AiIrTAwpaTtikn Epyacia

Avarrtugn ¥neiakou lNaixvioiou ye

Xpnon g BlB)\loenKng SFML kai Tn¢
vYAwooag C++
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[Mepiypauypa TTOpOUCiaong
e Eilcaywyn

e AvaAuaon traixvidoiou

e ATToTEAEOUATA

® 2 UUTTEPACHATO




Ta NAEKTPOVIKA TTAIXVIOIA

e Ta NAeKTPOVIKA TTaIXVidla TTapEXOUV TTOAAG
OETIKA XapaKTNPIOTIKA. (VIO TTAPAdEIYUa
OlaoKEDAON, EKTTAIOEUON KAl KOIVWVIKOTTOINON)

e ODuwcg xpeialetal JETPO Kal UTTEVUBUVOTNTA YIA
Va ATTOPEUXBOUV apVNTIKEC OUVETTEIEC OTTWC O
eBIopoC.




TeXVOAOYiEG

EpyaAeia Avatmtugng tmou xpnoigotroirénkayv

[a Tov nxo

[a Ta ypa@ika

[a Tov KwdIKa

[a Tnv oxediaon TNG APXITEKTOVIKAG
[a 10 atroBeTrpIo

[a Ta apxeia diaxeipiong build




Pon traiyxvidiou

H pony Tou tTaixvidiou:
- ApXIKG BPICKONOOTE OTO APXIKO

MEVOU.

‘ETTeITa oTnV KATtdoTO0N OTTOU
YiveTal TO gameplay.
1N mrepiTrTwaon: Av o TTaikTNG

TTEPACEI JE ETTITUXIO KAl TNV
TeAeuTaia TTioTa, TOTE KEPDILE
Kal Ep@aviCeTal To PAvVUPA
“WINNER?”.

2" TTePITTTWwon: Av O TTaIKTNG
XAOEl TTPIV OAOKANPWOEI TIG
TOTEG, TOTE TO TTAIX VIOl

GAME OVER TTAYWVEI, EJ@avieTal TO JVUha
“‘GAME OVER” kai TTpéTtrel 0
TTAIKTNG VA CEKIVAOEI ATTO TNV
apxn.

RUNNING




2uvTteTayuéveg otnv SFML & 60 FPS

2 UVTETAYUEVEG TNG BIBAIOONKNG TeXVIKI) CUCCWPEUTHG

while (m_elapsed »>= timestep)

{

update();

m_elapsed -= timestep;

draw();

m_elapsed += m_clock.restart(}.asSeconds(};

AvavEéwaon KIVAOEWV Kal KIVOUPEVWY oXediwv KaBe 1/60 seconds.




Vector Escape

Edw @aiveTal To KEVTPIKO TTAPABUPO TOU PEVOU TOU TTaIXVIOIOU,
OTTOU KAAEITAI O XPOTNG Va TTATACEI Space yia va apxioel.

VVEETOR ESCAPE
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%



Baoika Kopupartia

Ta mTAakidia TG TrioTag To Voltwing To Beamlok O Bitron

oSO ". R

H Zwn '.' @@
S 4 =

) To mapaoknvio
Ta vouiopaTa

L NAVISTO IRV,

To BAAua Tou Beamlok
1

)




‘EAgyxoc¢ ToU Bitron

1. Me 1a BeAdkia aploTepd, TTAVW, OECIA
2. To F5 evaAAayn TTapaBupou
3. Me 1o W mTépacpua otnv ETTOPEVN TTiOTA

YAotroiénke peTaANTO
aAua Tou TraikTn (Bitron),
avaAoya pe 1n dIdpKEIa
TTATAMATOG TOU TTANKTPOU
TOU TTAVW BEAOUG.




‘Evag diodidoTarog trivakag pe 1iueg 0,1,2,3,4
To 0 avTtioToixei oto Kevo
To 1 avrioToixei oto M1rAe NAakidio
To 2 avtioToixei oto KOkkivo MNAakidlo
To 3 avtioToixei oto INAakidlo Evepyotroinong
To 4 avTtioToixei o1o MNAakidio E¢ddou

[l I~ R v s R
e =R <~ v s v e R

MeTaTpoTr) atTrd TO apXEio .txt kABe TTioTAC O€ TTANPOPOpPIa TTAAKIDIWY, OTTOU
KaBe cell TG TTioTaC gival 64x64 pixels kal avaloya Ti apiOpog diaBaoTei
avTioTolxietal o€ auTtd To KATAAANAO TTAaKidIO (£TTiONG 64X64 pixels) atrd 10
Tileset.

Y1rdpxel pia “kduepa” Tou akoAouBdel Tov TTaikTn Kal {wypagiceTal pévo 1o
TMAMA TNG TTIOTAG TTOU PAiVETAI OTO KEVTPIKO TTapabupo (BeATIOTOTTOINON).
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Platforms

MpapMIKEG Kal KUKAIKEG

[a TIC YPAUMIKES EXOUME Kivnon avapeoa o€ dUO OnUEia JE TUTTOUG
atTd TO HABNUATIKA:

d(t) = target(t) — p(t).  distance(t) = ||d(t)|| = /d2(t) + d2(t)

A0 s gpeed P D=PO IO , av [ld(t)]| > speed

Id(el aAloyn Tov target xopic kivnon yo avto to Pjpae  , av ||d(t)|| < speed
[a TIGC KUKAIKEC £XOUME Ta €EMNC MOBNUATIKA:

AplotepoOoTpoa:
(t+ 1) = (6(t) — speed) mod(2m)
AeglocTpoga:

8(t+ 1) = (6(t) + speed) mod(2m) [MapaueTpoTroinon Tou KUKAOU

d'(t) =

p(t+1)=(x+R-cos(B8(t+1)),C,+R-sin(B(t+1)))
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Axis Alignhed Bounding Box

Overlapping Axis-Aligned Bounding Boxes (AABB)

[ A%BB A
1 AABBB

Overlap

EvTommouog 2uykpouong

T to pmhe TeTpdrywvo:
o Inueio 6tov G50V X, bXmin = 2 Kot bXmax= 6.

o Inueio otov dEova Y, bymin = 2 koL byma = 6.

I to kOKKWVO TETPAYDVO:
o Znueio 6TOV GEOVA X, [Xmin = 4 KO MXmax= 8.

o Znueio 67OV GEOVAL Y, [Vimin = 4 KOL [Vmax= 8.

T va vdpcet 6hYKpoVEeN TPEMEL 0L TEGTEPIS TAPUKAT® CYEGELS VoL Guvainbevouy:
¢ DXpin < MXinax (2 < 8).
®  DXpax > IXmin (6> 4).
® by < Ymax (2<8).
bYmax > [Ymin (6> 4).
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Bitron & Platform & e1mriAuon
oUyKpouong

ATTO TO TTPONYOUHEVO TTAPAdEIYUA BEWPOUUE TOV TTAIKTN VA E€ival TO
KOKKIVO TETPAYWVO EVW TNV TTAQTPOPHA TO UTTAE. S,

0 Overlapping Axis-Aligned Bounding Boxes (AABB)

[ AABBA
[ AABEBB
Overlap

ApLOTEPT: Mpyay - DXy = 8
AE10: DX pnay - MKpin
ITOV®: IV - DVmin
Katm: bVyax - [Viin

NEa B€0n TOU KOKKIVOU

Xmin = bDXmax = 0.
Xmax = 10.

I'Ymin ” — I'Ymin = 4,
I'Vmax = I'Ymax = 8.
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Bitron & lNAsypa MioTag

s¥::Vector2f cells[4] =

{floorf( bounds.position.x f static_cast<float>(cellSize)), floorf(bounds .position.y / st cast<float>{cellSize))},

bounds.size.x) / st

cast<float>(cellSize)), floorf(bounds.position.y / static_cast<float>(cellSize))},

static_cast<float>{cellSize)}, floorf((bounds.position.y + bounds.size.y) / static_cast<float>(cellSize)})},

bounds.size.x) f static_cast<float>(cellSize)), floorf(({bounds.position.y + bounds.size.y) / static_cast<float>{cellSize)})}

AAAN TEXVIKI £0W.
2UYKPIiVOUE TIG 4
YWVIEG TOU for (unsigned o a<a;
TETpGY(bVOU Tr U cells[a].x;
TEPIBAAAEI TOV short celtsfal-y
TTGiKTr] ME TIG if (tempX >= @ &8 tempX < currentMapWidth && tempY >= © && tempY < currentMapHeight)
GVTIO’T(?IXﬁg eeoglg ‘ if (mapPool[currentMapIndex][tempY][tempX] == Cell::BlueTile)

TOUG HE€CQ OTOV ¢

d1001a0TO TTivaKa

total[a] = Cell::BlueTile;

¥
Tn g TI'I'O'TGQ else if (mapPool[currentMapIndex][tempY][tempX] == Cell::RedTile)
i
total[a] = Cell::RedTile;
T
elze if (mapPool[currentMapIndex][tempY][tempX] == Cell::TriggerTile)
i
sound->playTrigger()};
total[a] = Cell::TriggerTile;
updateMapComponets(this, tempX,tempY);
¥
else if (mapPool[currentMapIndex][tempY][tempX] == Cell::ExitTile)
i

total[a] = Cell::ExitTile;



Ex0poi & KOKKIVA TTAOKIOIO

O Bitron matnoe £va KOKKIVO TTAAKiOIO

Eikova evog Voltwing

To Beamlok TrupoBéAnaoe 21don yia va TTUpoBOANOEl
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Zwn & Game Over

O 1raikTNG gekivael pe 3 (wég. OTav dev atroueivel kapia {wr) To TraixVvidl TEpPaTiCel
armrotuxnuéva. Me Tnv cuAdoyn 50 vopioudTwy TTPoaTiBeTAl HIa {wH.
2.€ TTEPITITWON TTOU XAOEI O TTAIKTNG OTAUATAEl N AsIToupyia:
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TeppaTionog Maiyxvidiou!

A@OU O TTaIKTNG KATAPEPEI KAl TTEPACEI OAEC TIC TTIOTEG TEPUATICEI E ETTITUXIAL:
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[MAakidla evepyoTtroinong & IMpi@ol

Ta TAaKidIa auTtd agou Ta aKoUPTTAoEl 0 Bitron pTropei va evepyotroifoouv
KATTolEC aAAayéc oTnv TTioTa. OTTwe va avoicel vEo JOVOTTIATI, VA ENPAVIOTOUV
eX0poi N Kal TTAATPOPUES. YTTAPXEI MIa TTIOTA TTOU €ival kaBapd BEua
ETTIAUONG YpPiPoU (EIKOVA KATW), OTTOU TTPETTEI VA BPEBEi N owoTr oeIpa
EVEPYOTTOINONG AUTWY TWV TTAAKISIWV:
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X

XX
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ATroTeAéouaTa

-To TTaixvidl TEXVIKA €ival TTOAU KaAad
OTNUEVO Kal Ogv TTapaTnendnkav
AEITOUPYIKA TTPOBAAATO OKOUA KAl O€

OIA@OPETIKA PNXavAUOTA.

-EtTionc dokipdoTnke Kail attd AAAoug
TTAIKTEC KAl OAOI Edwaoav BETIKN
avaTPoPoodOTNON.
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2UMNTTEPAC AT

e H avartTu¢n Tou OUYKEKPILEVOU TTAIXVIOIOU XWEIC TNV UTTOOTRPICN
KATTOIAG UNXAVNG TTAIXVIOIWY KOl ATTOKAEIOTIKN XPNon TNG
YAwooag C++ atrodeixdnke 101aiTepa €TTITTOVN

EtTionc fTav dUokoAo va oTnOei Kal TO KOPUATI PUOIKNC OTTWG
BapuTtnTa, €TiAUCN OUYKPOUONG Kal KUKAIKN Kivnon

H euTtreipia avatrtu¢ng evog wnglakou traixVvidliou Kal
OUYKEKPIMEVA eVOC platform tTaixvidiou ATav e¢icou euxapioTn
000 Kal ETTITTOVN
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MEeAAOVTIKEG ETTEKTACEIG

e [lepio0OTEPEC TTIOTEC, EXOPOUC KAl TTIO
ecuttvo Al oTouc exBpouc

e AuvaTtoTnTa OTOV TTAIKTN VO UTTOPEI VO
onuIoupynoel TNV OIKIA TOU TTiIOTA

e KevtpikO Mevou pE TTEPIOOOTEPEC
OUVATOTNTEC, OTTWC ATTOBNKEUON
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2A2 EYXAPIZTQ!
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