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[TAavo lNapovociaonc

* 2TO TIPWTO HPEPOC YIVETAL N Ttapouciaon NG €dpappoyns. ©a rmapatnernoovue Thv
epdavion NG oe dladpopa peyedbn oBovNG Kal Ba doVPE OKNVEG aATO TNV EKTEAEON
NG.

* 2TO OeUTEPO MEPOC Ba peAeTrioovpe TOV OXEOIAOPO KAl KwoIKA Tiow aAro Thv
edappoyn.

* 2 TO TPITO PHEPOG EXOLUE TA cudTiEpACUATA ATto TNV OladiKaaoia.
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nodes:6 60.0 fps

nodes:6 40.0 fps

ElKOVECG atto TNV EKTEAEGDN
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Epdavion teAikng oovne



Anoktnon Edvappoync



Antoktnon Edappoync

H edappoyn dev diatibetalr oto AppStore
yla TNV eykataotaon tTng o xpnotng 0Ba
XPEIAOTEL va akoAouBrjoel Ta BApara:

* Na katefdoel To apxeio .ipa .
try_me.ipa



Antoktnon Edappoync

* N(] O'UV6éO‘8[ Tr] OUO'KSUI"] TTOU 8T[16U|J8i @ Xcode File Edit View Find Navigate Editor
vVa EVKC[T(]O-[T']O'S[ Tr"V eq)apuovr'] KAl va O ® s try_me ) W iPhone -
avoiéel To Xcode




Antoktnon Edappoync

Window WL W) 59% (%) EE Tet 27 lowv 3:
Minimize &M
Zoom

* Mnidpa epyaleiwv NNapaBupo->2VOKEVLEC
Kalt [NpooopowwTteg. Oa avoiéel tapabupo
LUE TA XAPAKTNPLIOTIKA TNG OLOKEVNG

Developer Documentation

WelcometoXcode
Devices and Simulators
Organlzer .

Show Touch Bar

Bring All to Front




Antoktnon Edappoync

* 2TNV TIEPLOXN EYKATECTNMHEVECQ
ePAPUOYEG ETIAEYEL TO +. 2TO TIAPABLPO
Tov Ba avoiéel €TIAEYEL TO ApPXeEio .ipa
KOl OAOKANPWVETAL N eyKkataotaon.

iPhone -

iOS 11.4 (15F79) ¥) Show as run destination

Model: iPhone 6s Connect via network
Capacity: 26,55 GB (1,42 GB available) Take Screenshot
Serial Number:
Identifier:

View Device Logs

Open Console

watchOS

Name Version

W try_me 1

Identifier

Identifier

pong.try-me
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2XeOIa0oUOC

-320

BAemovpe tnv GameScene.sks.
Anulovpynoaue TIEVTE AVTIKEIPEVA TIC
POAKETEC , TN MTTAAQ KAl TIC TAUTIEAEG YIA TO
OKOp.

ArtoteAel n Pacikn teploxn oxedlaocpou
TOUL TTaLXVvIoLov.

Ta avTikelpeva TIOL TIEPLEXOVTAL €lval
APXIKA OTATIKA KAl Ol CUPUTIEPIPOPES TOUG
TEOTIOTTIOLOLVTAL ATIO TOV TIPOYPAUMUATIOTH
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2XeOIa0oUOC

Menu Scene

Game View Controller Scene

Navigation Controller Scene

210 storyboard kaBopiCovpe TNV oclpA TwWV OKNVWV. TIC OXECEIG TIOU
TIC OLVOEOLV OTIWG KAl KATIOIEG CUUTIEPIPOPEC AVTIKEILUEVWV.

2 UYKEKPLUEVA TIAPATNEOLPE OTL N 0Bovn eAeyxou pac odnyel otnv
oBovn menu kKat N Pacikr) 0Bovn maxvidlovu pe To Koupri back oto
menu



MeAetn Kwdika
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I7 NMCIIU«DOWL I L
// try_me
//

// Created by Anastasia T on 20/6/18.

// Copyright © 2018 Anastassia Terzi. All rights reserved.

//

//menu scene

import Foundation
import UKit

//cases of game

enum gametype {
case easy

case medium

case hard

case player2
/

class Menu : UIViewController{

//connection between buttons and actions
@IBAction func Player?(_sender: AnyObject) {
move_Game(game: .player2)}

@IBAction func Easy(_sender: AnyObject) {
move_Game(game: .easy)}

@IBAction func medium(_ sender: AnyObject) {
move_Game(game: .medium)}

@IBAction func Harad(_sender: AnyObject) {
move_Game(game: .hard)}

//setting the game type and transfer the player to the right scene

func move_Game(game : gametype) {

Menu

2€ aALTO TO apxeio kabBopilovpe TNV
OLUTTIEPIPOPA TOL APXIKOU KATAAOYOUL Kal
TWV KOUUTTLWV.

Ol KUKAoOL Ttou TmtapepPAaAAlovtal TNG
apiBunong armoteAovv TNV arevbeiag
ouovdeon TWV AVTIKEIYEVWY ATIO TO
Storyboard pe To apxeio menu.swift

let gameVC = self.storyboard?instantiateViewController(withidentifier: "gameVC") as/ GameViewController

currentGameType = game

self.navigationController? pushViewController(gameVC, animated: true)

}
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// try_me
//

// Created by Anastasia T on 20/6/18.
// Copyright © 2018 Anastassia Terzi.

//

//menu scene

import Foundation
import UKit

//cases of game
enum gametype {
case easy
case medium
case hard
case player2

!

class Menu : UIViewController{

All rights reserved.

//connection between buttons and actions

@IBAction func Player?(_sender: AnyObject) {

move_Game(game: .player2)}

@IBAction func Easy(_sender: AnyObject) {
move_Game(game: .easy)}

@IBAction func medium(_ sender: AnyObject) {

move_Game(game: .medium)}

@IBAction func Harad(_sender: AnyObject) {
move_Game(game: .hard)}

//setting the game type and transfer the player to the right scene

func move_Game(game : gametype) {

Menu

Me pla amnapiBunon(enumeration)
KATAYPAPOULUE TIC TEOOTEPIC OLAPOPETIKEG
ETIIAOYEG. AUTEC QVTIOTOLXOUV OTOUG
SLaPOPETIKOLCS TUTIOUC TTAIXVIOLOU.

H ouvaptnon move_Game O0gxeTal wgG
oplopa TNV €rAoyn Tou xpnotn. Eretta oe
autn dnAwvoupe pla otabepd pe To dvoua
gameVC. Ekel armobnkevovpe TNV popdn
oBovng TOL QVTIOTOIXELI OTO Yyvwplopa
gameVc. 2t1o Storyboard gxeovpe noén
ovopacel 1o stoyboard ID g Paocikng
oBovng gameVec.

let gameVC = self.storyboard?instantiateViewController(withidentifier: "gameVC") as/ GameViewController

currentGameType = game

self.navigationController? pushViewController(gameVC, animated: true)

}

!
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// try_me
//

// Created by Anastasia T on 20/6/18.

// Copyright © 2018 Anastassia Terzi. All rights reserved.

//

//menu scene

import Foundation
import UKit

//cases of game

enum gametype {
case easy

case medium

case hard

case player2
/

class Menu : UIViewController{

//connection between buttons and actions
@IBAction func Player?(_sender: AnyObject) {
move_Game(game: .player2)}

@IBAction func Easy(_sender: AnyObject) {
move_Game(game: .easy)}

@IBAction func medium(_ sender: AnyObject) {
move_Game(game: .medium)}

@IBAction func Harad(_sender: AnyObject) {
move_Game(game: .hard)}

//setting the game type and transfer the player to the right scene

func move_Game(game : gametype) {

Menu

H currentGame ecivat pia petaPBAnTn, Nn
APXIKN avebBeon TIUNG YIVETAL OTO APXEIO
GameViewController.swift

var cumentGameType = gametype.medium

AUTI TIEPIEXEL TNV KATNYoPIia TOL TPEXOVTOG
rtaxvioLoo.

TeAoc N move_Game Palel tnv TPEXOLOA
oBovn oto ocwpd Kal TPoPAAel TV 0Bovn
TIOV €XEL peoa n otabepd gameVC.

let gameVC = self.storyboard?instantiateViewController(withidentifier: "gameVC") as/ GameViewController

currentGameType = game

self.navigationController? pushViewController(gameVC, animated: true)

}



Menu

AG OlELKPIVAOOLUE TN oNUACIA TwV TPLWV ETITTEOWV OLOKOAIAG.

Ta ertireda 6g dladpePOLV WG TIPOC TNV TAXUTNTA TNG PITAAAG aAAd TIPOG TNV
TAXLUTNTA ATIOKPLIONG TNG PAKETAC.

To XapaKTNPELOTIKO duration adopd otnv OIAPKELQ ATIOKPIONG Kivnong aAAd
gival avtiAnNmto w¢ Taxutnta paketag. Ooco pIKPOTEPN TIUN €XEL AUTH N
avTidpaon TOOO PEYAAUTEPN TAXUTNTA EXEL N PAKETA.

[la To Xpnotn N TN €ivatr oe KABe ertirtedo 0.2. ['la Tov vrtoAoylotn aAAadel
AUTN N TaxLTNTA avaioya pe To rirnedo.

2€ €eTopevec OladAveleg UTIAPXEL TO ONUEIO OTO OTIOIO YyivoTal AUTEG Ol
aAAayecg.
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Game over Scene

import SpriteKit

class GameOverScene: SKScene {

//adding logo image to scene

let logo = SKSpriteNode(imageNamed: "ponglogo")

init(size: CGSize, won:Bool) {

super.init(size: size)

//setting background
backgroundColor = SKColor.black

//adding message to scene using label

let message =won ? "Player2:You Won!" :"Playerl:You Won!"

//setting font , font size and position for the label
let label = SKLabelNode(fontNamed: "Comic Sans")

label. text = message

label. fontSize = 40

label. fontColor = SKColor.white

label.position = CGPoint(x: size.width/2, y: size.height/2)
addChild(label)

//setting position for the logo image
logo.position = CGPoint{x: size.width/2, y: size.height/2+100)
addChild(logo)

H TeAlkr] autry oknvr aroTeAeital arno pla
E€IKOVA KAl pla TAPTIEAQ PE pAvVUpA OTOV
VIKNTA.

H otabepd logo meplExel tnv €lkova Tou
0a xpNOoIOTIOINCOUE.
Ol €lKOVEG eutiEpPlEXOVTAL OE €vav GAKEAO
TTov dnulovPYEiTaAl YE TO project

[E1 Assets.xcassets
ToroBeToLPE TNV E€IKOVA OTO KEVTIPO TNG
EKAOTOTE 000VNC.
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Game over Scene

import SpriteKit
class GameOverScene: SKScene {
//adding logo image to scene
let logo = SKSpriteNode({imageNamed: "ponglogo")

init(size: CGSize, won:Bool) {

super.init(size: size)

//setting background
backgroundColor = SKColor.black

//adding message to scene using label

let message =won ? "Player2:You Won!" : "Playerl:You Won!"

//setting font , font size and position for the label
let label = SKLabelNode(fontNamed: "Comic Sans")

label. text = message

label. fontSize = 40

label. fontColor = SKColor.white

label.position = CGPoint(x: size.width/2, y: size.height/2)
addChild(label)

//setting position for the logo image
logo.position = CGPoint{x: size.width/2, y: size.height/2+100)
addChild(logo)

O@€cToupE TO XpwHaA vTtoFadpou pavpo.

H otaBepd message maipvel Ty avaioya
LE AUTN TIOU ETUOTPEPEL N TIAPAUETPOG
won.

2 € pla TaprieAa divoupe OAEG TIC LOIOTNTEG
TTov OEAovpe va €xel TO pNvLPA, Xpwua,
ueyebog, ypappatooelpd kat Beon. TeAog
O€ aUTN TN TaAuTeEAa TomoBeToLPE TO
unvupa pag.



Game Scene

import SpriteKit
import GameplayKit

class GameScene: SKScene {
//variable declaration

e 2 aUTO TO apxeio kabBopiloupe TNV
e CUUTIEPLPOPE TNG BACIKAG OKNVAG
var top_lab = SKLabelNode() ’ -

Lo iob b S abe el TIalVvIo1oL KAl TWV AVTIKEIPEVWY TNG.

override func didMove(to view: SKView) {

AnAwvoupe PETAPANTEC OTIC OTIOIEG
AVTIOTOLXOUPE QAVTIKEIHEVA TIOL EXOUUE

ball = self.childNode(withName: "ball") as!/ SKSpriteNode

//positioning paddles

enemy=se.lf:childr\;odf:cw;thNamel; ”.enr:emi;))assleSKSpriteNode OX86|.C'108[_ E'r[l'r[)\éov yla Tlc: 600 paKéTeq
enemy.positiony =(self.frame.height - . y y

friend katL enemy opilovpe tn BEon TOLG O€
friend = self.childNode(withName: "friend") as! SKSpriteNode y y y
friend.position.y =(-self.frame.height/2) + 50 OXEOr] HE TO ”eyeeoq Tr]c: Oeovr]c:. MS TOV
/ Ipositioning score labels TPOTIO AUTO YIa KABe peyebog CLOKELIG Ol

top_lab = self.childNode(withName: "top_label") as! SKLabelNode

bottom_lab = self.childNode(withName: "bottom_label") as!/ SKLabelNode pQKéTEQ IJCIC: eCl éXOUV ClelKr'] eéor] OTO
//setting physics body of borders (O10 Kal avTIOIAPETPIKO CNUELO.

let border = SKPhysicsBody(edgeLoopFrom: self.frame)
border.friction=0

border.restitution=1

self.physicsBody = border

//starting game
startGame()

}



Game Scene

import SpriteKit
import GameplayKit

class GameScene: SKScene {
//variable declaration
var ball = SKSpriteNode()
var enemy = SKSpriteNode()
var fiend = SKSpriteNode()
var score = [Int]()
var top_lab = SKLabelNode()
var bottom_lab = SKLabelNode()

override func didMove(to view: SKView) {

‘Ereita Onuiovpyovpe €va PuOIKO ocwpa
osttionine oade yla TO ouvopo TNG o08Bovng. AuTO eival
mrpoisions- eyt anapaltnTo va elvat Aelo kai va Mpoogepel

avTioTaon ywa tnv avartndnon tng PraAag.

ball = self.childNode(withName: "ball") as! SKSpriteNode

friend = self.childNode(withName: "friend") as! SKSpriteNode
friend.position.y =(-self.frame.height/2) + 50

//positioning score labels
top_lab = self.childNode(withName: "top_label") as! SKLabelNode
bottom_lab = self.childNode(withName: "bottom_label") as!/ SKLabelNode

//setting physics body of borders

let border = SKPhysicsBody(edgelLoopfrom: self. frame)
border.friction=0

border.restitution=1

self.physicsBody = border

//starting game
startGame()



Game Scene

//setting game
func startGame(){

score=[0, 0]

top_lab.text = "\(scoref1])"

bottom_lab.text = "\(score[0])"
ball.physicsBody?applyImpulse(CGVector(dx: 20, dy: 20))

}

func add_score(player_Won : SKSpriteNode){

//positioning ball in the center
ball.position=CGPoint(x: 0, y:0)
ball.physicsBody?velocity = CGVector (dx: 9, dy: 9)

//adding score to player2 or friend
if player_Won == friend {
scoref0] +=1
ball.physicsBody? applyImpulse(CGVector(dx: 20, dy: 20))
}
//adding score to playerl or enemy
else if player_Won == enemy{
scorefl]+=1
ball.physicsBody? applyImpulse(CGVector(dx: —20, dy: —20)

}
top_lab.text = "\(score[1])"
bottom_lab.text = "\(score/0])"

//case of ending the game

//changing to winning scene for player2

if score[0] == 10/
let gameOverScene = GameOverScene(size: self.size, won: true)
self.view?presentScene(gameOverScene)

}

//changing to winning scene for playerl

H ouvaptnon startGame apxikorolei TO
OKOP TWV TIAIKTWV OTN PNOEVIKN TN Kal
TNV TAXLTNTA TNG UTTAAQC.

H add_score auvfavel kat epdavifel TO
OKOP TWV TIAIKTWV. 2€ KABE TIOVTO N PriaAa
ETIAVATOTIOOETEITAL OTO KEVTPO KAl ATIOKTA
Katevbuvon TPOG TOV NTTNHEVO.



Game Scene

ball.physicsBody? applyImpulse(CGVector(dx: 20, dy: 20))

}

func add_score(player_Won : SKSpriteNode){

//positioning ball in the center
ball.position=CGPoint(x: 9, y:0)
ball.physicsBody?velocity = CGVector (dx: 9, dy: 0)

//adding score to player2 or friend
if player_Won == friend {
scoref@]+=1
ball.physicsBody? applyImpulse(CGVector(dx: 20, dy: 20))
}
//adding score to playerl or enemy
else if player_Won == enemy{
score/l]+=1
ball.physicsBody? applyImpulse(CGVector(dx: —20, dy: —20)

}
top_lab.text = "\(score[1])"

bottom_lab.text = "\(score[0]) "

//case of ending the game

//changing to winning scene for player2

if score[0] == 10{
let gameOverScene = GameOverScene(size: self.size, won: true)
self.view?presentScene(gameOverScene)

}

//changing to winning scene for playerl

if scorefl] == 10f
let gameOverScene = GameOverScene(size: self.size, won: false)
self.view?presentScene(gameOverScene)

}
}

MOAIC karolo¢ Taiktng ¢taoel toug 10
TTOVTOUC n add_score XPNOLUOTIOEL pIa
otafepd yla va KAAEoEl TNV aAvTioTolxXN
game over scene. Me won true n false
LKAVOTIOiEl TNV ouvOnkn TNG TEAIKNG
OKNVNG Kal yivetal N avakatevbuvon,.



Game Scene

[Tplv HEAETNOOLPE TNV ETIOPEVN CLVAPTNON
elval onuavTiko va €EnNyrioovpe TNV Kivnon
TNG PTTAAagG.

OpiCovpe Ta dlavuopata dx kal dy , Tou
elval n KABeTeG evog Tplywvov. H Ttaxutnta
Kivnong Ttng praAag vroAoyiletal aro
rubayopelo Bewpnua Kal AVTIOTOIXEL OTO
UNKOG LTTOTEIVOLOAC.

TEANOC N ywvia O aroteAel TNV ywvia
avarnénong.

Av OEAOULPE OULYKEKPLUEVN Yywvia
avakAaong moAlartAacialoupe dx kat dy
UE TO OULVNMUITOVO KAl TO NMITOVO TNG
ywviag avtiotolxa.



+10

Game Scene

+30

+50

[la va aAAa&ovpe TN ywvia avakAaong tng
UTIAAQG, Xwpioaue TIC POKETEC OE 5
rnieploxec. OL meploxeg xapaktnpeifovral
arto TNV anodéotacr) Toug ard TO KEVIPO
TNG PAKETAC.

H eradny TG pralag o€ KArola TeEPLoXN
aA\alel ta Sdiavoopata dx, dy kat Kata
OUVETIELQ TNV TAXUTNTA Kal TNV Katevbuvon
TNG PTTAAQG



Game Scene

fune changelposi: SKSpriteNodel H ocuvdptnon change eival vrevBbuvn yla
iit;)a(\)ili=ifsriie:d';he same position as player2 or friend TﬂV a)\)\avr'] KQTSOGUVO”Q Tr]Q ”nd)\ac.
A€xetal Oplopa To ovoud TNG PAKETAG.

//ball is in position left to the center of paddle
if ball.position.x < friend.position.x & ball.position.x >= friend.position.x - 50f
if ball.position.x <= friend.position.x - 30{ , , ,
//115 2TNV TeEPIMTWON TNG KATW PAKETAG,

ball.physicsBody?.applyImpulse(CGVector(dx: 12 *(-0.9), dy: 20 * 0. 42))

if ball.position.x > friend.position.x - 30 && ball.position.x <= friend.position.x - 10{ SEETdCOUUS 08 T[Ol(’) On |J8|'_O éVlVE r] Snaq)r'] .

//120
ball.physicsBody?.applyImpulse(CGVector(dx: —10, dy: 10 *0.86)) }

if ball.position.x > friend.position.x - 10 && ball.position.x <= friend.position.x + 10 {AV n pﬂd}\a XTL')T[HOE 08 Onpel'_o apLO‘[‘gpd

/145
} ball.physicsBody?.applyImpulse(CGVector(dx: 20 *0.707, dy: 20 *0.707)) } TOU KéVTpOU, avd)\ova “8 TI’]V ,I_[Sploxr'] ea
el/s/:ai}:lballsl.:25‘.?:;;.1:: leii:z.sgsit::or:in;;;a;:. ppoasdidtlieon.x <= friend.position.x + 50{ 8XO U |"I 8 vwv la QVQK)\QGH C 1 5 5 r] 1 2 O
if ball.position.x >= friend.position.x + 30( ’ - 1 4
| patte g HOIPWV. 2TO KEVIPO N ywvia avakAaong
ball.physicsBody?.applyImpulse(CGVector(dx 5 *(@.46), dy: 10 * 0.88)) Sl'.VCll 45 HO[pEQ ASE[C'I TOUL KéVTpOU éXOUlJE
if ball.position.x > friend.position.x +10 && ball.position.x < friend.position.x + 30 { , ,
G ywvieg 62 kat 30 polpwv.

ball.physicsBody?.applyImpulse(CGVector(dx: 5 *0.86, dy: 10))}



Game Scene

func change(posi: SKSpriteNode)f

//ball is in the same position as player2 or friend
if posi==friend{

//ball is in position left to the center of paddle

if ball.position.x < friend.position.x & ball.position.x >= friend.position.x - 50{ H enl}\-ovr'] va IJOlp(bV 8(V0.l TéTOlCl (bOTS I"]

if ball.position.x <= friend.position.x - 30{

//115 UTtAAa va €xel katevbuvon TPOC TO

ball.physicsBody?.applyImpulse(CGVector(dx: 12 *(-0.9), dy: 20 * 0. 42))

if ball.position.x > friend.position.x - 30 && ball.position.x <= friend.position.x - 10{ KOVT[VOTEpO TOleua'

/126 . ErurtAeov n Oladoporioinon Twv Ywviwv
ball.physicsBody?.applyImpulse(CGVector(dx =10, dy: 10 *0.86)) }
if ball.position.x > friend.position.x - 10 & ball.position.x <= friend.position.x +10{ év lVS v la Va G. KO)\O U e 8 i r] ” 'r[ d}\a
//45 v ’
ball.physicsBody?.applyImpulse(CGVector(dx: 20 *8.707, dy: 20 *0.707)) } 6[Qq)opgT[Kr] 6[Q6p0”|‘]_
}

//ball is in position right to the center of paddle
elseif ball.position.x > friend.position.x && ball.position.x <= friend.position.x + 50f
if ball.position.x >= friend.position.x + 30{
//62
ball.physicsBody?.applyImpulse(CGVector(dx: 5 *(0.46), dy: 10 * 0.88))}

if ball.position.x > friend.position.x +10 & ball.position.x < friend.position.x + 30{
//30

ball.physicsBody?.applyImpulse(CGVector(dx: 5 *0.86, dy: 10))}



Game Scene

//ball is in the same position as playerl or enemy
if posi == enemy{

//ball is in position left to the center of paddle
if ball.position.x < enemy.position.x & ball.position.x >=enemy.position.x - 50f
if ball.position.x <=enemy.position.x-30{

/165 [ o ~
ball.physicsBody?.applyImpulse(CGVector(dx: —20 *0.42, dy: —20 *0.89 )} ZTnV T[Sp lr[TwOrl Trl C avw paKETQC’

if ball.position.x >enemy.position.x - 30 && ball.position.x <= enemy.position.x - 10{ SESTdCOUHS 'r[d)\l TO On ”8(0 Sr[aq)r']c.

//30
ball.physicsBody?.applyImpulse(CGVector(dx: —10, dy: —20 * 0.86))}
if ball.position.x > enemy.position.x - 10 && ball.position.x <= enemy.position.x +10{

/145 Ol TIEPIOXEG APIOTEPA TOU KEVTPOU EXOULV

ball.physicsBody?.applyImpulse(CGVector(dx —20 *0.707, dy: —20 *0.707))}

) ywviec avakhaong 65 kat 30 polpwv. 210

//ball is in position right to the center of paddle

else if ball.position.x > enemy.position.x &8 ball.position.x < enemy.position.x + 50{ KéVTpO KCll 86(b éXOU”S V(UViO. 45 HO(pEC.

if ball.position.x >=enemy.position.x + 30{

/118 TEAOG Oe€lA TOL KEVTIPOUL Ol YwVIEG €ival
T balL paciciom o onemypoestiant 1088 balLpostiions < anemypositions+3o¢ 1 18 KaL 120 LOIPEG
bgﬁ.z:hysicssody?.applyImpulse(CGVector(dx 5*9.86, dy: —10))}
} }



Game Scene

//activate action
override func touchesBegan(_ touches: Set<UITouch>, with event: ULEvent?) {
for touch in touches {
let location = touch.1location(in: self)
//case for two players
if currentGameType ==.player2/
if location.y >0 {
enemy.run(SKAction.moveTo(x: location. x, duration: @ .2))}
1 location.y < @f
friend.run(SKAction.moveTofx: location.x, duration: . 2))}
}
//case for playing against cpu
else{
friend.run(SKAction.moveTo(x: location.x, duration: @ .2))}

}
}

//manage touch movement
override func touchesMoved(_ touches: Set<UITouch>, with event: UIEvent?) {
for touch in touches {

let location = touch.location(in: self)
//case for two players and moving the paddles
if currentGameType ==.player2{
if location.y >0 {
enemy.run(SKAction.moveTofx: location. x, duration: @ . 2))}
1f location.y < 0f
friend.run(SKAction.moveTo(x: location.x, duration: @ .2))}
}
//case for playing against cpu moving the paddle
elsef
friend.run(SKAction.moveTo(x: location.x, duration: @ .2))}

Me tnv touchesBegan n emnagn otnv
0Bovn avtioTolxi(eTal o€ Kivnon PAKETAG.

2 TNV TEPITTTWOoN TwV dLO TTAIKTWYV N €mTadn
KATW aro TO KEVIPO KIVEL TNV KATW
POAKETA, AAAMWC E€XOLPE Kivnon TNG mavw.
2€ KABe AAAN mepinmtwon n enadpng KIvei
TNV KATW ATIOKAEIOTIKA.



Game Scene

//activate action
override func touchesBegan(_ touches: Set<UITouch>, with event: ULEvent?) {
for touch in touches {
let location = touch.location(in: self)
//case for two players
if currentGameType ==.player2{
if location.y >0 {
enemy.run(SKAction.moveTofx: location.x, duration: @ .2))}
1f location.y < 0f
friend run(SKAction.moveTofx: location.x, duration: @ .2))}

//case for playing against cpu

else{
friend.run(SKAction.moveTo(x: location.x, duration: @ .2))}

//manage touch movement
override func touchesMoved(_ touches: Set<UITouch>, with event: UIEvent?) {

for touch in touches {

let location = touch.location(in: self)
//case for two players and moving the paddles
if currentGameType ==.player2{
if location.y >0 {
enemy.run(SKAction.moveTox: location. x, duration: @ .2))}
1f location.y < @f
friend.run(SKAction.moveTo(x: location.x, duration: @ .2))}

//case for playing against cpu moving the paddle

elsef
friend.run(SKAction.moveTo(x: location.x, duration: @ .2))}

Me Ttnv touchesMoved ol OLVEXOUEVEC
eMTAPEC KIVOUV TN PAKETA TIPOG TN dopd
erapng.

loxOouv ol 8le¢ ouvONnKeg yla TNV Kivnon
TNG KABE pakeTag.



Game Scene

override func update(_ currentTime: TimeInterval) {
//case for game type
switch currentGameType {
case.easy:
enemy.run(SKAction.moveTofx: ball.position.x, duration: 0.4))
break
case.medium:
enemy.run(SKAction.moveTo(x: ball.position.x, duration: 0.2))
break
case.hard:
enemy.run(SKAction.moveTofx: ball.position.x, duration: ©.05))
break
case.player2:
break
}
//case for adding score to right player
if ball.position.y <= friend.position.y-10{
add_score(player_Won: enemy)}
if ball.position.y >=enemy.position.y +10{
add_score(player_Won: friend)}

//case for changing direction of the ball

if ball.position.y <= friend.position.y +22{
change(posi:-friend)}

if ball.position.y >=enemy.position.y-22{
change(posi:enemy)}

H ouvvaptnon update eival avtry T1ovu
eAEYXEL ONO TO TTALXVIOL.

Avaloya pe tTnv Ty tng currentGameType
N PAKETA TOU UTIOAOYLOTH KLlveiTal
ypnyopoTtepa. 21NV TEPIMTWon Twv 6VLO
TIAIKTWVY LOXUOULV Ol OLUVONKEG Kivnong aro
TNV touchesMoved.

2Tn ouvexela, opifovral ol ouLVONKeG
AroKTNONG TIOVTOUL, N IKAVOTIoIiNoN TOULG
odnyei oe KANon TN add_score.

TEANOC €xoupe TNV oLVONKN avakAaong UTIo
ywvia. 'ivetal KAnon tng change.



2 TA LTTOAOLTTIA APXEIA TIOU TIEPIEXOVTAL OTO TIAPASOTED TIPOYPAUUA OEV EXOULV
vivel ahhayeg. O KwdlKag mou urtapxel onuiovpyeitat avtopata padli pye 1o
project.



Nikn YrtoAoyiotn



Kivhon YmoAoylotn

ApXIKA €ival onuavtiko va Yivel kKatavontog o TPEOTOC Kivnong Tou
UTTOAOVYLOTH).

H paketa tou uvroAoylotn € Kiveital tuxaia, aAAd akoAouBel TNV Kivnon
KATA ToV aéova X TNG PTIAAACG. 2€ OTIOI0 onUElo TNG 0BovNn¢g eival n yraia n
PAKETA TOL UTTIOAOYLOTH KIvEITAL TTAPAAANAQ TIPOG AUTO.

‘Ooo pikpoOTEPN £ival N dlapKela Kivnong TOOO TIO AVTIANTITO yivetal amno Tov
xpnotn.



Nikn YmioAoylotn

ATIO 00Q €XOLUE AVAAUOEL YIVETAL KATAVONTO, TIWG 000 YyPNyopOTEPA KIVEITAl
N PAKETA TOUL LTIOAOYLOTI TOOO OVOKOAOTEPO Eival va XAOEL TNV UTIAAQ.

2UVETIWG av N OlApPKeEla Kivnong YIVEL PIKPOTEPN arO aAuTH TOU TIAIKTN O
uTtoAoylotng o€ Ba xavel TOTE.



MeAAovTIKEC BeATIwoeElC



MeAAovTikEC BeATiwoelc

2 € ETIOPEVEG EKOOOEIG TIC EDAPHOYNG ETIIOIWKOUVLIE:

* [1pooBnkKn Nnxou vTtoBAaBpou Kal avakAaong PTtaAag.

* [1po0oBNKN eTITEOOL pE VO PUTTAAEG.

* ETtIIAoyn okop ANéng rmaptidag arod tov Xpnotn.

* ETtIAoyn erredwyv SLOCKOAIAC yia To TtalXviol pe OVO TTAIKTEG.

* ETIAOYEG 0€ epdAVION PTIAAAC KAl PAKETWV

* ErurtA€ov puBuioelc erurnedwy. ldavikd BEAovpe o xpriotng va Propel va
ETUAEEEL TNV TAXLTNTA KAl TOV APOPO Twv odpalpwy, OTIWG Kal TNV eudavion
TOUC.

Me TIc avafaBuicelc auteg BeAovpe va TIETUXOLPE TOOO TNV PeATiwoNn TNG
uTrIapxoLoAG £PAPPOYNC OCO KAl TOV EKCLYXPOVIOUO TOU TTaLXVIOLoU.



MeTpIKN



MeTpIKN

MeTtpikn: H TTocoTIKN €KTipnon Tou PabuoL KATA TOV OTIoI0 €va CLOTNHA KATEXEL
£va XaPAaKTNPIOTIKO

aplOuoc apxeiwy : 18

OULVOALIKOG aplOuoC ypapuwy Kwdika (xwpic oxoAla) : 185

ApLOuOC ypaupwy oXoAiwy : 94

aplBuoc cvuvaptnoewy : 15

pueyebog kwdika (av yivetat compile) : 1.2 MB

memory footprint (anatrtrjoelg oe pvAun Kata tn oldpkela ekteAeonqg): 23.8MB
hot spots (onueia KwdOKA pe avénuevn TIOAUTIAOKOTNTA KAl TIOAAATIAEG
eTTaAvaAnyYelq) : 6

TTIOALTIAOKOTNTA KWOLIKA. YTIAPXOULV 57 doUEC EAEYXOL OTOV KWALKA.

* % % % % % %

*



2Lurtepaopata



2LuTtEpAQopaTa

To project ¢dawvopevika e€ivat arrAd aAAa otnv TPAén NTAV APKETA ATaAlTNTIKO.
Yinp&av apKeTa TPORANUATA TIOL ETIPETIE va EETIELACTOLV ATIO TNV KivnNon Twv
PAKETWV MPEXPL TNV TIpooappoyn peyeBoug obovng. Qotooo eival eva €uxaploTto
project Ttov O6ev artattel €18IK yvwon. poowrilkd aroTeAece TNV TPWTN HOU
ertadn pe TN YA\wooa swift kal Tov npoypauuatiopo edpapuoywyv. Kata tnv mopeia
TIPOYPAUUATIOPNOL KAl avartuéng dlartiotwoa 1we evw n swift eival apkeTad eDKOAN
otnv ekpadnon vrootnpifetal artd AlYEC OUOKELEC KOl OULYKEKPIPMEVO AOYIOPIKO
KAvovTag TNV €pappoyn TPOOoITH o€ AlYOUG. ZETEQVWVTAC AUTO TO HPEIOVEKTNHA
Bewpw WG €ival eva KaAO &ekivnua yla orolov BeAel va acxoAnBei pe avarttuén
Ttaviolwy N va TeEPAauaTIoTEL e EPAPUOYEC YA KvnTA.

H evaoxoAnon pe To project pouv Kivnoe To evoladEPOV Kal e wbnoe va dlapaocw
APKETA YlA TIC €PAPUOYEG OE KIVNTEC OULOKELEG. lNAeov emIOIWKW va aocxoAnbw
TEPAITEPW HPE TNV AVATITUEN EPapUOYwWV TOOO yla ios 000 Kal yia android.






