D3d
vertex

- D3d
vertex color

- D3d

vertex normal

Trollsplatterer (2008) Game Maker Language
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S cont.
- D3d set
lighting
- D3d set

- D3d start

T

- D3d
transform add rotation
x

- D3d
transform add scaling

- D3d
transform add
translation

- D3d
transform set identity



- D3d draw - D3d model
ellipsoid vertex normal color
- D3d model - D3ad model
ellipsoid vertex normal texture
- D3d model
= vertex normal texture
color
e D3dend - D3d model
vertex texture
L - D3d model
- D3d light vertex texture color
define direction - D3a model
- D3d light wall
define point
- D3d light P
———t - D3d primitive
begin
M - D3d primitive
- D3d model begin texture
block - D3d primitive
- D3d model end
clear
- D3d model s
cone -« D3d set culling
= D3d model « D3d set depth
create -« D3d setfog
- D3d model . D3d sot
cylinder hidden
- D3d model
destroy
3D Functions GMS 1
4.1 LOOPS & IF STATEMENT

H ovviaén tov IF  elvon

if (<expression>)

<statement>

else

<statement>

REPEAT STATEMENT:

mopoOHole.  HE  OAAEG YVOOTEG

TPOYPOUHOTIGHOV O0Ttmg M C, yio Tapadeiypota :
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- D3d
transform set rotation x

- D3d
transform set rotation y

- D3d
transform set rotation z

- D3d
transform set scaling

- D3d
transform set
translation

v

- D3d vertex
- D3d vertex

color

- D3d vertex
normal

- D3d vertex
normal color

- D3d vertex
normal texture

- D3d vertex

normal texture color

- D3d vertex
texture

- D3d vertex
texture color

YADGGES



Me 10 repeat ekteAeitor cvveyOpeva 1 kPN HEGH TNV repeat statement

00eg Popég emAECOVLE.
{
repeat (3) instance_create (obj_bat.x, obj_bat. y, obj_ball);}
}
WHILE STATEMENT

Ooco ocvpPaiver ko woyvel Katl, extedeiton n Aovma mov meptlapupdvel v

£K@pacm mov OELOVE.
{
while (!place_free(x,y))

{
x = random(room_width);

y = random(room_height);

}

DO STATEMENT:

H éx@paom avt| petd amd kabe Aovma eA&yyetl va ot av elvar akoua o€ 1oYOEL

{

do

{
x = random(room_width);

y = random(room_height);

129



}

until (place_free(x,y))

}

FOR STATEMENT:

Ed® divoope kdmown petofintm opifovpe t Oa yiver dtav m T g
petafAntg mhpet o cvykekpluévn tipr. Kabe popd mov tpéyet 1 Aovma n Ty g
petofAnTig aAlalel mpog v kotevBuvon mov €xovue OpIicEL TNV EVEPYELD TTOL

0éhovve va yivet.

{

for (1=0; i<=19; i+=1) a[i] = i+1;

SWITCH STATEMENT:

Ed® ouyvovue mepintoong mov Ba  Tpéyouvv  OTOV  IKOVOTOLOHVTOL

GUYKEKPULEVA KPLTNPLCL.

To mapaxdto mapaderypa ivor po Aovmo evariayn eioévov background.

switch(background_index)

{

case fl:
background_index = f2;

break;
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case f2:

background_index = f3;

break;

case f3:

background_index = f4;

break;

case f4:

background_index = f5;

break;

case f5:

background_index = f6;

break;

case f6:

background_index = f7;

break;

case f7:

background_index = f8;

break;

case f8:

background_index = f1;

break;
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Kabe mepintoon mptv mpoympnoovpHE OTNV EMOUEVY] TPEMEL VO TNV

‘587\.8105(501)}18 pe brake; Trollsplatterer (2008) Game Maker Language

4.2 METABAHTEX

H GML ypnowomnotel Omm¢ kot ot GAAEG YADOGEC TPOYPOULUATIGHLOD
petafintés. Ymdpyovv 2 edov petofintéc. H tomkég (Local) kot ot Global. T va
opicovpe pio Tomiky| HeTafANT] OTAQ YPAPOVUE GTOV KMOKO HOG TO OGVOUL TNG

petafAntis. o mapaderypo.
Variable =1 ;
M
Variable = random(10) ;

H k0 petofAn mov dnpovpyodpe 16Y0EL Yo TO OVTIKEILEVO GTO 0Oi0 TNV
ONUOVPYNGAE, av OGS BEAovue va TelpdEovpe pio HETABANTH TOL £yovpE QTIAEEL
o€ £V0, OVTIKEIPEVO péEsa amd €va GALO avTIKEILEVO , ONANOT VO TNV XEPLGTOVUE AV

global petafinty tote kbvovpe to €ENG.

Ball.speed = 12;

omov ball givor To avtkeipevo kot speed 1 petafAnt.

Télog yua vo dnuovpynoovpe pia Global petafint v dnidvoovpe g eENG.
Global.speed=1

Avtd onpaivel 6tL 6mov KL av Pplokouacte, Bo LTOPOVLIE VO KAAOVUE TNV

petaPAnty speed.

>10 Game Maker vrapyovv nom étoueg Global petafAntéc.
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X, vy, hspeed, vspeed direction, speed, visible, image_index, image_speed,

score, lives, health, mouse_x, mouse_y
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KE®AAAIO IIEMIITO

YAOIIOIHXH ITAIXNIAIOY - CATCH THE CLOWN

To ovykekpévo oy viol eivan Eva mhpa TOAD HKpd dNYHO TOL TL UTopEl va
Kkével kamowog pe 1o Game Maker Studio. Xkomd¢ Tov oy vidov gival vo o Toiytng
VO KOVEL KAIK L€ TO TTOVTIKL ETAV® oTov ampoPfAenta kivodpe Kidovv kot vo paléyet
novrovg. Kdébe popd mov o monytelc katapépvel va KAVEL KAIK ETAVEO GTOV KAOOLV 1)

TaxHTNTA TOV ALEAVETE KOl KATO CLUVETLOL YIVETE TTLO OVGKOAO TO EMOUEVO KAIK.

O\ Catch the Clown = X

Catch the Clown Game Screenshot
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Mo apyn eoptdvovue to Sprites Tov Bo YPEOGTOVE.

1. To Sprite tov KAOOVLV.

2. Tov 1eiyovg Tov dwpatiov

‘O. Sprite Properties: spr_clown

Name: spr_clown Collision Checking

Precise collision checking
@ Load Sprite

@& Edit Sprite

Width Height: 64
Numb f subimages

Origin

Sprites Properties For Clown Game
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'O\ Sprite Properties: spr_wall

Name: spr_wall Collision Checking

Precise collision checking
s Load Sprite -
@& Edit Sprite

“= Modify Mask

Width: 64  Height: 64

Number of subimages: 1 e G
Tile: Honizontal
Tile: Vertical
Used for 3D

Ungin (Must be a power of 2)

Texture Group

Sprites Properties For Clown Game (wall)

2NV GLVEYELD POPTAOVOLLE NYOLG Kot background.

Sounds
B snd_bounce
S r‘ld_ C IIC )

SN d_ music
B ackgrounds
bck __mam

Hyot Background

Axopa dev €yovpe dNUIOVPYNOEL TIMOTO OGOV AVOEOPE TO TOLYVIdL Hag , 1M

TPOAYLOTIKT ONpovpyio EpyeTon pe Ta objects katl Too Rooms.
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Mo apyn Ba etidyvovpe 10 mPAOTO Object tov ToiY0 mov Bo mepPdrel to

dmpdtio mov Oa dSadpopartilete 6An n dpdon.

‘0. Object Properties: obj_wall

Name:  obiwall i i

S prite

-||}

-‘Iump
.
Depth: 0
Paent |¢no parenty
Mask  [¢sal

D‘n\dren' None

= Add Event
fi

Show |nformation

oK Delete Change

Object Wall

Ed® dev yepralete va kdvovpe kTt TepeTaip® TEPAV TOV VO EMAEEOVUE TNG
emoyég Visible mote 10 avtikeipevo va gppavilete péca oto dwpdtio kot to Solid
(MOOTE TO OVTIKEILEVO VoL EIVOL GUUTTAYEG KO VO NV WITOPOVV GAAN OVTIKEILEVO VO, TO

dmepdcouy.

Xy ovvéyela Bo dnuovpyncovpe tov kKAdovv. Ilpdta etidyvovue éva Create

Event ko to

Create Event for Clown

«yepiCoope» pe Alarm, pe opOud Pnudtov 30 kot Start moving in direction

OAeg ™G KatevBvvong.
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'O\ Object Propertie
Name

Start moving in a direction

< SetAlarm Oto 30

'O\ Set Alarm

d

Uses Physics

Depth: 0

Parent |<no parent =
Mask
Children:
Add Evi

Change

Alarm for Clown

Ymv ovvégewn etuavovpe éva Event Alarm 6mov emavolappdvoope v

TOPATAVE dtadtkacio pe TV olapopd 0Tt opilovue 1o devtepo Alarm ota 60 Prjpara,

akou”n tpochétovpe Eva akoun event transform sprite.

Object Properties: obj_clown
e = Timing =———
Name: ob_clown - ELLL
Start moving in a direction
larm O to B0

[ Transform the sprite

'O\ Transform Sprite o
Depth

= hame

®
Parent |<no paren

5 ™
= Resources s——
Children:| <None

- -
Add Event

Change E direction

MIITOr: | O mirrorng

npileForm - Compiled at: 11:40:44 pp
moile  Qaiwra Cantral

Alarm Ernavainyng Atadikaoiog
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Av avopotiécor yoti vrapyovv dvo Alarm kot dvo Start moving in a
direction m omdvinon kpvPete oto Transform the sprite Action. Xtnv ovcic o610
TPAOTO AEUE GTOV KAOOVV VO KIVEITE HEGO GTO OMUATIO TPOG OAEG NG Katevhuvong.
Evod oto devtepo Aépe 610 1010 10 Object va aArGEel koTevBuvon oe oyéon He TV

£0VT0 TOV.

[Mpoywpovtag 10 épyo dnuovpyovue €va collision event Omov AEUe GTOV
KAOOLV , 0Tav Ba épyeTar o€ emapn pe Tov Toiyxo Ba avamnddetl kot Oa avamapdyete
KOl 0 KOTAAANAOG MxoG. 1o Action play sound vo mobdue 6t oty emAoyn loop

npénel va emiéyoovpue False.

'O\ Object Properties: obj_clown

= Timing =———
Name: obi_clown
Bounce against solid object

@ Create I

2 Alam 0
@ Play sound snd_bounce

TuRw

ob_wall
Left Pressed

Zuew

o
o
3
T
15

Depth: 0

Parent |<no parent

Mask same as sprite

3J00s

enxa

Children:| <None

mesp

T Add Event
(@' Show Information

1% Delete Change

Ertidoyn Loop oto Play sound

Téhog «mpoypappatilovpe» g evépyeleg Tov yivovtal 6ToV KAVOLUE KAMK UE
T0 movtiKt otov KAOGouv. Dtidyvovpe éva Left pressed Mouse Event kot tov

(POPTMOVOLLLE TO TOAPAKATO Actions.

1. Set score 6mov emAéyovie To relative

2. Plat sound kot emAéyovpe TOV OVTIGTOLXO YO Y10 TO KAK

3. Jump to random petition

4, Start moving in a direction @woM emAéyovior OAeg NG
KatehBvvong
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'O\ Object Properties: obj_clown - |

Evel = Drawing =———

anow

2 Alam 0

Tuew

obj_wall
Left Pressed 2% Jump

Zuew

Start moving in a direction

o
Q
-
T
- 8

Depth: 0 a
= Settings

Parent |<no parent = T &

Mask [ &> = Other

23J00S

eqnxa

Children:

mesp

— Add Event
i Show |nformation

0Ok Delete Change

EmAoyn Kateuduvong AVTIKELUEVOU

To tehevtaio object wov Ba dnovpyncovpe eivar 1o obj_control 6mov Kot Oa
Baiovpe LoVGIKT LIOKPOVOT| Kot TPOTO TO score va. epeavilete 610 dwpdTio og real

time.

1. [Ipdta pe Create event ko action — play sound Kot €miAoyn Tov
KatdAAnAov pe loop true
2. Agvtepo Draw event ko action — draw the value of score pe

NG CLVVTETAYIEVEG TTOL BEAoLLE Vo eppavileTe 6TO dUATILO.

'O\ Object Properties: obj_control

anow

© Play sound snd_music

Tuew

Zuew

1oQuod

Depth: 0

Parent

3J00S

Mask

enxa

Children:| <None:

mesp

= Add Event
(@ Show Information

oK Delete Change

Anutoupyia Event-Action Play Sound kat loop true
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'O\ Object Properties: obj_control

Name: ob|_control Actions

%® Draw the value of score

<no sprite: -p %

New

= Jump
.

Depth: 0
Parent |<no parent
Mask same as sprite
Children|
Add Event

@\ c = alinas
(@ Show Information

0K Change

Juvtetayuéves Awpatiou

To televtaio mov Ba ¥PELCTOOUE VO SNULOVPYHCOVUE TPV OAOKANPDOCGOLLLE

TO Tl VioL eivat LGIKA TO dWUATILO.

%= Rooms
@ m_main

Anuovpyio Awuation

[Tpdra Oa emAéovue éva Background

Q-i ck groun ds

ackground color

ackground 0
yackground 1
ound 2
ground 3
ckground 4

ground 5

yack —]p:.und

Visible when room starts

Foreground image

Emtidoyn Backround
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YvveyiCovpe pe ™G KoTaAANAeS puOuicel Tov SOUATION OTTOC 1) TOYVTNTO TOL
dmpatiov, TAATOG Ko VYOG .

physics

tiles

Persistent

B Creation code

Instance Order

PuBuioeic Awpatiouv

OloxAnpovovpe TomofeT®dVTOG TO aVTIKEILEVA va 0TO dWUATIO 0o To Tab
Object

writh left mouse

obj_clown

0

obj_control

"EERER]

Toro¥€tnon AVTIKELUEVOU 0TO AwWUATLO
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E
E
m
=
=

backgrounds

{eltings

Q0jec '

Name: m_man

[nstance Qrder

OAokAnpwon Awpatiou

EEovpe

4

tvat €TVpHO YL VoL TO TP

101 Hog €

e

4

dvovtog g avtd TO oNuEio To ToY

Jé

D1

dAoyo

r

r

4

Empene 1 O)L Kol VO, KAVOVUE KOL TO OV

0o

Kol va, 00VE av Asttovpyel Ommg

debagging.
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EIIIAOI'OX

KAgtvovtag v mapodoa mtuylaky epyacia, Oewpd Twg To oToLNEln Kot ot
Aemtopépeteg mov ypetdletal va yvopilel kdmolog o omoiog BEAEL Vo ELPVOTOEL OTAL
NAEKTPOVIKE oy vidio Kot Kupiwg ot dnuovpyia avtdv pécw tov Game Maker
Studio éyovv avarvBel enapkdc. Ot SLVATOHTNTEG TOL GVYKEKPIUEVOD TPOYPELLOTOG
dev elval waitepa peydieg oto ympo Tov 3D gaming, ot SuvaTdHTNTEG LoV OUMC GTO

2D gaming givot opKeTE PLEYAAES.

Kotd v dmoym pov ot mAnpopopieg mov amoktidnkay eivat opKetég 00TmMg
(MOTE VO YIVEL 1] TPMTN ENXAPT LE TOV KOGUO T®V PVTEOTOLYVIOIDV VOGS avOpdITOL 0O
omoiog embopei va acyoindei pali Ttovg g game developer kvupimg eGv o

EVOLAPEPOLEVOG ElVaL aPYEPLOG GTOV GUYKEKPIUEVO YDPO.

Ev xatakAeidl, o Game Maker Studio, glvat €va ToOAD ¥p1GIUO Kot
EVOLOPEPOV TPOYPOLLLOL OVATTUENG ALY VIOLDV Ko efvar £val TOAD KaAd TpdTo Prina

Y10l OO0V EVOLOPEPETAL Y10 TOV GUYKEKPIULEVO TOUEQL.
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