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H mopovoa epyocio amotedel mvevpotiky 1010knoic. Tov ottty (KoLYYPOEENS/dNovpyds») Tov TV
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HEGO, Y10 SOAKTIKOVG KOl EPEVVITIKOVG GKOTOVS, AVED OVTOAAGYLOTOG Kot V1oL OO TO YpOVO SLUPKELNG TOV
doopdtov mvevpatikig wioktoiag. H avowt) tpdcPacn 610 TAnpeg Keievo yio LEAETN Kol AvAyvVOOT
dev omnuoiver k0B’  olovonmoTE TPOTO  TWAPAYDPNCT  SIKOIOUATOV  SloVONTIKHG  WoKTNGing  TOL
GLYYPUPEA/ONULOVPYOD 0VTE EMTPENEL TNV OVOTOPOYDYT|, AVAOT|LLOGIELGT), AVTLYPAPT, Ao KEVOT), TOANON,
EUTMOPIKN YPNOT], HETASOCN, dtavopr, £€kdoom, ektédeomn, «uetapoptoon» (downloading), «avdaptnon»
(uploading), petdppacn, TPOTOTOINGT| LE OTOLOVOINTOTE TPOTO, TUNOTIKA 1) TEPIANTTIKA TNG EPYAGILOGC, XMOPIG
™ PNTH TPONYOVUEVT £YYPOON CLVAIVEST] TOV GLYYPAPEN/dNoVPYoD. O cuyypaéac/dnuovpyogs dtatnpet
TO GUVOAO T®V NOIKOV Kol TEPIOVGIUKMDY TOV SIKOUMUATOV.
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Iepiinyn

H mapodca mtuylokn epyacio £xel ¢ avtikeipevo ) HEAETN, TOV GYESIGUO KOl TNV
avamtoEn  evog  Prvteomaryvidlod  TOmov  yplpov-tAateopuag  (puzzle-platformer),
eumvevopuévov amd 10 KAaowkd Super Mario kot to Portal. To moyvidie mhat@dpuog
(platform games) ékavav v euedvion tovg ) dekaetio Tov 1980, pe tithovg dnwg to
Donkey Kong kat to Super Mario Bros, mov kafiépwacav to €idog péca and v anridtnta
TOV YEPWOHOD KOl TN oTadloKkny avEnon ¢ OvokoAing. XTdYog Tov €pyov &ivor vo
napovclootel n dladikacio dnpovpyiag evog maryvidod 6vo daotdoewy (2D), and 10
apykd 6TAO10 TNG GUAANYNG NG 100G LEYPL KOt TNV TEMKT LAOTOINoN Kot dokiun Tov. H
epyaoia ETOIMKEL VO OVAOEIEEL TOGO TIG TEYVIKES TTTUYEG TOL TPOYPOUUOTIGHOD OGO KOl TIC
ONUIOVPYIKEG TOPAUETPOVS TTOV GYETILOVTOL LE TOV GYEOLAGO YOPOKTNPWOV, ETITESMV KoL
punyovicpov oy violov. H avdrntuén tov moyyvidod Paciletal oe chyypova epyaieio Kot
TEYVOAOYIEG TPOYPAUUATIGHOV, KAODG YIVETOL KOl OVOPOPE GE OPYITEKTOVIKT] TOV KMOKAL.
[MapdAinia, avaidetor  onpoacio Tov oxedacUoL TayvidowoL (game design) 6Gov apopd
TNV 100ppoTio avApeso ot SloKESNOT KOl TNV TPOKANCT] TOV £PYETOL AVTILETMOTOS O
naiktg. H avémtuén tov cuykekpipévon moyvidod akoAovbel ta Tumikd oTadio avamTuéng
Aoylopkov kot 1 €£EMEN Tov Pacionke e tekunpimon (documentation) Kot TopatnPNoES

T6GO GLUPEOITNTMOV OGO Kot TOV EMPAETOVTA KaONYNTY.

Aégerg — Kiewonwa

Apyrtektovikn Aoyiopkov, Poyaywykd moryviol, Kawvotopia, Xralokepaiid
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Abstract

This thesis focuses on the study, design, and development of a puzzle-platformer video
game, inspired by the classic Super Mario and Portal. Platform games first appeared in the
1980s, with titles such as Donkey Kong and Super Mario Bros, which established the genre
through simple controls and the gradual increase of difficulty. The aim of this project is to
present the process of creating a two-dimensional (2D) game, from the initial stage of
concept development to its final implementation and testing. The thesis seeks to highlight
both the technical aspects of programming and the creative parameters related to the design
of characters, levels, and game mechanics. The development of the game is based on modern
programming tools and technologies, while reference is also made to the code architecture.
At the same time, the importance of game design is analyzed, particularly in terms of the
balance between entertainment and the challenge the player must face. The development of
this specific game follows the typical stages of software development, and its evolution was
based on documentation as well as feedback and observations from fellow students and the

supervising professor.

Keywords

Software Architecture, Entertainment, Innovation, Puzzle
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Kepdiorwo : 1

1.1 Ewoayoyn

Ta mAextpovikd moryvidle omoTteEAOVV £€vov amd TOLG MO ONUOPIAELS KOl OlOPKMG
eEEMOGOUEVOVE TOUEIS TNG YNPLOKNG Yuxaywyiag. ATO To TPMTO TEPAUATIKA EYYELPLOTOL
mg oekoetiog tov 1970 émg TO oVYYpPOVO TOALIIAGTATO GCOUTAVTO  EKOVIKNG
npaypaTikodTToS, To Prvreomaryviowa xovv eEeAryBel oe por avtOVOUn HOPOY| TEXVTG,
YUYOy®YLog Kot TEYVOAOYIKNG KovoTopiag mov £xel GupPAaiel otn dnuovpyia avapiBuntov
Kol TOKIA®V Bécemv epyaciog, 0TS Yo TaPASEYIO O YPOPIKOG GYEIOOUOS, 1| 0P yNon
KoL 1) ONUIoVPYio LOVGIKNG.

To Eexivnua g Propunyoviog T@V NAEKTPOVIKAOV TOLYVIOUDY UTOPEL VO EVIOMIGTEL GTNV
EUPAVIOT TOV TPAOTO®V EUTOPIKAOV TOYVIOIOV Kot kovoordv. H mopela avtn) €xet
depevvn et extevarg amod tov Iaykdoso Opyaviouo Ivevpotikng Idokoiog (WIPO), o
perétn mov e€etdlel v e&EMEN g Pounyoviog oe téooepic "koOpPoug” avdmrTuéng
(Owhavdio, [Torwvia, larwovie, HILA.) [1]. Katd ™ didpketa g dekaetiog Tov 1980 ko
evievfev, N Pounyoavia yvopioe paydaio avdmtoln, pe v avEnon g TEXVOLOYIKNG
vrodopung (0mmwe ta 3D ypaikd, n xpNon ONTIKAOV dioK®V, 1 SadIKTLOKT GHVOEST) Vi
SLUPBAAAEL KABOPIOTIKG GTNV TPOYLAL TG OVATTTUENC.

[MopdAdnia pe v texvoroyikn eEEMEN, N KOTAVAA®OT KOl 1| OIKOVOUIKT O14GTOCT TOV
o viorov aAracoav pilikd. H maykdopua ayopd t1ov nAEKTPOVIKAOV TOLVIOI®V TOPOVCINCE
ONUOVTIKY avATTLEN peTd TV movonpia, pe v PwC va mpoPAénet 6t ta 6000 TOL KAGOOL
Ba Eemepdoovv ta 320 dioekatopppla doAdpro mg to 2026, deiyvovtag T cvveyn avénon
NG OKOVOUIKNG a&iag Tov kKAGdov. [2].

Emnpocheta, n apepikavikny ayopd mopovsioce 01KOVOUIKO TOpay®ylKd AmoTEAECHO AVe
v 90 dicekatoppvpiov dorapiov to 2019 [3]. Me avtdv tov TpoOTO, 1 Prounyovia TV
Bvteomayvididv 0yt Lovo cuvaywvileTal, 0AAL 0€ OPIOUEVEG TEPUTTAOGCELS VTTEPPaiverl T
Bropumyavio Tov Kivnuatoypépov Kot TG LOVGIKNS MG TPOG TO OKOVOLKO PEYEBog Kot TNV

ToyKOG o omnymon [4].
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H &£EMEN tov nAekTpoviKdv moyvidldv €xel emiong agnoet Padid TOATIGHIKA Kot
KOW®VIKQ OTOTUTMOTO: OTO TG OIKIOKEG KOVGOLES MG TAL GLYYPOVO SLAOTKTLOKE OO
(online multiplayer) mepifdAiovta, To moyvidle £xovv KoTAoTEl YDOPOG KOWMVIKNG
aAANAETIOpAoNG, YNPLOKNG TOLTOTNTOS Kot dSnpovpytkdttag. Tavtdypova, n teyvoroyia
TOV TOYVIOIOV EXEL TPOMONCEL KOUVOTOUES GE TOUEIG OMMOC 1 YPAPIKY OTEWKOVICT, M
TEYVNTI VONUOGLVT|, 1] EIKOVIKT Kot ETOVENUEVT TpaypaTikOTNTA. [0 Tapddetypa, 1 xprion
™G TEYVOAOYIOG TMV TOLYVIOUDY EYEL CLUVEIGQEPEL GTNV AVATTUEN YPOPIKDV, SETUPDV
YPNOTN, OKTVOV KOl GAA®YV VTOJOU®OV 7OV EMEKTEIVOVTIOL TEPO OMO TOV YDPO TOV
TOLYVIOLADV.

Yvvoyilovtog, M mopeld TOV MAEKTPOVIKOV Toyvidldv yopoaktnpiletar amd ocvveym
petafoln: amd amid "mvyk-tovyk" g 000vn £mG TOAVTAOKA, TAYKOGHLO S1GLVIEdEUEVL
OUVOAN EUTEPLOV OO ToyVidlo oL Agltovpyodoov ®g YOUmt ¢ o Propnyovio pe
oTPATNYIKO POLO OTNV YNnOlokn owovopio, omd TomKd Kot e€eldkevpuéva Kowvd £mg
EKOTOUUVPLO. TOAKTES KO TOIKIAES KOWVOVIKEG TAATOOPLES. AVTN 1| LETAPOOT AVAOEIKVVEL
TOV POAO TV NAEKTPOVIKDV TOUYVIOIDV Ol LOVO MG YuYaywyiong, 0ALL Kol (G KOIVOVIKOL,

TOALTIGUIKOD KO TEXYVOAOYIKOD (PALVOUEVOL.

1.2 Hapopora 'Epya

1.2.1 H Xpnion ¢ SFML Yo moayviowo

H Bipiobnkn SFML (Simple and Fast Multimedia Library) [5] amotelel éva oyvpd
gpyoreio v TV ovVATTLEN TOLYVISLOV KoL EQOPUOYDOV TOAVUECHOV, TOPEYOVTAG EVKOAN
dwyeipion mapabipwv, Ypapikdv, NYoLv Kot 16000V xpnotn o€ mepPailov C++. ITapd to
yeyovog 0Tt dev givar 1000 Yvwotn 000 GAAeG PipAobnkeg 1 unyavég moaryvioldv (game
engines), 6mwg n Unity | 1 Unreal Engine, n SFML £yet ypnowonombei oe apketoic
TitAovg, KLplwG oToV YOpo TV aveéapmtov (indie) mayyvididv, 6mov n gveMéio kot 1
amAOTNTA OmoTeEAOVV Kpioipua mAeovektnuata. Ilapakdto Ooa dodpe dVO oNUOVIIKA

moyviow wov Eyovv avamtuydei pe SFML.
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Atom Zombie Smasher (2011)

To Atom Zombie Smasher [6] (Ewdva 1) eivar éva indie mouyvidt otpatnyikng oe
TpayHatikd xpovo, to omoio avoartoynke amd 1 Blendo Games. Xto moatyvidl, o maiktng
KaAgiTol vo. omGEL TOAMTEG amd TV e€dmAwon (oviavomy vekpmv o ddpopec moiels. H
KOpla TPOKANON €yKettan oTn Slayeipion TOP®V, OTWS GTPAUTIOTIKEG LOVADES Kot KOToPHYLoL
TOMTAOV, OGTE VA AmoPeLYDEL 1| KOTAGTPOPT] OAOKANPNG TS TOANG.

To moyvidr yopaxkmpiletor omd mpocopolwpévn dvvapkny moAn, émov Kabe yertovid
emnpealetar Eexwplotd omd v eEdmAwon Tov (ovtavav vekpov. Ot TaikTeg TPEmel va
EMAEYOVV OTPATNYIKA TIG TEPLOYES OTIG omoieg B oteilovy HOVAdES, VA TOLTOYPOVA
avTipetonilovv Tuyaia yeyovota mov umopovv va aAAdEovY Ty opeio TG amootoAng. H
TOKIAI0,  OTOGTOAMV KOl 1 Ol(pOPOTOINcT) TV TOAE®V  TPOCOEPEL  LYNAN
EMOVOANYILOTNTO, KOOMG KAOE oy viot eival O1popeTikd omd TO TPONYOVUEVO.

‘Eva and 1o yapaxtnpiotikd mov Eeympilovv to maryviol ivol 1 OTTIKY OTEKOVION OE
TPOAYLOTIKO YPOVO TNG KATAGTPOPTG KoL TNG 014cmong TV moAtdv. Ta ypaeud eivat amid,
OALG OTOSOTIKGL, EMTPEMOVTAG GTOV TOLKTH VO AVTIAAUPAVETOL AUEGT TV KOTAGTACT GTNV
nOAN. EmmAéov, 1 Loustkn| Kot to nynTikd €0€ dOnpiovpyoldv o oTLOCOPO EVTOOTG KoL
enelyovtog, evioybovTag TNV EUTEPio GTPOTIYIKNG.

H dswdpaocticomra kot n aichnon eAéyyov eivon onuoavtikd ototyeia tov moryviolov. O
aiktng éxel v aicOnom OtL o1 amoPACEIS TOL EMNPEALOVY TPAYUATIKG TNV PON TOV
OTOCTOAMV, YEYOVOS Tov Onpovpyel évtovn eumiokn kot otpatnykd Paboc. To Atom
Zombie Smasher amotelel éva mANpec mapadetypa tov oG Eva indie woyvidl pumwopel va
oLVOLALEL OTPATNYIKY], OPAOT KOl TPOGOUOIMOT HE AmAd, Katavontd Kot Tave omo Oha

OICKESATTIKO TPOTO.
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Ewxova 1 : Atom Zombie Smasher

Remnants of Naezith (2018)

To Remnants of Naezith [7] (Ewova 2) eivar éva mAateopukd moyvidl dpdong, 1o onoio
SLoKPIVETOL Y10 TNV TOYOTNTO KOL TNV OTOLTNTIKY pUnyoviky tov. O maiktng eAéyyet évav
YOPOKTNPO TOL Ypnotponotet dumhovg yavilovg (grappling hooks), emitpémovtoc ypnyopeg
KIVIGELS Kol EVIVTTOGLOKA akpofatikd o€ kdBe miota. To mayvidl amontel peyddn axpifeta
Kot ypryopn avtidpaor, KobdG ol maikteg MPEMEL VO OAOKANPADOCOLV T TIOTEC LE
TEPLOPICUEVO YPOVO KoL Ywpic AdON.

‘Eva ot ta kOpro otoryeio mov kével o Remnants of Naezith Eexywpiotd eivon 1 oyedioon
TV emnédov. Kdbe miota &gt povadikd eumodia, OTmG KIVOOUEVO TUNIATO, Toyides Kol
ex0povs, evd 1 aiocBnon taydTag evicyvETal Omd TN CLVEYN OpUN TOL Yapaktipo. H
YPNOM TOV YAVTLWOV TPOCPEPEL LEYAAT EAEVOEPiD KIVGEMY, EMTPEMOVTOG GTOV TTAKTN VA
extelel oVLVOETOVG EMYOVG Kot akpoPaTiKd, YEYOVOS OV AOLTEL GTPATNYIKO GYESIOGULO
KO KOAT ovTIANYT TOV KIVAGE®V.

Emumiéov, to moryvidr mepilapPdver epyoieion dnpovpyiog emmédmv Kot S100KTLOKOVG
(online) wivakeg katdTaENG, 0ivovTag GTOVE TAIKTESG TN OLVATOTNTA VO ONUIOLPYOVV SIKEG

TOLG TPOKANGELS KO VO, GLYKPIvouy emddcelc. H aviaymviotikn oo Tov Tatyvidioy Kot
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avAyK”N Yo TEXVIKN TEAEOTNTO KOO1GTOOV TNV eUmEpinl 1O10ATEPO EAKVGTIKT] Y10l TOUKTES TOV
amolappdvouv amartntikd platformers pe vymin exavoinyoOTHTO.

H omtikn oamewdvion kot to Myntikd €€ cuuPdAilovv oty €viocn TOL oy ViSov,
dnpovpydvTog po aichnon peaiiopon kot tayvTnTac. H cuvdvaotikn ypnion ypriyopwv
KWWNOEWMV, TOADTAOK®OV EMITEI®MV KOl AVTAYOVIOTIKOV oTotyeiwv Kabiotd to Remnants of
Naezith évo avTimpocOTEVTIKO delyUa TAATQEOPUIKOD ToyVIdloD dpdong mov cuvovaleL

Oe10TNTEG, GTPATNYIKN KOt SNUIOVPYIKOTNTA.

5:07.776

Eixova 2 : Remnants of Naezith

1.2.2 Tloyyvidwa wov oyeTilovron pe To H1K6 pog

Oo avaeEépovpe dVO Ay VIo TOL ETNPEACAY AUEGH TNV ONUIOVPYIO TOL OIKOV HaG EPYOU.
To Super Mario Bros (1985) [8] (Ewova 3) g Nintendo onpotododtnoe v opitoveon
0V €1d0vg kot €0ece véa mpotuma oyediaons. To moyvidl dev Moy amhdg (o GVAAOYY
eMmEd®V, OALA éva eviaio, ovvekTikOd Tatidt pe apyn, néon kot téhoc. O moiktng
akohovBovoe tov Mario o o mepumételd dllcmong g mplykimocag Toadstool,

draoyilovtog OKTM JPOPETIKOVS KOGLOVG YEUATOVS HVoTIKG, £x0polc Kot TpokAncels. H
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aicOnon mpodoov Kal eEEPEVVIONG, GE GLVOLAGHO LLE TN HLOVOOIKT LOVGIKY EMEVOVOT Kol
TOV OTTIKO GYESOOUO, KADEPOGAV TO TaLYVIOL MG TOAMTIGUIKO QULVOUEVO.

[Tépa amd v yoyaywykn tov a&io, To Super Mario Bros Oswpeitatl mpdtuno gpyovopkon
Kot YouyoAoywkd "€Eumvou" oyxedlacpov. Ot TPMOTEG GTIYIES TOV TTALYVIOOD AEITOVPYOVV MG
adpoTo pAbnpo yio tov moiktn: 10 TpdTo eunddlo (évog Goomba) kol TO TPAOTO
EPMOTNUATIKO KOLTI d1040KOVV TIG PUCIKEG OPYEG TOV HUNYOVIGHOV Tayvidlov (gameplay)
yopic kopio avaykn yio yparntéc odnyiec. Avto 10 €id0g oyedioong, OTOL 0 maikTng podaivel
nailovtog, £yl €KTOTE AMOTELECEL 001YO Y10 EKATOVTAOEG Tayvidla dtapopwv €0mv. H
oxéon mov ewonyaye 1o Super Mario Bros peta&d kivovvov, avtopolng kot puOpov
TOPOAUEVEL EVEPYN LEXPL CTILLEPQL.

H emippon tov mayyvididv That@oppog dev meplopiletol HOVO 6To NAEKTPOVIKA oY Viotd.
To €idog éxel amoTehécel OVTIKEIEVO HEAETNG OE TOUEIG OTIMG 1) EKTOOEVTIKN TEXVOLOYidL,
n avédivon oemaemv ypnot (user interface/user experience - UI/UX) kot n ymolokm
aQNyNoN, KoOMOG OTOKAAVTTEL TMOG 1 ATAN CAANAETIOpOOT UTOPEl va petatpanel 6€ HEGO
puébnone, aenynong kot ocvvoucsOnuotikng eumiokng. IToAAEC oOyypoves e@apUOYEG
moyyvidonoinong (gamification) Paciovror ce punyavicpodg OV TPOEPYOVTOL OO TO
oLy Vidlo TAATEOPLOS, OTWG 1 EMITEVEN GTOXWV, 1] GTAONKT EMPPAPELOT Kot 1 Evicyvon
NG EMUOVIG HEGM TPOKANGEWV.

H moyvidomoinom, omiadn m evoopdtmorn oToryeiwv moryvioloD G  UN-ToLyVIOIKd
nepBarirovta, aSlomolel unyavicpovg Onwg TOVTOVS, EMIMEDN, EMITEVYUATO KOl TIVOKEG
KATATOENG TPOKELLEVOL VO AVENGEL TN OEGELGOT Kot TNV Topakiviomn tov ypnotn. Epgoveg
delyvouv OTL M YPNON CVTOV TOV UNXOVICUAOV UTOpel Vo PEATIOGEL OCMUOVTIKA TN
OGLUUETOYN, TN OGLYKEVIPOON KOl TN HOONCloKN amdd0oT), UETATPETOVING YEVIKG TNV
eunepioc oe WO  OOPOUCTIKY] Kol €AKVLOTIKN. Qotdco, emonuaivetor 0Tl M
OTOTEAEGLOTIKOTNTO. TNG Toyvidomoinong e€aptdrol o peydro Pabud and tov cmoTd
oXEO10G O KOl TNV TPOSAPUOYN TNG OTIS OVAYKEG KOl T YOPOKTNPIOTIKA TV ¥pnotav [9].
Emniéov, ta maryvidin mAatedppog stodpapdticay Kaipto polo otn oyéon petald moikmn
KOl EIKOVIKOL Y®pov. Méoa amd Tig amAée oAAE OmoAVT®G EAEYYOUEVEG KIVIGELS TOL
YOPOKTNPO, O TAIKTNG ATOKTA TNV aicOno™ TOV EAEYYOL KoL TNG TOVTICNG LE TO XOPAKTIPO.
(avatar) tov. H npdodog oe kdOe eninedo, n emtrvyio petd and TOALUTAEG ATOTUYNULEVEG
TPOCTAOEIES KAl 1 OVOKAAVYT] KPLPDV O1UOPOLUMY 1] OVTIKEIUEV®V, OTLIOVPYOVV pid. fobid

YUYOAOYIKT 1KOVOTTOINGM, Tov cvvoéetan pe v €vvola g "pong" (flow) tov Mihaly
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Csikszentmihalyi [10]. To Super Mario Bros givot yopoaknpiotikd mopdoetypo motyvioton
TOV EMLTVYYAVEL QDTN TNV 100PPOTTia: OV eivart 00 TE LITEPPOAIKA SVGKOAO 0VTE TOAD EVKOAO,
JTNPAOVTOG £TGL T GLVEYN TPOCHAMGN TOV TOLKTY).

Me v e£EMEN g TeXVOLOYiaG, TO €100 TV TALYVIOIDV TAATPOPUOG YVOPICE TOAAUTAES
HETOUOPPDOGELS. ATO To. d160140TOTA TEPIPAAAOVTIO TOV TPOTOV OEKAETIOV, TEPUCE GTO
Tprodtdotata watyviow mAateopuog (platformers) g dekaetiog Tov 1990, 6mwg o Super
Mario 64 (1996), mov slonyaye v ehevBepn Kdpepa Kot TOV TANPN ELEYXO GTOV YMPO.
Yfuepa, To cVYYpova matyviowa mAateoppog (platform games) 6nwg to Ori and the Will of
the Wisps 1 1o Celeste cuveyiCovv v mapddoomn tov gidovg, cuvdvdlovtag vootaryio e
oLyypovn acONTIK, aenynuatikd BaOog Kot TponyHeva TEXVIKA XUPOKTPLOTIKA.
Yvvoyilovtog, to moryvidl mAaTeOpuas, pe KOplo ekmpéowno To Super Mario Bros,
arotelovy Bepédio ABo oy 1oTopia TV NAEKTPOVIKAOV Tatyvidi®v. H anddtta ot doun
TOVG, M TEAEWOTNTO GTN UNYOVIKY] KOt 1) KAvOTNTO TOVS VO, TPOKOAOVV GLVOLGONLOTIKY|
oLVoEDT KaBLGTOVV TO £100¢ L TO draypovikd eElkvotikd. H pedétn toug dev apopd pdvo
vootadyia 1) TN 0106KESNCT], AAAG KO TV KATOVOTOT) TOV TPOTOL LLE TOV 07010 0 AvOp®TOg
OAANAETIOPAL LE TOV YMOOKO Y DPO, dNovpyel epmelpieg Ko pabaivel L€ow Tov Totyvidlov.
210 TAOIG10 QVTO, 1 TAPOVCA EPYACIO EMIUDKEL VO OVOAVGEL TNV €EEMEN KO TN onpacio
TOV TOLVIOIDOV TAATQOPLOS, Le KeVTpkd dEova to Super Mario Bros g yopaxtnpiotikd

TOPAOELYLLOL TTOL GLVOVALEL TEXVIKT OPTIOTNTA, ONUIOVPYIKOTNTO KO TOALTICUIKT ETPPOT).
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Ewova 3 : Super Mario Bros

270 01KO LLOG O Vidl XopOaKTNPLOTIKA TOoV VwoBeToape amd To Super Mario Bros:

Z®1 1oV Kpatdel Tov TaikTn evepyo.

YvAhoyn vououdtov pe okomd va onéndei n {on.

Kivnon de&id-apiotepd, dipa pe Suvatdtnto PeTtofANTon péyloTon Hiyoug kat fapdtmra.
[Mioteg mov av&avovial 6 SLGKOAIM.

ExOpoi dopopetikdv tHnmv Kot AOYIKNG oV VIdpXovV 6 dtdpopa onueia otV ToTo e
GKOTO VO TPOKOAEGOVV amdAELD (NG GTOV TaiKTY).

Blinking effect 6tav ytomn0ei o maiktng.

To Portal [11] (Ewova 4) amoterel éva amd Ta TO KOVOTOUO, KO EMOPUCTIKA Ty vidla

g oekoaetiag tov 2000, avadeikvbovtag Tn OOVOUN TOL €VPLOVE GYESIOCUOD KOl TNG

aeNYNoNg MHEC® unyoviopmv  moryviolov (gameplay). Avomtdoybnke oamd 1 Valve

Corporation kot kKvkAo@opnoe 1o 2007 wg puépog tov The Orange Box, pog cuAloyng mov
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neptehdpPave emiong ta Half-Life 2 ko1 Team Fortress 2. Av kot apywd Oempndnke éva
"wkpd" melpapa dapkelg HOAG pePIKOV ®pdv, Tto Portal katdopbwoe vo amoktiost
AOTPELTIKG KOO KOl VO AvayVOPLOTEL O £va 0md T, TO TPWTOTLTTO, £PY0L GTI GUYYPOVT|
16Topia TOV PVTEOTALYVIOIDV.

Ytov mopnvo tov, 1o Portal eivar éva mouyvior mpdTov mpoommov (first-person) mov
ovvdvdlel otoryeia ypipwv Kot puokne. O maiktng eréyyel v mpwtaywviotpla Chell, 1
omoia BpiokeTot ToydeLUEVT OE Eva epELVNTIKO KEVTPO TNG eTapeiag Aperture Science. Me
™ Pondeta pog cvokevng yvootng wg Aperture Science Handheld Portal Device, pmopet
va dnpovpyel dVo cuvdedenéveg mOAES (portals) oe omoladnmote empavele. Mécw avt®v,
0 TTOKTNG KO TO OVTIKEILEVA UTOPOVV VO LLETOKIVOLVTOL diptesa amd To va onpeio 6to dALO,
ayneavTag T Bopdtnta Kot TV ardcTooT).

AVTOG 0 unyoviopog amotedet Tov factkd aEova Tov Tayvidlov. H oyediaomn tov givat omin
ot cVLAMYN aAAd e&opetikd Pabid ot dvvatdmrég . Ot ypipor Pacilovior oty
KATavOno NG YOPIKNG oxEons LETaSD TV 000 TVADY Kol 6T YP1ON PLGIKOV VOL®V OT®g
n opun ko N Popdtra. O moaikng kodieiton vo okeptel Oyt HOVO YPOUMIKA OAAG
TOAVIAGTATO, TPOPAETOVTAG TN SVVOUIKT KIVOT TOU COUATOS TOV KOl TOV OVTIKEILEVOV
péoa anod éva mepiaiiov mov "Avyilel" Tov ydpo.

To Portal avadewvider po grhocopior oyediaong mov cvvdéetar pe m Oeswpion ™G
"expdOnong péow mpdéng". O maiktng pabaivel Tovg Kavdveg ToV KOGHOV OYL LECH 0OMNYLDOV
N O10AOY®V, 0ALG péoa amd TV 101a TV Tpdén Tov maryviolov. Kébe eninedo eiodyst Evav
VEO unyavicld 1 o TopoAlayn VOGS YvmGTO KOvOva, doUNUEVa £TGL MGTE 1) OVGKOATL VoL
av&averotl otadtokd. Avti 1 ddkacio pipnong g euoikng pdnong Bopiletl évrova v
TS0 y®YIK HEB0OO TOL KOVGTPOLKTIPIoUOD, OOV 1) YVMOOT OTOKTATOL HEG® EVEPYOV
GUUUETOYNG KOl OLEPEVVIOTG.

Av kot ek TpdTg dyewg to Portal gaivetan va otepeiton mapadociokng aenynons, otnv
TPAYHOTIKOTNTO €QPApUOlEl pio omd TIG MO EMWOPACTIKEG HOPPEG TEPPOAAOVTIKNG
apnynong (environmental storytelling). Aev vrdpyovv exteveig dtdloyotl 1 Pivteo, mapd
puoévo n eovi g texvntIg vonuoovvng GLaDOS, 1 omoio kaBodnyel ko oyoAtdlet Tig
evépyeleg Tov maiktn. Mécsa and to yovpop kot tov capkacspd g GLaDOS, o maiktng
apyilel otadiakd vo cuveldnromolel OTL T0 MEIPAO GTO 0TOI0 GUUUETEXEL dEV gival TOCO

abmo 600 @aivero!
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H apnynon oto Portal ektvdicoetor péoco and 1o 1010 T0 TEPPAALOV: YKPAPITL GTOVG
TO{YoVC, HVOTIKEG aiBoVGES Kot KPUUUEVO, UNVOLOTO DTOVOOUV [0 LEYOAVTEPY 1oTOpid,
dNpovpydvToS o aichnon puommpiov Kot avac@OAEdg. Avti 1 TPOcEyylon, Omov 0
KOGHOG apnyeital clwmNAd To yeyovota kabiépwoe 1o Portal wg mpdtumo yiow mwoALd
petayevéotepa maryviown. O maiktng oev eivar omAdc Osoatng pwog totopiog, OAAG
CUUUETEX®V OTN SOUOPP®ON TNG LECW TNG €EEPELVNONG.

H GLaDOS, og yopoaktmpag, £xel emiong omoktnoel euPAnUoTIKny Katdotoon (status).
AVTITPOGOTEVEL L0 YOYPT, EPOVIKN TEYVNTH VONLOCLVN OV £EEAMCOETOL GTASIOKE O
angiAn. H mapovcio g Aettovpyel d1ttd: mpoocpépet kaBodnynon oAAd Kot WYoyoAoyikn
nieon, vrovopevovtag TV aicOnon acedieiog Tov maiktn. Méca and avt tn oxéon moikt
Kot unyavng, to Portal e€epevva ntiuota 6mmg 1 e€dptmon amd v TeXVorOYia, 1
TEPALATIKT NOIKN Ko 1 avtovopia TG TEXVNTNG VONUOGOVNG, Bépata Waitepa emikaipa
G711 GUOYYPOVN ENOYN.

H egmituyia tov Portal éykerton eniong oty youyoroykn tov wooppomio. Kabe ypipog sivor
OYEQOGUEVOG £TGL MOTE VO TPOGPEPEL 0L GaPT TPOKANGOT oA Ko pia aueon aicOnon
emPpdPevong Otav Avbel. Avty 1 oxéon petald dvokoriog Kot emitvyiog EVIACCEL TO
nayvidol 610 mAaico ¢ Bewpiog tov flow mov mpoavaeépape, OGS KATAGTOOMG
ECTIOCUEVNG GLYKEVTPMONG KOl ATOAALGNG, OOV 0 TTaKTNG XAveL TNV aicOnom tov xpodvov
Ko g mpoondfelag. H Valve kotdoepe va emtiyel avti) TV 160pPOTio LEG® TPOGEKTIKNG
oyxedioong: Kaveévag ypigpog dev givor advvaTog, oAl oVTe Ko vTepPortkd E0KOAOG, EVAD
Ka0e véa Ao TPOooPEPEL TO KOTAANAO eminedo wKovomoinong.

[Mopdiinia, n oamopoévoon g Chell péoa ota Agvkd, kAwvikd mepifdiiovia ToL
gpyaotnpiov onuovpyel o aicOnon vropélokng povatids. O moiktng KoAeiton va
eumotevtel povo TN OIKN ToL Kpiom, o€ €vov KOGUO Omov kabe eovi (aKOpo Kot M
GLaDOS) pmopel va eivar mapomiovntikr). Avt) 1 atpdceapa kabiotd to Portal éva
OTAVIO TOPASELYUO. TTALYVIO0D OV CLVOLALEL TN AOYIKN OKEYN HE GLVOLGOHMUOTIKN
EUTAOKN, ONUOVPYDOVTOG EUTEPiR oYeOOV BeaTpikng Evtaomg.

Ye eminedo oyedaouov, to Portal anédeile Ot dev amarteiton peYGAOg TPOHTOAOYIGUOG
(budget) N1 eviuvmwotlakd ypoewkd yio vo dnuovpyndel po mpotoétunn kol aéyootn
eumepio. Me S1dpkelo IKPOTEPN TOV TPIOV OPDV, TO TOLXVIOL TPOCPEPEL TANPATNTA,
ocvvoyn kot Babdv aviiktumo GTOV TAiKTH, KATL TOV GTAVIO, EMTLYYAVETOL OKOUN Kol amd

HEYAAEG TAPUYMYES.
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Exova 4 : Portal

270 0O oG o vidl XapoaKTNPLoTIKA Tov VwoBeTnoape and to Portal:
- H1déa 0V vo vapyovy ypipot mov mpénel Vo, EXADGEL EVOC TOIKTNG G€ KOTOl TOTO DGTE

Vo, Uopet vo Tpoywpr|oEL.

1.3 IIpofinpatiopoi Ty ONUIOVPYIC YNPLOKAOV TOL(VIOLOV

H dwdikacio dnpiovpyiog evog Prvteomayvidov av kot Oempeitot dedopévn pe v 10om
TOWKIAMO TOV VITAPYEL OTNV AyOPA TOGO GE KOVGOAES, VITOAOYIGTES, KIVITA OGO KOl TITAOVG
ToLVIOLdV, AavOacuéva €0KOAN. ATOLTEL YVOOES TPOYPUUUATIGHOD, GYESiaoNS MYOvL,
YPOPIK®V, UNYOVICL®OV Kol oyedlacuol emmédmv. 'Exel mapatnpnbel ot givar diaitepa
dVGKOAO Y10 KATO10V YWPIig epmepia va Tpocmafnoetl va SNUIOVPYNGEL £va Tonyvidl amd TV
unodév, d10TtL amarteitor GVVILAGHOS de&loTNTEOV Kot Padid KaTovONnon TOALDY TOPEMY TNG
TANpoopikne. Na umopel OnAodn Kamolog vo, VAOTOMCEL od Ta YPAPIK(, TN Olayeipion

™G KOUEPOS HEYPL KOL TOLG UNYOVIGLOVS PLGIKNG-LOONUATIK®OV Kot 160000 de00UEVDV
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and mEPLPEPELOKE (Y. TO TANKTPOAOYL0,TO TNAEYEIPIOTNPLO) OKOUO Kol O¢ Eivor KATo10
amAd oy vidl yopic cvvOetn doun, Le cLYVO OTOTEAEGHA TNV AmoBdppLVON Kot Tapaitnon
TPV KATaANEEL 0TO TEMKO AmOTELEG LA TOV ElYE GTO LLOAD TOL AT TNV APy 0 INUOVPYOS
N oIV KOADTEPT TEPITTMOT KATO0 EVOLAUEGO-VPLOKO.

Yrdpyovv BEPata epyareio oV S1EVKOAVVOVY TOAD GTNV dNULoVPYiN EVOG TOLYVIOOD TT.Y. M
Unity (Ewéova 5) yvootd kot og unyoveg mayvidldv (game engines), Tov moipvouyv moAld
YOPOKTNPLOTIKA EVOC TOY VIS0 (G OEOOUEVE KO ETGL VO, NV YPELALETAL O dNULOVPYOS TOAD
¥pOVO otV vAOTOINoTM TOLg Ko TNV ovvOeTn okéyrn. Mepkd yopoktnploTikd sivar m
dloxelpton Kot aLTOHOTOTOINGT GTOWYEI®V QUGIKNG (.. OViYVELON CLYKPOLGEMV Kol
OVTILETMTMION ), VITOGTNPLEN POTIGLOV Kol GKIOoTG.

Qo1660, 1 YPNON TETOIWV EPYOAEI®V, OV Kot EEAPETIKE YPNOLUY|, EVOEXETAL VO OTOKPVTTTEL
o€ peydro Pabuod 1o g Asttovpyet 1o Touyviol o€ yapnAotepo eninedo. H avtopatonoinon
KOL 1] QQOLPETIKOTNTO TOV TPOGPEPOLY Ol UNYOVES TALXVIOLDV, OV KOl ETLTOYOVOLV TNV
avamTLEn, OEV EMITPEMOLV TAVIO GTOV TPOYPUUUOTIOTH] VO KOTOVONGEL TANPOS TIG
dwdwaciec mov ekteAovvVTOl 010 Tapacknvio. o tov Adyo avtd, M avarnTvEn €vog
TOLVIOLOV Y®PIG TN YPNOT ETOWUNG UNYOVIG LTOPEl v 0mOTEAECEL pot TOADTIUN HLofN ook

eumepio av Ko cuyva entmovn!
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# Scene am Physics Debug
Shaded | | | 5 | Hide Selected Items 3| | Reser |
Hide Layers [Mothing ]
Hide Static Colliders J
Hide Triggers
Hide Rigidbodies
Hide Kinematic Bodies [
Hide Sleeping Bodies ||
¥ Collider Types

Hide BoxColliders J

Hide SphereColliders J

Hide CapsuleColliders -

Hide MeshColliders (convex) [ ]

Hide MeshColliders (concave) [ |

Hide TerrainColliders -
| Hide Nong I Hide All ]
¥ Colors

Static Colliders

Triggers

e —
I
Rigidbodies 1
7
e |

oo

Kinematic Bodies
Sleeping Bodies
Variation .
¥ Rendering
Transparency —_—C—[05 |
Force Overdraw O
View Distance 11000 ]
Terrain Tiles Max 60 |

Ewova 5 : Avroparoroinon povoikns o Unity [12]

1.4 Avtipet@mion Tov TPOoPAHaTOS

H mapovoa mruyioxn epyacio otoygdel omv avamntuén evog Pvteomatyvidolon ywpig )
YPNON KATOL0G EUTOPIKNG UNYOVIG TToXVIOIDV Tnyoaivovtog €vo eminedo yaunAdtepa,
Baclopevn amokAeiotikd ot Pipiodnkn SFML kot ot yAdcca mpoypappoticpod C++.
H C++ amotelkel pio amd T1g Mo d100ed0UEVES YADGGES TPOYPOUUATIGHOD GTOV XDPO TNG
AVATTLENG T VIOV, KOOMG TPOGPEPEL VYNAES EMOOCELS, AIEGO EAEYYO TNG LVIAUNG KOt
peyaAn eveMéio 6tTov 6YedOGUO TOV GUOTNUATOV.

H SFML givan pio Bipiodnim ypoppévn oe C++ ko amotedel KatdAAnAn texvoloyia yio
10 TPOTLEKT, KAODS TapEYEl OAOKANPOUEVA EPYOLEID Y10 GTOLYEIDOEIS AgtToVpYies, OTWG
™V olaeiplon Ypaeikdv 6vo ductdoewv (2D), Tov Nyo, ta yeyovota aAANAETIOpAoTG e
TOoV XpNotn Kou TN dwyeipion mapabipwv kot yevikd Oewpeiton pio omd TIC EVKOAOTEPES

dmpedv TEYVOLOYIEC TOL KLKAOPOPOLV GTO JSIKTVO.

[ty Epyacia 13
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Oa yivel pion eKTEVIAG TPOGTAOELDL OAOKANPMONG TOV TTOLYVIOOD GE TKOVOTOMTIKO EMITESO
LE LTV TNV TTVUYLOKY epyacia, meptlopufdvoviag Oia to facikd otddia avimTuéng, tov
apyKd oYESAGHUO TNG WOENC, TNV KATAGKELT TOV UNYOUVICUOV ToYVIO0, TV EVOOUATMOOT)
YPAPIKAOV Kol 10V, KAODS Kot TNV TEAKY| doKun kot 0EloAdynon tov anoteAécpatos. Etot
Oa pmopel va amoderybel oe Kdmolov Tov ivar vEog oty dnpovpyio Toryvidimy Ott yivetot
v OLOKANPpDGEL Eva oy viol oKOHO Kol 6€ auTd TO EMIMEdO Ywpic TNV YPNOTN KATOL0G

Ny ovG oy vioumv!

1.5 Emi.oyq ¢ SFML ko C++

Xmv avantuoén g mapodcug TTUYLKNG, EMAEXONKE amoKAEIOTIKA Vo ypnoyLoromBel
Biprodnkn SFML e cuvovacod pe tn YAOsso Tpoypoppaticpod C++, avti yio emAoyEg
o6mwg 1 Python, yia Adyovg mov oyetiCovtan pe v amddoon, v eveléia kot tn dwayeipion
nopwv. H C++ givan yAdoca youniov emmédov oe oyéon pe v Python, yeyovdg mov
onpaivel 0Tt TapExel LEYAADTEPO EAEYXO OTN OLOKEIPIOT UVIUNG KOl OTNV EKTEAECT] TOV
KOO AvTo givar daitepa GNUAVTIKO STV avATTLEN ALY VIOIDV, OOV 1) adO0GT KoL M
TOYVTNTO ENEEEPYOTIOG YPUPIKMY Kol YEYOVOT®OV GE TTpayUaTikd ¥povo sivon kpioes. H
ypnon g C++ pe SFML emitpénet tnv opoAn Acttovpyio Tov moryvidlon, aKOUo Kot 0TV
10 TPOYpoppe omontel emeCepyacioo TOAADOY OVTIKEWEV®OV 1 cOVOETOVG VITOAOYIGHOVS GE
kéBe kapé. H SFML mapéyet éva amid kot katovontd API, 1o omoio dievkordver v
avantuén 2D ypaeikdv, yov Kot dtoyeiptong 16050V ¥PNoTN, Y®PIG THY TOALTAOKOTNTA
nov Ba cuvavtovoape og o cLVOeTEg UNyaveG Ypapwkmy. H emhoyn g cuvovalel v
AmTAOTNTA GTNV LAOTWOINCT HE TNV VYNAN amdd0ooT, ONUIOLPYOVTOS £vol TEPBEALOV
KATAAANAO Yo TNV avATTLEN TTaVISUDY TOL AmouTovV KPP EAEYXO TOV UNXAVICU®V
touG. Avtifeta, 1 Python givar po yAdoso vyniod emimédov kot £0T1dlel Kupimg otV
EVKOALOL TTPOYPOUUUATIGHOD KOL GTN YPNYOPT| avATTTUEN TPOTOTOTTOV (£)El depunvéa TOv
amd pHovo Tov kavel apyo Eva tpoypappa). [apdio mov 1 Python dwabéter fipiiobnkeg yia
avamtuén moyviolov, 6mmg n Pygame, n taydtto extéleong o€ mpayuatikd ypovo givorl

TEPLOPIOUEVT), EO1KE OTALY TPOKELTOL Y10, TOLYVIOLDL TTOV TEPIAAUPAVOVY TOAAATAL KIVOOEVQL

ITruyoxn Epyocio 14
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AVTIKEILEVA, PLGIKN Kivnong 1 Ypnyopn eneéepyacia yeyovotmv. Avtd pumopet va 0dNynoet
o€ KaBvoTeEPNOELS, LELOUEVT] OLOADTNTA KO TTEPLOPIGHOVG GTI) GYESIOOT TTO OTTOLTNTIKMV
unyoviopov. ‘Evog axkoun Adyog yio v emioyn g C++ elvan n peyadvtepn sveMéia oty
EMEKTACT] TOV KMOKO Kot TN duvatOTNTO EVEOUATOONG 7o oVVOET®V odyopifuwv 1
TPOCUPUOCUEVOV  UNYovicpu®v @uotkne. H CH++ mpoceépel yopoknplotikd Onmg M
KANPOVOLUKOTNTA, 1] TOAVHOPPIa KO 1) XPTON OEIKTMV, TO, OO0, EMTPETOVY TN ONLovpYyia
710 SOUNUEVOV KOl OTOSOTIKAV ToyvVIdldv. AVTo KafioTd T YAOGGH 100VIKT Y10 £pY0 TOV
arortovv Pabvtepo EAeyyo TG AOYIKNG KOl TNG OOO00NG GE GUYKPLON HE TIG EMAOYEC
vynrov emmédov. Térog, n ypron g C++ pe SFML mopéyetl epneipio o éva meptpdaiov
TO KOVTO GE TPOYUATIKES BLOUNYAVIKEG TPOKTIKEG AVATTTLENG Lo VIOLDV, OOV 1] YADCGTH
C++ mapapével otdvtop oe mOAAOVS emayyeAuoTikovg Tithovg. H emdoyr avty oyt pdévo
e€ao@ailet Eva TeQVIKA 1oYVPO ATOTEAEGHO, AALA KO TPOGPEPEL TNV EVKOPIL EKULAONONC

Ko NG YA®GG0S o€ Baboc.

Ievikevovtog oe avTd 10 KEPAANO TOAPOVCIACTNKOV POCIKES £VVOleg, TOPASEYUATO
CYETIKOV TALYVIOUOV KOl Ol TEYVOLOYIKEG €MAOYEC TOV VIOGTNPILoVY TNV OVATTTVEN TOL
épyov poc. [apdAinia, ovadlvdnkov ot SuokoAieg kot ot TPOPANUATIGHOTL TG S1UdKAGTOG

oNpovpyiag YneuKOV moyvioldv. 1o endpevo Ke@dioto Oa avaivbel 10 Bempntikd

voBabpo mov otnpilet T Pdon g EPapUOYNC.
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Kepdroro : 2 Ocopntiké Yropfabpo

10 Kepdhato avtd o avarvBovv ot teyvoroyiec-tpoypappota (Yrokepdaioo 2.1) kat ot
texviKéC-padnuatikd (Yrokepdioto 2.2) mov ypnoiomomdnkoy otny avamtuén tov

TOLVIO00 GTO TAAIGLO TG TTUYLOKTG.

2.1 Teyvoroyiec — IIpoypappato

To avantvélokd mpodypappa mov emdéydnke eivan o IDE Visual Studio Code (Ewova 6)
kaBmg amotedel Eva mANPEG Ko 0YPNGTO TEPIPAAAOV Y10 TO GUYKEKPIUEVO TPOTLEKT LE
YOPOKTNPLOTIKE, OTwg emonpaven ovvtaéng (syntax highlighting), cbotnpa mov mpoteivet
avtOHTN cvUTANPp®on kddwa (code completion), kabmg eniong kot €0KoAN dlayeipion
apyeiov ko eaxéhov (m.y. onuovpyia apyeiowv .cpp) péoa amd avtdV Kot dvvatdTnTo
evxoAn¢ amoopaipdtmong (debugging). Eniong pe tov ocvykekpyévo IDE mapéyeton ko
eOKkoAn Owyelpon (version control) tov amoBetnpiov (github), évavit tov va

xpnoponomBel amokAEIGTIKE 1| KOVGOLQ.
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Eiwxova 6 : Visual Studio Code

To mpotvmo g yAdooag C++ mov ypnotpomombnke (standard) eivar to C++17 mov
vrootpileton amd v aAivcida epyareiov (toolchain) MinGW64 (MinGW-w64 x86 64,
UCRT runtime, POSIX threading model, SEH exceptions, version 15.2.0). Méocw g
aAVGId0G OVTHG EMITPENETOL 1] LETAYADTTION (compile) Tov k®ddKa pe cupfatdtnTa TPog
10 Agrtovpykd cvotua Windows 11 kot v apyttektovikn x86 64. Ta Pacud epyoireio
Tov TEPAaPAvovTol oe aVTHV TV aAlvoida eivar o compiler, o linker, o assembler, éva
epyoreio build xor éva epyoreio debugging. A@ov eionyOn otig mepPoriroviicég
petoPAntég (environment variables) twv Windows to path tov pakélov (0 @akelog bin)
OV TEPLEYEL OO TO GLYKEKPUEVO TOKETO epyareiov, BeAndnke va avtopatomomBet m
Jdwdkacio dnuovpylag TOL TEAKOL eKTEAéGIHOL apyeiov (executable), amd 1
LETOYADTTION TOL TNyaiov k®OKa (source code) Kot T ONUOVPYIN TOV AVIIKEIUEVIKOV
apyeiov (object files) péypt kot 10 TeAKO 6Tdo10 TOL linker. Anpovpyndnke Aowmodév éva
apyelo tomov Makefile (Ewkdva 7) mov Ppioketan oto 1010 onueio pe ta apyeio ToTOL .CPP
Kot teptéyel Ol ta flags yio tov compiler kat tov linker kot ta oyeTikd povomdrio omd avtd
to Makefile otovg vwoOromovg PakéAovg, Onwg Yo mapddetypo to path vy Ta apyeio
headers twv KAdcewv kat yio v Biprodnkn SFML. To Makefile ekteleiton amod to apyeio
mingw32- make.exe mov Ppioketor Omwg mpoovapipbnke otnv oAvoido epyaAeiov
(toolchain) MinGW64. I'a va tpé€ovv cwotd Ta oyetikd povondtio oto Makefile mpémet

va Bplokdpacte oto path mov eivon 1o Makefile kot petd va yiver 1o build. Tw va
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xpnon e Pipriodnkns SEFML xai th¢ ylwooog C++

amopevydel avt) 1 ToAomopio dnuovpyndnke éva batch apyeio (Ewdva 8) 10 omoio
Bpioketar oo 1010 onueio pe to Makefile, to omoio pe to mov tpé&el ardalel To path cg
avtd mov Ppioketon 6To TPEYOV onpeio Kot ektedel To mingw32-make.exe kot 6To TEAOG

TPEXEL KOL TO TOPAYDOUEVO executable Tov matyvidiov.

CXX 2= g++

INCLUDE = -T" 8/include™ \
I

LIBDIR = -L"../SFML-

SRC - main.cpp Bitron.cpp Game.cpp platform.cpp coin.cpp laser.cpp Health.cpp \
Voltwi cpp Beamlok.cpp mapManager.cpp linearPlatform.cpp circularPlatform.cpp \
cpp Window.cpp
cp|

CXXFLAGS = -g -DSFML_STATIC -Wall -Wextra -Wpedantic -fdiagnostics-color-=always

LDFLAGS
ic-libgcc -static-libstdc++ -mwind
-1sfml-window-s -lsfml-audi
-1jpeg -lopenal -1flac -1
-lwinmm -lgd -ldsound -luser32 -lkernel32

all: $(EXE)

RES)
RES) -0 $(EXE) $(LDFLAGS)

$(CXXFLAGS) $(INCLUDE)

del /Q $(0B1) $(EXE) 2>nul

run: all
. /$(EXE)

rebuild:
( ) clean
$(MAKE) all

Ewcova 7 : Makefile

ITruyoxn Epyocio 18



EAAHNIKO
ANOIKTO
MANEMIZTHMIO

Tovrog Povppovpiovirng, Avartoln Pneraxod ayyvioiov ue
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£ buildbat X +

File Edit  View

ldecho off

echo.

echo Building vector Escape...

echo --------oimi -
cd /d "%~dpe™

mingw32-make rebuild

REM Check if the build succeeded

if %errorlevel% neq @ (
echo Build failed!
pause
exit /b %errorlevel%

)

echo.

echo Build completed successtully!

e G e L E L e L
echo Executable: "%~dpe@vectorEscape.exe"
VectorEscape.exe

pause

Ewcova 8 : build.bat

To mapdBvpo eivar 10 Pacikd ctoyeio oe pia epaproyn TOTOV NAEKTPOVIKOD TToLy VIOV

vyt arotedel v TPoPOAN KoL TNV GUECT CAANAETIOPOGT TOL XPNOTN UE CLTHV. ZTNV

éxooon SFML 3.0.0 (Simple and Fast Multimedia Library) g BifArodnkng mov emhéyxnke

10 TapaBvpo cvvdéetan aueca pe v kAdon sfi:RenderWindow, 6mov aneikoviCovion ta

ypapikd. Otav onpovpyeitan éva tapdbopo, mpénet va oprotel 1o puéyebog tov oe pixels,

m.y. 1280x720 (1280 mAdrog-width ko 720 Hyog-height), 6mov givar to Kbplo mAaiclo 6to

omoio Ba dwdpapatiCovrar dAa Ta YoPAKTNPOTIKA TOV Touyvidwov. Erxiong Oa vdapyel n

dvvatdotrto evairiayng o€ mapdbvpo mov mepPdAriel OAn v Tp€Yovco oBovN TOL

VTOAOYIGTA Kot 6€ avTo pe dauotdoelg 1280x720.

H SFML ypnowyomotel to mopokdt® cvotnue cvvietaypuévav (screen coordinates),

SLPOPETIKO o TO KaPTESLOVO L T €ENG YopakTnpiotikd (Eucova 9):

e Hapyn (0,0) Bpioketon otnv endvm apiotepn) yovia tov TapabdHpov.

e O d&ovag x av&averot Tpog o de&1d.

e O d&ovag y aw&avetotl Tpog To KATO.

e H yovia av&dvetor deE100Tpopa.

ITruyoxn Epyocio
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Eicova 9 : Zovretayuéves 00ovns e SFML [13]

H «hdon sf::Texture g Biprodnkng SFML ypnoipomoleiton yioo tqv amobnikevon kot
dwyeipion ewovov oy pvnun (VRAM) g képrog ypoaewov (GPU). Mg 1o tpdmo avtd
emtuyydvetal tayvtatn oyedioon (rendering) otmv 0B6vn, kab®OG 1 €wkOva givor MOM
dwbéoun exel. To avtikeipevo tomov sfi:Texture poptdveTon pe éva apyeio ekovag (m.y.
png M jpeg) ko ypeldleton va cvuvdebel pe éva avtikeipevo tomov sfi:Sprite yio v
dwyeipion kot teMkn amewovion otnv oBovn. Aev pmopel amd poévo 0L SNAAOT Vo

npoPAnOel otnv 006vn.

H «\don sf::Sprite avtitpoconevel £va ypapikd avTikeipevo mov pmopel va oxedlaotel
(draw) tehikd oe éva mapdBvpo. Ovolaotikd elval cav Eva 60yelo mTov cuvoeTal pe Eva
avtikeipevo tomov sfi:Texture, cuvdéovtag €161 TEMKA TNV OPYIKY] EIKOVO TOL E£YOVLE
QOPTAOGEL OO TO OPYEL0 KO EMTPEMEL TV dLoyelpLon TS, OT®G aAAayT| OTIG S10GTACELS Kol
TEPIGTPOPT 1 AKOUO KO OAACYT] TOV TAOIGIOV GE TO HIKPO KOUUATL atd auTO 0OAOKANPG
G EKOVOGS, LE ATOTEPO CKOTO TNV EULPAVIOT TNG otV 000v1). ' ETot Asttovpyei n ameikdvion

(rendering) ewoOvoV HEGM textures Kot sprites TG cvYKeKPIEVNS PAtodnNKng.
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Me anid Loyo (Ewcova 10):

e To sfi:Texture givar n ewcdva amodnievpévn otnv GPU (OpenGL texture).

e To sfi:Sprite eivar o TpdémoOg va deifovpe avtv TV gikdva otV 006vn Kot vo TV
xeprotovpe (m.y. 0éom, péyebog, katevOvvon). ‘Eva aviikeipevo tomov sf::Sprite
elvar omoOnkevuévo ot puviun RAM kot cvvoéetan pe to sfi:Texture péow
JEKTAOV/0VAPOPAS, OOV TEAMKA HEG® OVTOV KAVOLUE KOl TIG TPOTOMOWGELS LLOGC

OTNV EIKOVA KOl TNV TEAIKT] OTEIKOVIGT] TNG OTO KEVIPIKO Tapdupo.

L1 +

Rectangular entity Texture Sprite!

Ewcova 10 : Xyéon sprite kou texture

H cepd pe v omoia oyedidlovion (rendered) oto mapdBupo ta sprites kabopilel Ko to
eninedo (layering), oOniadn ™ oepd aneikdviong tovg 010 ontikd medio. ‘Eva sprite mwov
answkoviCetar (rendered) otnv 006vn petd amd Eva mponyoduevo mov €xetl yivel Mo, o€
nepintoon aAlnioemikdAvyng, Ba vrepioyhoel T0 petémeito kKpvPovtag To KOpPdTL ToV
TPONYOVUEVOL OTOV VTAPYEL OAANAOETIKAAVYT. XTO TOPASEIYUO TOPAKAT®O QoiveTOL
kaBopd avt 1 GEPA ATEKOVIONG TOL avaEEPONKE péoa amd TO Tatyvidl, GUYKEKPIUEVA
otV Ewova 11 @aivovton o Bitron (kevtpikdc yopoakmmpag oto moyviol) kou éva Beamlok
xopic va vrapyxel oAnAemikdAvym, eved omv Ewova 12 oeaivetor xoBoapd 1
aAnAemikdAvyn pe tov Bitron vo vmeployvEl €MEWDN AMEKOVIOCTNKE TEAELTALOC

(Mo Tpdopata).
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Ewcova 11 : O Bitron (apiotepa) xar eva Beamlok (deid) ywpic vo aAlniemixaldnrovial

Ecova 12 : AMnlemraloyn tov Bitron kou tov Beamlok

To mpdypappa Tov YPNOUOTOMONKE V1o TOV GYESAGUO TOV SPrites Kot TOL TOPUGKVIoU
(background) eivar o Aseprite! (Ewovo 13). Eivow évo mpdypappo 1o omoio vrdpyet

2, eivon modd edypnoTo Ko KATUAANAO Yol

dwbéoo oy ayopd péco omd to Steam
oyxedlacpd {oypapikng oe pixel (pixel art, bitmap) Kabdg mapéyel TANB0G Asttovpyldv dmwg
oyxedloon oe emineda (layers), vmootpiEn Kivovpévev oyediov (animation), mowkiiio
Ypopatowv Kot okpn emefepyacia tov pixels. Xt10 mpog vAomoinon mpdtlekt
YPNOoTomOnKe 1660 otV dNovpyic amA®V EKOVOV OTT®G TG aktivag Aalep kot tng
Comg 660 kot OAOKANPp®V eOAA®V Kapé (spritesheets), dmwg tov KOpov maiktn Bitron,
onhaon €xovpe éva povadikd "yapti" mov mepiéyxel OAeg TIG kataotdoelg tov. [a
TOPAOEY LA GTNV KIVIGN TOL S10AEYOVE TPio GLYKEKPIUEVA KOPE amd oVTO TO POALO, OOV
KAOe Eva £xel GUYKEKPYEVT] OTACT] CAOUOTOS KOL £TGL LE TNV YPNYOPT| OLO0YIKT EVOALAYN

AVTAOV TOV TPLOV, 0TV 0 Bitron mepratdet, onpovpyeital 1 yevdaicOnon tng Kivnong ota

!https://www.aseprite.org/
2 https://store.steampowered.com/
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pdti tov moiktn (avoiveton mepatépw oto Kepdiowo 4). Ymapyer n dvvatdtnta vo
aAla&ovv ot dnotdoelg otov Kapupd o 6on ddotacn Kpivetal 0Tt gival amapaitto, yio
TaPAdEYIo Umopel va VIAPYEL €vag XopaKTNPOS He dwaotdoelg 32x32 pixels kot vo
xpEGTEL Vo VAOTOMOEL pior GAAT E1KOVA TOV 1010V YaPOKTPA, OAAGL GE SLOPOPETIKT GTAGN.
Mia Adon eivar va yivel gméktacrn tov NoN mpovmdpyovta kouPd oe 64x32 va yivel
AVTLYPOPY] TOV YOPOKTNPa 6To de&l KeVO Kot TEAOG va Yivouv ekel ot emBuuntég aAlayéc.
‘Etor dnuovpyeitan €va spritesheet to omoio @optdvetarl pior Gopd 6To TPOYPOUUE Kot
amA®dG yivetal oAAayr] Tov opatod TAaiciov (pécm sfi:Sprite) YAvTdvVOVTaG TIC TOAATAES
QOPTAOGELS EIKOVMOV OTN VNN Kot VToAoYoTIKN 1o)V. To mapackivio (background) eivat
pia o va 0146Tacmg 060V TOL KOPLov TapafHpov Tov TaryvidloL Kot fpicketol € 6Tadepd
onueio ave&aptnto avtdv Tov dadpapotilovtal oto Tpdémo mayvidowoy (gameplay) kot
Loypaeiletor mTpdTo 6TO KOppdtt Tov rendering. ‘Eyet emAeyel ypopoatiopdc pe dStafdduion
(gradient) pe ypopota AGomPo-pUTAE G€  KOTOKOPLET KaTEKOLVON (TEPAUTEP®D OTO
Kepdrawo 4). Téhog vrootpilel e€aywyn o LOpPN png €KOVOV LE ATMOTEPO GKOTO Vo
ovvdebovv oto TPOypappd pe avrikeipeva tomov sfiiTexture (cvuPatdotnta pe v

BpAoONKN).

105000 B = & e+ Laver 1

Ewcova 13 : Tepifailov avartoéng Aseprite
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INa tov Mo mov mailer oe emavainyn oto mapoacknvio (background music)
ypnoiponomdnke o Suno AL wov sivar pio Stodiktvakh TAaTeOpua Spovpyiog HOLVGIKAG
arnd Al (teyvnt vonuoohvn) mov pe KATAAANAN Tpotponn (prompt) onpovpyndnke évog
NG ne B€pna-ctuA 8-bit arcade, ToplAGTOG Y10 TO TPOG VAOTOINGN Ty VidL.

Mo ta g18kd £pé (sound effects) ypnopomonOnke to AudioMass* (Eikova 14) dmov etvan
£va avolKToU TOTTOL SLUOIKTLOKO TPOYPAUL ETEEEPYUTIOG YOV LE TOAAE epyareio. O1yoL
emAEYOMKav amd 1o youtube (avaivtikotepa oto Kepdiao 4) kot n eneEepyacia Eywve pe
avto 10 TPOYpoppa. TELOG umopel va kAveL EEaymyn TOL YOV GE LOPON Wav TTov oVTH fvat

N popen mov vrootnpiler n Pprodnkn SFML.

Help

00:00: 000 oo

[t ey }}MWNM wv}MIMNMHw*hi*lﬂ"i)l

R e R

Ewcova 14 : Tepifailov avanroéne AudioMass

2.2 Teyvikég — MaOnpotikd

H pébodog Predictive Collision Detection (wpoPientikdc €heyyog cvykpovong) [14],

yvootr kot o¢ check before move (éheyyoc mptv and 1 petaxivnon).

H pébodoc avtr akorovBel tnv Tapakdtm Aoykn:

3 https://suno.com/
4 https://audiomass.co/
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¢ O moiktng dev PETAKIVEITOL AUESO GTNV KOvovplo BEom.

e YmoAoyiletou ek TV TPOTEP®V 1M TOAVY EMOUEVT BEON TOV, UE Pdomn TV TaydTTO

Kot TV katevbovvon g kivnong.

o E)éyyxeton av otnv vtoloyiopévn 0éon vdpyet TOavOTTO GVYKPOLONG UE KATO10

avtikeipevo N TAakidlo Tov xaptn.

e Av dev gvtomiotel oOyKpovon, N véa BEon Tov maiktn yiveTon amodekty). Av Ouw®g
VIapyeL cOYKpoLvo, M Kivinon gite akvpmveta ite mpocapudletarl avaioyo pe Tig
oLVONKeEG TOV TTOYVIOWOL (T, otapdtnue ce toixo, andAiew (mNG o gUmOd10,

EVEPYOTOINGN YEYOVOTMV).

I'evikd  wpaypatonoinon tov ehéyyov cvykpiong [15] oto mapdv mpdtlekt ywpiletar oe
dvo katnyopieg, oMV TEXVIKN EAEYYXOC-GLYKPOVGEMV-Ue-Paon-ta-mtAakiow (Tile-Based
Collision Detection) xotr oty mAaicto-optofETnong-ev0vypapicuéva-He-ToVG-AEOVES
(Axis-Aligned Bounding Boxes 1 AABB), mapokdto avaldoviol ot TEXVIKES Kol UE TIG
JlpopES Tove. ATAGS Vo TOVIoTEL KOl €00 OTL HEYOAVTEPN OVAALOY VRAPYEL GTO

Kepdiaro 4 tng viomoinong.
Tile-Based Collision Detection

H pébodog avt ypnoonoteitatl 6 Guvovacuo pe v pébodo mov avapépdnke (Predictive
Collision Detection), ocvykekpiéva YiveETol O EVIOMIGUOC TOV GUVIETAYUEVOV TOV
1e660p®V onueiwv Tov opBoymviov Tov TepPdAiet Tov maikTn Tov TpoKeLTaL va fpebel oTO
apéomg emOUeVo Prina kot Oyt amd TV Tpéxovoa. BEGT, GLYKPIVOVTOL LE TIC GLUVTETOYUEVEG
oV TAEypatog (grid), 6mov €xovv avtictoynOel To otatikd otoryela-mhakidlo TG TioTHg
OV ¥ApTN, HEe TPAOTN cVYKplon otov oplloviio aEova-x mote vo. eleyBel n oplovria
HETOTOTION-AVTILETAOTION Kot ovTioToryo LeTd otov dEova-y. 'Etol £yovpe cmotd Eheyyo

tov Bitron (tov kOprov maiktn mov eAEYYEL 0 XPNOTNG) HECH GTNV TGTOL.
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Axis-Aligned Bounding Boxes (AABB)

Ed® og avtiBeon pe v mponyoduevn pnéBodo yivetor EVIOTIGUAOC TV TEGCAP®V oNueimV
0V opboywviov tov maiktn and TV TpEYovca Béon tov. ESd Aapfdavovtot vdy poévo to
dvvapikd otoryeio ¢ miotog (OmmG Ty Eva TAATPOPLL) Yo, GUYKPOVGELS OOV KOl OTA
avamopictavol HEcw evog opboymviov opiov mov ta tepiarovy. Encira epappoletor évog
pofnpoticog adydpBupog ovykpiong AABB Yy tov eviomiopnd chykpovong N un, LETa&n
TO{KTN KOl TOL GTOLXEIOV. XNV MEPITTMOT GVYKPOLONG GTNV GLUVEXELD VITOAOYILETON OO
nowd KatevBvvon Eywve ypnoonotdvtag 1o Baog e emkdivyng twv ophoywvinv, Mot
vo yivel KOTEAANAN  QVTILETAOTION TG GVYKPOLOTS, €ite Kataxkdpven (vertical) eite
oplovtia (horizontal). Xto mapdderypa g Ewovag 15 @aivetar kabapd o alyopiOpog
AABB péom g aAinioemikcdloyng tov dvo tetpaydvev. O adydpiBuog Aettovpyel wg
e&ng AapPavovtog vtoy Ta akplova onpeia KOs teTpaymdvoL:

[N 1o pmie tetpdymvo:

o Xnueia otov 4Eova X, bXmin = 2 K0l bXmax = 6.

e Xnueio otov GEOVO Y, DYmin = 2 KO bymax= 6.

["a to kéKKIVO TETPAY®VO:
o Ynueia 6Tov AEOVA X, MXmin = 4 KO IXmax = 8.

o Xnueia 6tov 4EOVA Y, IYmin = 4 KO TYmax = 8.

IMa va vdper cuYKpovon TPEMEL 01 TEGCEPIS TUPAKATO GYECELS VO GuVaANnBedovV:
®  bXmin < Xmax (2 < 8).
®  bXmax > IXmin (6 > 4).
®  bYmin < I'Ymax (2 <8).
®  bymax > Iymin (6 >4).

Apa VTapyEL GOYKPOLGT] GTO GLYKEKPIUEVO TAPAOELYLLOL KOl QOIVETOL 1) OAANAOETIKAALYN
ne évtovo pol ypdpo 6TV EIKOVa. 10 €ndUEVO 0TAd10 Ba emAvOei n cOyKpovon. Exet yivet
Tapadoy OTL T0 UTAE TETPAYOVO AVTICTOLKEL 0€ TAATEOPLLO TTOL deV emnpedleTal amd TV
oAANAeTidpaon TG amd ToV TOiKTN, EVAO TO KOKKIVO avTIoTolyel otov maiktr. ['ivovron ot
€ENG VITOAOYIGHOT Y10l TIG AAANAOETIKOAVWYELG:

o ApLoTEPN: Xmax - DXmin = 8 - 2 = 6.
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o Agl1d: bXmax - [Xmin =6 -4 = 2.
o  [I4vo: IYmax - bYmin =8 -2 =06.
[ ] KdT(D: bylnax - rymln = 6 - 4 = 2.

INa tov d&ova x 1 Aot aAinroemikdAvyn mapotnpeitol amd de&id minX = 2, evd yio
Tov a&ova y amd kTt minY = 2. 'Ezetta mpénet vo vtoloy1IoTEL 1 EAAYIGTY OVALEG GTOVG
dvo a&ovec pe v oxéon minY < minX (2 < 2). Edd av kot vrdpyel woonaiio, oTov
aAyOopOpo Ba VIEPIGYVOEL 1] OVIILETOTION OC TPOG TOV AEOVA X KOl GUYKEKPIUEVE OeELd.
Apa 0 ToiKTNG-TETPAY®VO Oa £YEL VEEC GUVTETOYUEVEG:

Xmin = bXmax = 0.

eraX’ = 10.
YYmin” =IYmin = 4.
IYmax = I'Ymax = 8.
Overlapping Axis-Aligned Bounding Boxes (AABB)
[ AABBA
[ AABBB
Overlap
8 a
é a
-
4 .
2 a
0 T T T T
0 2 4 6 8 10

X axis

Ewcova 15 : mopdderyuo wov mopovoidler v uédofo AABB
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2V cuvéyela B avalOGoLE TIG 000 SLUPOPETIKES MG TPOG TNV KIVNON TEPUITAOCELS TOV
TAOTQOPUMV. LTV GLYKEKPIUEVT PiAtodnkn kabe sprite €yl kol €vo KO TOL TOTIKO
OUGTNLO GUVTETAYUEVOV, OLOL0 LE QLT TOV TEPLYPAPTNKE Y10 TV 000V 0AAE aveEdpTnTo.
H apyn tov a&ovov givar 1o onpeio (0,0) Kot avTiototyel 6T0 O ENAVO-0PIOTEPE TUNILOL
avtol Tov sprite. Ymdpyet kot Eva onpeio apyng (origin) Tov sprite To 0moio To avTieToLYEl
avtopato g avtd 10 onpeio g apyng twv acdévav (0,0), o omoio pmopel va aAAdEEL oV
kplet emBounto. ‘Eva mhdteopp éxel daotdoelg evag opboymviov 6to eminedo Kot 10
onueio apyng etvar to (0,0). Oheg o1 pobnuatikéc Tpaéelg mTov akoAovOovv TaPUKAT® Yo
™V Kivnon tov mAateopudv, yivovtal e avtd 1o onueio apync. ‘Exet yivelr mapadoyr ot
OAOKANPN 1M TATQOPUO avomapicTotol e avtd To onueio yu vo yivel mo €OKOAN

enenynon.
MAat@oppeg TOV KIvOOVTOL YPOUPPIKA:

Oa avaivBodv 00 ta Pactkd padnuatikd tov yperdlovion yia vo emttevydel Kivnom pog

TAATEOPLOG LeTAED 600 onueiov 6To eninedo.
p(t) = 6éon TAatEOppag G6TO £MinEdO TN XPOVIKNY CTLYUN t,

Ho YPOLLUKY) TAaT@Oppa Bo Kiveitol avapesa og 600 d1odtdotato tpokabopiopéva onueio

070 eninedo mov elvar apetdfAnto:
s = startPos (onueio ekkivnong oto eninedo),
e = endPos (onpeio teppaticpov 6to eninedo),

oe KaBe ypovikn otiyun t kabopileton to mpog mo onpeio €xel otOYO0 Vo Kvnbel M
TAateopua (ite 10 S, €lte TO €) pe Pdomn v kivion and to TPoNyoOUEVO Prital (XPOVIKN

otypn t-1). AnAadn vdpyet o petafAntn otodyog (target) mov Oa givar :
target(t) =e , av 1 TAatedpua Bo cuveyicel va Kiveital mTpog e.
=s , OLLPOPETIKAL.

speed = toyOTNTO TAATOEOPLOC.
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To divvopo mTov TPOKLATEL OO TIG GLVIETAYUEVEG GTOYOL Kot TpEYOvcos Béong tng
TAOTEOpUOG OTO  emimedo oe  kABe Pua  ovopdletor  SVOGHO  HETOTOTIONG

(displacement vector) kot TnV ypOvIKN GTIYUn t £yl TIUN:

d(t) = target(t) — p(t).

H oandéctoon mpog tov 6T0Y0 TPOKLTTEL TAIPVOVTOG TO HETPO OVTOV TOL SLOVOGLOTOG:

distance(t) = ||d(t)|| = /d2(t) + d2(t)

Me Vv Kavovikomoinomn avtov tov dtavicpotog d(t) Kot e TOV TOAAATAAGIAGUO e TNV
T ¢ speed mpokvmTEl TO TOGO YpNyopa Ba kivnBel n TAATEOPUO TAPOUEVOVTOG TNV
01 KatevBuvon (amd v Tpéyovca BEcn mpog Tov 6TOYO):

ey L d(D)
d'(® Aol speed

H oepd extéheong otov alyopBpo ivat:

—

vroAoYIopAG target (av Bo aAla&el 1| oyt pe Pdon amd to Tponyoduevo Pripa).

2. VTOAOYIGHOG dtavhopaTog petatomiong d(t).

3. pétpo tov davdopatog petatomiong ||d(t)]).

4. vmoloyiopog tov d'(t).

5. ouvvOnkn mov gite Ba avavedoel T véa BEom v TAaTEOpLOG, eite Oa aAlGEEL Eppeca Tov
0TO)0 01O EMOUEVO Pripa Tov aAyopiBuov (eAralet o petafint ainbeiog mov pe Pdon
ot kpivetor av Bo aALGEEL 0 0TOY0G 6TO EMOEVO Prina).

Av 1 amootaon ||d(t)|| eivon pkpdTepn ¢ ToyvTNTag speed avtd onpaivel 0Tt Ba Ppebel n
TAoTEOpUO. TEPAL amd TOV OTOYXO OTO €moOpevo Prupa (ypovikn otyun t+1), emiong
amoppinteror Ko 1 wodtnTo dtotL av [|d(t)|| = speed, 10te N Thateoppa Ba Bpedel Tdve cTo
onueio otdyo pe Paon to PRua 5 amd TV cEPE TOV OVOPEPONKE, OTOTE GTNV ETOUEVT
ypovikn otryun (t+1) dev Ba aAddEer o otdyog, To véo d(t+1) = (0,0) Ba elvor to undevikd
dtdvocpa ko Ba Ttpokvyel To ceaipa TS daipeong pe 0 (n T Tov [|d(t+1)|)) dtav Ba yiver

vrohoyiopdg tov d’(t+1) ko Ba 6KdoEL TO TPOYPOLLLLAL.
"Exyovpe tedikd (t + 1 etvan n endpevn ypovikn otryun kot p(t+1) n véa 0€on):

p(t+1)=p(t) +d’(t) , av [|d(t)[| > speed
aAloyn Tov target ympic kivnon yio avto to Prpa , av ||d(t)|| < speed
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MAat@oppeg Tov KivovvTor KVKMKA [16]:

Oa avaAivBovv €60 T Pfactkd podnuaTikd Tov XPeldlovTal Yo v TETOYOVUE TNV KUKAIKY

kivnon pag mAateoppag pe éva kévipo C ko pe axtiva R.

p(t) = 6éon TAaTEOpLag T XPOVIKN oTIYUn t.

C = (Cy, Cy) kévtpo KOKAOV,

R = axrtivo.

0(t) = yovio v ypovikn otyun t (o€ radians, pe Péorn to GOSN GUVIETAYUEVOV TNG
BpAoONKNg oL TpoavaeépOnke, va TovioTtel 0Tt avEdvetat deE1OGTPOOR).

speed = yoviakn toayvtnta o€ radians ava fripo Bpoyyov (rad/frame).

[Mpodta mpémet va yivel yvootd av Ba vrapéel deE106Tpoen 1 aplotepdSTPOPT CALUYY
(xoBopileton amd 0 Tpdonpo g speed, €00 Yo cOUPACT) Kot EXEENYNOT GTOVG TOTOVG 1)
speed Ba gtvon povo n tiun).

H yovia evnuepdvetonr og €€ng, 6mov t + 1 avtiotolyel oto endpevo Pripa tov Bpdyyov:
ApiotepOOTPOPAL:

o(t+ 1) = (6(t) — speed) mod(2m)

Aeg&dotpooa:

o(t+ 1) = (6(t) + speed) mod(2m)

To mod(2r) onv ovoia yperdotnke yioti w.y. (1/2) etvon 10 1010 pe To (M/2 + 27) KO YeViKd,
ot Tipég mepropiCovran [0,2m) rads. AAAG 0 Pacikdtepog AOYOG OV YPEUCTNKE vl ETELON
StapopeTikd Ba. avEavOToy 6TO AMEPO 1N TIUN TG UETOPANTNAG TOV KPATAEL TNV TN OVTN
kol Oo vpyxe TpOPAnua oto wpdypappo (avokpifelo e peydres TWEG 1 OKORO Ko

overflow).

Telkd n véa Bon p(t+1) dlveton and:

p(t+1)=(Cx+R-cos(8(t+1)),Cy,+R-sin(6(t+1)))

Kapé ava dgvteporento (Frames Per Second — FPS) [17]
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o avaeepfodv €0 OVO JPOPETIKEG VAOTOMCELS Yo TOV PLOUO  avavE®oNg

YOPOKTNPIOTIKAOV GE £VO, YNOLoKO oty viot:

e Xpévog ava kapé (Delta Time)

Ymv 1eyviky tov delta time, m Kivnon Kol YEVIKO Ol  EVNUEPMGELS
noAlamAactdlovtal e Tov ¥pdvo mov mEPace omd To Tponyovpevo kapé. ‘Etot, ot
EVNUEPDOOELS (OMMG T.Y. 1 TOYXVTINTO) TOV OVTIKEWEVOV TOPOUEVEL GUVETNG
avegapmta and 10 moco ypryopa tpéxel to unydvnua (ta FPS). I'o mapddetypa
€0T® évag voloylotng mov tpéxel pe S00 Kapé avd devTepOAENTO Kol £0T® OTL
emdlokeTon Eva avtikeipevo va kivnoel pe 50 pixels/devtepdiento.

Xopic kdmota tpomonoinom oe 1 devteporento Ba yiver 500 - 50 = 25000 pixels
petakivnon!

Ondte Y100 TO GLYKEKPLEVO VITOAOYIGTT e TNV VAOTOoiNnon avtr Oa TpokHyeL:
1/500 = 0.002 devtepdrenta to 1 kape,

0.002 - 50 = 0.1 peratomon oe 1 xopé,

dpo cvvolkd 500 - 0.1 = 50 pixels/devtepdrento (to emiBountod).

e  Yvoompevt (Accumulator)

Ymv teyvikn] tov accumulator ypmowwomoteitor €vag peTpNTAG YPOVOL  TOL
OLGGMPELEL TO YPOVO TTOL TTEPVE G KABE Prpa Tov Ppoyyov. Otav 1 GuGGOPELUIEYT
T Eemepdoetl po tpokabopiopévn tun (my. 1/60 devtepdienta), exteheiton n
EVNUEP®OT] TNG AOYIKNG TOV TTALYVISLOV.

210 moyvidl TG TapovOOS TTLYLNKNG EMAEXONKE T 1 VAoToinon pe otabepn
T 1/60 devtepdrenta (60 FPS) yia tnv extéheon TV AOYIKGOV AEITOLPYIDV TOL
Ty violov (movement, animations, events).

Me amhd Adyla vdpyel £VOC GLGGOPEVTNG TOL TPOGOETEL 0 KAOE EMAVAANYN TOL
Bpoyyov (game loop) mOG0G 1pOVOG TEPAGE OO TO TPOTYOLLEVO Ppa (seconds) kot

otav mepaoel v Tun 1/60 devteporenta tOTE YivovTol Ol OVOVEDGELS.

ITruyoxn Epyocio 31



Tovrog Povppovpiovirng, Avartoln Pneraxod ayyvioiov ue
m ORI xprion e Pifriobknc SFML ko the yAdooag C++

MANEMIZTHMIO

Suvoyilovtog o€ 0V TO TO KEPAANLO TAPOVGIACTNKAY Ol TEXVOAOYIEG TOL YPNGILOTOMONKOV
Kot To. amopoitnto pofnpatikd-pedodot yo Ty vAOTOINoT TOV ToYVIOoV. XTO ETOUEVO

KePAA010 Bo avalvBoOV 01 YEVIKES TPOSIAYPUPES TOV TPOG VAOTOINGT) o VIS0V,
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Kepdiaro : 3 Ilpodwaypapés — Game Design Document

210 apov ke@drato Ba avalvBohv ot Tpodiaypaeés Tov TPog vVAoToino oy vidlov. To
moyvior mov Ba avamtuybei oto mAaicto ¢ mTVYKNG ovopdleton Vector Escape.
[Ipoxertan vy €va diodtdotato moryvior mAateopuag (2D platformer), eunvevopévo amd
TOVG KAAGIKOVG TITAOVG Owg To Super Mario Bros kafmg Ba £yt Kot ototyeion AOykng mov
BvpiCovv 1o Portal, dote va kKaAeitat o xpnotng va AOGEL GTTalOKEPAALEG Y10 VO, TPOYMPNGEL
otg mioteg. Agv meplhapPdvetar kdmowo 1otopioe (main story) mov va KoAeitor va
EKTTANPAOCEL 0 YPNOTNG, AAAG B Yivel ekTeVig TpoomdBeia TN GYediOoT TOV EMITESWV DOTE
va yivel EAkuoTikd Kot €101 va avtikataotadel n avaykn yuo Kémoa iotopia! Xvykekpiuévo
Ba eivan évag yapaktmpog mov Oa Eekivhel and apiotepd oe kdbe miota kot Oa Teppatilet
070 0&&10 KoppdTt TG (KaTd KOpLo AdY0) Kot £T61 Ba Tnyaivel 6TV EMOUEVN TOTA PEXPL VO,
etéoet onv Teevtain kot vo teppotiost. Ievikn 10éa gival va amoeevysl eumodto. Kot
exBpovc wote va punv xavetr (o1, va polevel vopuiopoto pe oKomod vo avarAnpocet ) {on
TOV, OO OVTA PE OTTATEPO GKOTO VO, TPOOOEVEL TPOG TV OAOKANP®AON NG ioTag. Av xdoet
o€ kamoo onueio TOTE dev divetan 1 duvatdTa va Eovaraifel amd Kamolo onpeio, mpémet

va Eavagekivnoet omd v apyn Omwg axpPog cvpPaivel kot 6to Super Mario.
O Baowog yopoktipag — Bitron

O Bitron givai éva cuvBeTIKO OV YPpOUATOG UTAE, £VOL £I00G LLIKPOD POUTOTIKOV OPYOVIGHOV,
oYEQOGUEVO VO EEPUYEL A Eva YN ELoKO TEPPAALOV YELATO EUTOOLN — EE OV KOl TO OVOLLQL
"Vector Escape". O maiktng eA&yyel TANpmG T1g KAoeLg tou Bitron, ot omoieg
neptlappdvoov:
e Axivnroc: O yapaktipag Bpicketor o€ akvnoio kot xel cuykekpiuévn eikova (idle)
o Kivnon apiotepd — de&1d: o maikng pmopel va kiveiton optlovTio HEGo otV mioTo.
Ortav kwveiton 0e&ld kortaletl ded  ewdva TOV Kot avamoda yio aplotepd. Av
emmAéov 0ev Pploketal 610 KEVO TOTE EVOAAAGEL TNV EIKOVA GE LAO0YIKEG EIKOVES
dNovpymvTOg TNV Yevdoaicnon g kivinong. Aev Bo vtapyel KAmolo NynTikod epé

OV VO SNADVEL OTL TEPTATAEL O TOTKTNG.
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e Alpa petafarAopevov HYOUG HE KOTAAANAO NYNTIKO €PE TOL ONAMVEL GALO KOt
aAlayn eidVOS TOV TAKTN 6€ EIKOVO GALATOG, TO VYOS TOV AARTOG EEapTdTal amd
T0 TOGN MOPO KPATE O TOIKTNG TOTNUEVO TO KOVUTL TOL AALOTOG N £XEL PTAGEL GTO
HEYIOTO EMTPENTO Oplo. AvTd TPOGHETEL oL TO PLGIKT aicOnon otov YEPlouod,
KaBmG 0 maikINg Exel peyalvTEPO £AEYYO TNG Kivnong Tov. Kabmg emiong kot to 611
umopel va cvvovaotel pe to vIOAOwma. oTolKEl NG MioTog Yoo va vrdpéet
TOUKIAOLLOPPIO GTNV EUTEPIA XPNOTN.

e H Papdmnta aokntol 6ToV KEVIPIKO YOpOKTPO LETA TNV OAOKANP®OOT) TOV GAUATOG
N av Bpebet o kevd petd amd oplovrio kivnon 1 amd Kamow aAAnAeniopacn pe
Kdmota mhateoppa. AAGCEL 1] €1KOVA TOL Gg eKOVa TOV dNADVEL OTL Bpioketan o
Kevo Kan apyilel va mEQTEL e EMTAYLVOUEVO PLOUO, TPOGOUOIDVOVTOG T PLGIKN
mg Papdtroc. Avtd yiveton péow emrayvvopevng petafoins (Bapdtrag) g
KataKOpueNg (y) cvvietaypévng o€ kdbe avavémon tov moryvidrov. Yrdpyet BEPora
Kot €vo. LEYIGTO AV OpLo-Tiun ov dev Ba Eemepvdet 1 T g PapvnTog yio vo
pnv YoAdel kot Ty aictnon tov moyviolov.

e YVVOLOGUOC KIVIICEWMV: O YOPOKTNPAG UTOPEL VO KIVEITOL TODTOYPOVA KOl GTOVG dVO
d&oveg, kdtL mov Kavel 1o Biopa (gameplay) mo pevoTd Kot EMTPETEL GTOV TOAKTN
vo ekTeAEl O cVVOETEG KIVIOELS, OT™G dApa pe kaTevBuven. Eival n 1déa 0nwg oto
Super Mario mov mpoavaeEpOnke, dnAadn av mpénel o maiktng vo Tnon&et yu vo
Bpebel oe pia opldvtior Kivoduevn TAateOpuo TOTE OV yiveTon var £xovpe pia
kivnon povo otov éva dEova. XpetdleTol GLVOLAGOG Kol GTOVG dVO AEOVEG.

o Koartdortaon blinking: o yapaktipag Loig yboet pio (o1 pe omolovonmote TpdmTo Kot
€xel akOpo TOLAGYIoTOV pio, TOTE YL PIKPO YPOVIKO OACTNHO YIVETOL GUVEYMG
evaAlay”| €E0QAVIONG-ELPAVIoNS dNADVOVTaG OTL Exel Tdbel (nuia, d6mwg oto Super

Mario. Xg avTV TNV KATACTOGT 0V UOpEel va yaoel mopamdve (o).

O Bitron owBéter apyikd tpeig {wéc, ol omoieg peldvovIon OTav EPYETOL GE EMOPN HE
exfpovc N emkivdvva ototyeio Tov mePParrovioc. Av 1 {on undeviotel, 10 Touyviol
tepuatiletor oG amotvyio kot o maiktng mpénel va Eavoanpoonadnoetl. Avtifeta, pe ™
oLALOYY| voulopdtov o Bitron pumopet va avaktioet {on, divovtag éva emmAéov KivnTpo

OTOV TOUKTN va. EEPEVVICEL TPOCEKTIKA KAOE TtioTa. 0 vITapyEL EexwploTn ekOVa Yo KAOE
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KOTAGTAOT] TOV YOPOUKTNPO OTmg mpoavapépinke, Kabde Kol KOVO TOv ONAMVEL OTL O

Bitron €yace 6tav dev vapyovv TAéov (mEg.

To wepfdrirov ToV TOLYVIOLOD

Ov miotec tov Vector Escape amotehovvion omd otatikd mAaxiow (tiles), ta omoia

oynuatiCouv to mepiPdAlov péca oto omoio kiveitar o maiktne. Kdabe mhokidio €xet

dtpopeTikn Aettovpyia kot GVUPoAlel €va 100G EMPAVEING 1| AVTIKEUEVOD. ZUVOMK(

VAP oVV T€6oEPIS PAcIKES Katryopieg mAaKISimV:

Mmre [TAaxidow (Blue Tiles):

Eivor T Baocwd dopukd ototryeio tov emumédov. O moaiktng pmopel vo mepmatnost
Tévo Tovg, va TONEEL amd aVTA 1) VO TOV TEPLOPIGEL OC EUTOIIO. ATOTEAOVV TOV
KOpUO NG ke TioTOg.

Kokkwa [TAaxkiow (Red Tiles):

[Tpoxertan v Bavatnedpa eundola. Av o Bitron €pBel oe emapn pe avtd, ydvet
dpeca po {on Kot Tov oTpadyvouy aKoploio Tpog v avtifetn katevbvvon omd
vtV oL enyeipnoe va Kvnbel. Zvvnbwg TomobeTovvtal oe onpeio Tov amoitoHv
TPOGEKTIKA AT KO KAAT aicBnon ypovicuo.

Awdpaotikd [Thaxidw (Trigger Tiles):

Avtd to mTAOKIOW €VEPYOTOLOUV O1A(POPOVS UNYOVIGHOVG OTOV O TOIKTNG To
OKOVUTGEL KOl OKOVYETOL KOl GUYKEKPLUEVO MyMTIKO €0€. T Tapadetypa, pmwopet
Vo KEVOUV KATOEG TAATPOPLES VO ELEOAVIGTOVV N Vo EEapavicTovy, va ovoi&ouv
po véa dadpoun 1 va epeavifouv véovg exfpots. Oa vrapyet o miota mov o
amoteleiton amd To 4 owTd TAokidw ko Oa Tpémel o maiktng va Ppel Tov coTd
ocvvdvacud MoTe Vo EEKAEOmOEl To povomdtt yio 1o TAokidolo €£0d0v. ['evikd 1
OmapEN toug Tpochitel oToryela GTPATNYIKNG Kot Ypipwv, mov Bupilel Alyo amd
Portal, apov o maiktng npénet va kKoTahdPel TOTE KOl TAOG VO, TO, EVEPYOTOGEL.
[MAaxiow EE6dov (Exit Tiles):

Eivor to onpeio teppatiopon kdbe miotag. MOAG o maiktng Ta ayyi&el akovyston
EVOL YOPOKTNPIGTIKO NYNTIKO €QE, TPOYWPEA CLTOUATO GTNV ENOUEVT TTiGTO 1), OV

Bpioketon otnv mpoterevtaio, OAOKANPOVEL TO TouyViol petafaivovtag o TeMKN
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niota-vikne. O maiktng avakoatevdivetar o€ TPoKaboPIGUEVO ONUEID TNV TEAIKN

TOTO KO QVTY] TEPUETPIKA TEPIPAALETOL OO UITAE TAOKIOLOL.

Nomopa

Ynrdpyovv Olockopmicpéva oe kbe miota pe SpopeTikd £m¢ kot kabBorov aplfuo,
avéroya pe ™ oyxedioon g exdotote miotac. Eivor mapduotog Aoyikng énwg oto Super
Mario, onAadn otav épbet oe emagn pe tov Bitron (to vouioua) t1ote e&opavileton mailet
KATAAANAO MMTKO €@€ Kot av&dveton Evag petpntg kKatd 1 dote vo derybel otov moaikt
ot éywve m ovddoyn Tov. Otav cuAieyBovv 49 ko yivel 1 GLAAOYN Kot GAAOL VOUIGUOTOC
totE 0 peTpnng yiveror 0 mailel KatdAAnio mymrtikd @€ kot avEdvovon ot {mEG ToL ToiKTN
katd po. To vouloua amotedeiton amd oyxédia 6mov yivetor 1 S10d0YIK EVOAAAYT TOVG
dtvovtog v wevdaicOnon o1t kiveitar yopm omd Tov gavtd Tov. Mropet va Bpicketor otov
aépa 1] 6To 0dmedo, oKOPmIa TO Eva omd TOo AALO 1 palepéva TOAAG o€ yerTovikd onueio 1
aKOLOL Kol o€ oTpoatnylkd onueio, Omwg m.y. o€ KAmolo onueio mov va ypeldleTon
VTOAOYICUEVO AALO amtd KATOo KIVOOUEVT TAOTPOPLO dote Vo (opilel ToV maiktn otV

oLALOYY| TOV!

Kwovpeveg mhat@oppeg

"Eva a6 o otoyyeio mov kdvovy to Vector Escape mo duvopikod givar ot mhat@oppes, mov
UTOpOLV Vo Kivovvtol Kot va fonBovv 1 va dvokorgvovy tov maiktn. Ot mAat@OpES
Bacilovionr oe umie mAokidow OT®MG owTA MOV avaEEpOnKay Mo TAvw, aAAd dStapEpovv
emedn] Ogv givon otatikés. Ymdpyovv 600 KHplot Toumot:

o TTAatedpueg ypopkng kivnong: kivobvtot avapeca oe dvo onpeio mov kabopilovv
elte oplovria, eite kabetn, eite ko dayovia kivnon. H taydmmrtd tovg elvan
otafepn pe pia kobopiopévn tiun aAAd pmopel va dSapEPEL amd TAATQOPUO GE
TAQTQOPLO AVAAOYA LLE TIG TPOTIUNOELS TOV GYEOINOTN.

o TThatedpueg KUKAIKNG kiviong: Kwvovvtol YOpw amd éva Kabopiopévo KEVTPo, pe
KaBopiopévn  okTiva akoAovBdvTog KLKAIKN Tpoyld, e€ite de&ldotpoea &ite
aplotepdoTpopa kol koboplopévn toyvnTo (Ko €d® pmopel KAOe KukAMKn

TAQTQOPLLO VO EYEL SLPOPETIKN TN a0 GAAN). AVTEG GLVHBW®G YPNGIULOTOLOVVTOL
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0€ MO TPOYWPNUEVA EMImEdN, KOODS amattovy KoAr okpifelor 6TIg KIVIGELS TOL

oK.

Otr mhateopueg mpocHétovv mowkidio oto gameplay, avaykdloviog tov moiktn va
ovyypovilel TG KWVNAGES TOL Kot Vo, Tpoypoupotilel to dApotd tov pe axpifela. o
TOPAOELY L. LITOPEL VO VTTAPYOVY dVO TAATPOPUES, TOVL Ba TPEMEL VoL d100YICEL O TTATKTNG
TPOKEWEVOD VO, TTPOYMPNOEL GTNV TIGTA, VO KIVOOVTOL GE SOPOPETIKG KN Kot ovTifetn)
QOpPE KoL VoL GLVOVTIOOVTOL GE KOVTIVO LETAED TOLG oMpEio Ko omd KATM Vo eivor To KOKKIVOL
mAokid mov av mécel o maiktng yavel Lon. ‘Etot avaykaletor va cuyypovicet ) B€om kot

70 dApo amd T o TAatedpua kot va Bpebel oty emdpevn yopig va téoet!

ExOpoi

Mo va awénBei n Tpdxinomn kou ) aicOnon dpdong, 6to maryvidt vdpyovv dvo £idn exOpav,

KaBEVOC [LE SLOUPOPETIKT) GLUTEPIPOPE KOt POAO.

e Voltwings:
Etvon pikpd kokAikd poUmotéKio Tov EKTEUTOVY NAEKTPIKT EVEPYELX YOP® TOVG. AgV £0VV
Wwitepn evevio — amAdg akolovBovv éva mpokabopiopuévo povomdtt (apyn-téAlog) mov
aroteieiton amd 6Vo N meplocdtepa onpeia. Otov PTAVOLV 61O TEAOG TOL LOVOTATIOV,
EMOTPEPOLY To® 0KOAOLODVTAG TNV avTifeTn dwdpoun Kot oTOC 0 KUKAOG Yivetot
ocvvéyewn. Kdbe Voltwing pmopet va £yl dtapopetikn toyvTnTa Kivnong and to vroéAota
AL otafepr). O TaikTNG OV UTOPEL VOL TO KATAGTPEWEL 1] VOL TOL EXNPEACEL Kol av £pOeL 6€
EMOEN AKOVYETOL MYNTIKO £0€ TOL INAMVEL ETOPN UE PEVUA Kot yAvel po {on ov dev
Bpioketon oM oe xatdotaon blinking, omdte 10 pdvo mov umopel va KAvEL givon vo o
ano@vyetl. Oa amoteleitar amd dradoykd oyl Omov pe Kabe oyédio Ba eivon Kot pua
KOTAGTOGOT TOL Kot [e TV dadoyn Oa paivetot vo avEOUEUDVETAL 1] TACT) TOV PELLLOTOG Kol

To. paTio Oa yivovran evoAAGE kOKKIva Kot KiTptval.

e Beamloks:
Avtd givon o e&ehypéva cvvBetikd dvrta, Tapopota pe tov Bitron, aALG pe To emBeTIK

ovumeplpopd. [Tepimorovv avdpeca oe dvo onueio 6To optldvTio eminedo kat drbETovy ™
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Ok ToVG TayvTNTO Kivnong (umopel Kot dtapopetiky petad tovg). Otav o maiktng Ppedei
HEGO GTO OTTIKO TOLG TEDTI0, GTAUATOVV, GNKAOVOVV TO OTAO TOVG KOt TVPOBOAOVV pE aKTiVa
Aélep.

Av 10 BAua yTumoet Tov Bitron, tov agaipel (o Kot Katactpépetal av dev BpliokeTot o€
katdotaon blinking, dtapopetikd cvveyilel pHéypt va ¥TUMNGEL KATO10 EUTOOI0 1} Vo Pyet
eKTOG oplwv TG TioTOag N VO TACEL 6T PEYIOTN EMTPENTY| andotact). O maiking dev umopel
va toug mpokaréoetl (nuid ovte To Beamloks mpoxkodlodv (nuid pe eman, dSniadn poévo to
BAnua propet. Oa eivar Tpia dtadoyikd oyédia yio TV Kivnon Tov kot GAlo Tpio oyEd1a Tov
otav éva Beamlok de1 tov maiktn otopatdet petd Bo yivetar otadloky evoaiiayr avt®V
péypt to terevtaio kot Bo paivetal va €pyeton e Béom va TUPOPOANGEL CNKOVOVTOS TO
6mho mov kovPardel, petd mupoPordel KOl OKOVYETOL TO KATOAANAO MYNTIKO €€ Kol
ovveyilel va Kiveitar epOGOV 0 maiktng dev gival 6to onTikd Tov Tedio. Mmopel va piyvel
ocuvéyela PANpaTa OGOV 0 ToUKTNG TaPAUEiVEL 6TO OTTIKO TOV TEDT0, SNAdY| dev LILAPYEL

TEPLOPIGHLOG GTO VO TEPUEVEL TO TP®OTO PANUa va eEapavicotel dote va pigel To endEVO.

Kapepa kor otk Tov moyviowon

H xdipepa Tov moyvidrov givat oxedlacuévn dGTE va akoAoVOEL TOV TalKTn Kot VoL ToV KpaTd,
010 KEVTpo NG 006vns. 'Etot, o maiktng €xel mhvta kabopr| eikdva Tov Ydpov yOP® TOL Kot
umopel va avtdpdcetl Eykopo o eundola 1 xfpovc. O tpdémOg mov Kveitar  Kapepa
Baciletar otn Béon tov Bitron kot gvnuepdveton oe kdBe emoviAnyn tov PBpoyyov,
TPOCPEPOVTOG OLLOAN Kol LGIKTY Kivion Tov mepPdArovioc. Zvykekpipéva o Kabe mioto
Otov 0 TaikTng mEPAcel Eva onpeio aplotepd Kot avtioTorya 6e&1d TOTE 1) KAPEPO GTOUOTAEL
va axoAovBel Tov Taiktn dote va unv dgigel mépa amd Ta dpla TG TioTag. AviicTorya Kot
kdOeta. 'Etor divetar n wevdaicOnom o011 mpoywpdpe péco otnv micto kot givor €vo

EVIVTTOGLOKO EPE.

Aopn, KOTUGTAGELS KOl SLAGTAGELS TOV ALY VIOLO0

To Vector Escape 6o omoteAeiton amd 10 mioteg, xabepio pe dvvardmto vor €xel

StapopeTikd péyebog, drapopetikn Bepatoroyio kot Babuod dvokoiiog. Or TpmdTeS 2 TOTES

Aertovpyohv Gav €00y®MYN, OTOL O TOAKTNG EEOIKELMVETOL LE TOVG HNYOVIGUOVUS TOV
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TOYVIOD, €VA Ol EMOUEVEC OAMOUTOVV GLVOLOGUO TaXVTNTOC, AOYIKNG Kol KAAOD

GLYYPOVIGHLOV Kot avEAVETAL 1) SOVCKOAID KOODS TPOOdEVEL O TAIKTNG OE EMOUEVES TIOTEG.

O1 xotaoTtdoelg Tov TaryvidoL gival ot eéng:

Main Menu

Otav 1o monyvidt Eekvael BPIokOUAoTE GTO APYIKO LEVOD, YMPIG GLVOIELN LOVGIKNG,
omov Oa vdpyel po elkdva oL TEPIEXEL TOV KOPLo moiktn (Bitron) otn péon ko
de€id-apiotepd ot dvo Tomotl exfpmv (Beamloks, Voltwings) mwov Ba kottdlovv mpog
tov Bitron. 10 kévtpo-yapnAd etvar pio €1KOvVa TOV VTOJEIKVIEL GTOV ¥PNOTH OTL
npénel va matnogl 1o mAnkTpo Kevd (Space bar) and to mAnktpordylo dote va
Eexvnoet to mayviol. Mol Eekivioet To moryviot eEapavileTor avt 1 ewova.
Running

Edm etvoun Pacikn katdotaon mov EEKIVAEL LLE TO TOL GUYOLLLE O TO OPYLKO LEVOD
kot ailel o maikne. Apyilel va moilel aTéPUOVO GTO TOPUCKNVIO LOVGIKY Kot
otapatdel og mepintwon mov eite ydoet gite Kepdicel o maikme. Oa yiveton o
éleyxog tov maiktn, Ba mpoywpder T wioteg, ot gxHBpol ko yevika OHa
dwdpapotiletar 6Aog 0 TpOTOG oy VoD (gameplay).

Game Over

Ed® to moyvidr praivel g avtv v Katdotaon otav oev £xel Kapio {on mAéov o
TOiKTNG. XTOpOTdEL TO oty vidl Ko 1) LOVGIKY Kol epgoaviletol ) cupPorocelpd ota
ayyhMkd "Game Over" mov vwodoni®dvel T0 TEAOG TOL TALYVIOWOV HE OmOTLYIC,
CLYKEKPIUEVO OEV OVOVEDVOVTOL T KIVOOUEVE GYE010L TV sprites Kot o Bitron
umaivel 6e €1KOVA TOL ONADVEL OTL €€l YAGEL KOt YAvETAL O EAEYXOG TOL Omd TOV
xpnom. H povn emhoyn eivon va Eavamai&el amod tnv apyn To moryviol, 6Toryeio mov
emiong cvvavtaue oto Super Mario.

Finished

O maiktng poAg olokAnpmvetl v 9" wicta 1d1e el oty 10" micta nailovrtag éva
KATAAANAO MMTIKO EQE KO LLE TN LOVGIKT 0 T{G® VO GTOUATAEL, OTTOV GTNV 0LGIA
elval o iota mov mopapével ekel o Bitron kot 0 €Aeyy0g TOL KOl TEPIUETPIKA
VIapyovv umAe mAakiowa Kot 6to kévrpo Eva punvopa "WINNER!" tov dnidver 6t

10 oy VioL TeEpUATIoE pE emtTvyia.

ITruyoxn Epyocio 39



Tovrog Povppovpiovirng, Avartoln Pneraxod ayyvioiov ue
m ORI xprion e Pifriobknc SFML ko the yAdooag C++

MANEMIZTHMIO

[Mapaxdto mwapovoidletal éva ddypoupo (Euova 16) mov deiyvel Ti¢ KATOGTAGELS TOV

Ty ViS00 Ko o€ Tow/€G pmopet vo Ppedet:

MAIN MENU
\ 4
RUNNING ]
GAMEOVER} [ FINISHED

Ewcovo, 16 : Pon Horyvioiod

Ievikevovtog o€ oVTO TO KEPAAOLO TOPOVGLAGTNKOAV Ol YEVIKEG TPOOIYPOUPES TOL
o VIooL aveEdptnTa amd Tov TPOTO VAOTOINGN ToVG (LE ol TEYVOLOYIR). XTO EMOUEVO
KePAAO10 Ba Yivel  AVOALTIKN TTEPTYPAPT| TNG VAOTOINGONG LE TOV GUYKEKPLUEVO TPOTO TOV

AVOQEPEL VTY| 1] TTUYLOKT).
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Kepdiaro : 4 Yromoinon

H mapovoa mruytokn €xet epmvevotel o€ peydio Babud yio Ty vAomoinorn tov k®dKo ard
To GLYKEKPIUEVA dVO dnpocta dabéoipo amobetpia [18] ko [19], dmov ko Ta dVO eivan
pe vAomoinon tov Super Mario Baciopévo Tdve ot BAtodnkn e SFML. Ztoyeia dmwg
Yo Topadetypo £vog TPOTOS Yo To TAS vo. bAomomBel n Papvtnta 1 10 petafintd dipo
TOV KVPLOL Taiktr. Kdmowa amd ta otoryeio mov mapovstaloviol 6€ avTtd To KEQAAOLO £YOVV
NoN meptypopel 6 TPONYOLUEVO KEPAANLD, OCTOCO €M VIAPYOLV OPYOVOUEVO KOL LE

oo avaivon.

4.1 I'pogikad

Onwc mpoavagépnke oto Kepdrato 2, to facikd epyareio mov ypnoipomodnke Nrav 1o
Aseprite yio tov oyedocpd tov ypapikov. Emiong ypnowomombnke kor 1o dwpedv
dradiktvakd Tpoypoppa eneéepyociag eikovov Photopea’ kupimg yia tov oyediacud tov
apyKov PeEVoD. Apyikd To PLEVOD QTIdXTNKE apov lyav onpovpynBel ol yapoktnpes yoti
YPEWLOTNKAY T YPAPIKA TOVS Yol va. {@ypaploTohv 6To pevov. Apa n avdivon mov Ha yivel
mopakdteo oev Bo axoilovOnoel ™ oepd Onwg epeaviCovtal to YPoPlKa otov TPOTo
woyviowoy  (gameplay). No  avaeepBei 6Tt Oheg o1 €kOVEG TOL  POPTMOVOVTOL-
YPNOLOTOOVVTOL HEGH 6TO TToyVvidt eivol TOTOV png kot va Toviotel 0tL oty SFML kd0e
sprite pOAG dnpovpynBet Exet ko pa apyn (0,0) dmov givar To To endvm-apiotepd onpeio
¢ ewovag. Emiong 1o yeviko 0pa ota ypapud BeAndnke vo gépvel oe umie yati eivon
Kol apectd 6T0 pdtt. AnAadn o cvvovacudg €N Coypapikng Ttov pixel (pixel art) oe
ouvdovaopo pe tov titho Vector Escape kot to pmie atpocaipikd tepifaiiov Oempndnke
gvydploto yoo v eumepio ypnotn. Me éva mapdaderypa Bo Eovoeinynbel mwg 1

avaropdotaot (rendering) tng cvykekpuévng Bipatodnkng yivetatl. 'Eoto 611 {oypagileton

5 https://www.photopea.com
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TpOTo €vag yopaxktnpog (spritel) wxor petd évag GAAog (sprite2). To sprite2 mov
Loypapiotnke mo wpdoeata gival kol o€ wo mhve eninedo (layer) amd to spritel. Av
VILAPYEL OAANAOETIKAALYT TOTE GTO GNUEID TTOL VTTAPYEL B0l LITEPIGYVGEL TO Sprite2.

I'a tov Bacikd maiktn Bitron pe didotaon 32x32 pixels, ypnopomodnke amokAeloTicd
10 Aseprite yio Tov oyedlacud Tov. Oednnke va potdlel pe tov Super Mario yopoktipa,
omOTE VINPYE £va oNUELD avapopds Kot dev vIpEe fondeta amd KAmo1o epyareio TexvNTNg
vonuoovvng otov oyedlacpd. ‘Eva cuvletikd ov (synth) pe xoplo ypopoatiopnd S1dgpopeg

ATOYPMCELS TOV UMAE, 0 Bitron apyikd tav To o£010 TOV PAIVETAL GTNV TOPUKAT® EIKOVAL

(Ewova 17).

Ewcova 17 : Apyixn popen Bitron

Oeopnnke mOAD amAoiKOC (Kot and GLVAOEAPOLS), OTATE £YVaV HKPES PEATIOCELS TTOV
@oivovTol 6TO TAPOUKATO GET EKOVOV (). 6TO LATIO KOt TPOGONKT] 0VTIOV) KOl TO TEAMKO

eaivetal otnv Ewkéva 18.

Exova 18 : Xet eikovwv Bitron

Yy 2" ypappn tov ot g kovog (Ewkova 18) elvan tpia kapé d6mov pe v ypryopn
EVOALOYT TOVG OTOV 0 TOUKTNG KIveital aivetal va mepmatdel. Xty 3" ypopn To Hovadko
Kapé Oeiyvel tov Bitron o€ katdotaon mov va onAmvet 0tt €xet ydoet. Ztmv 1" ypapun oto
TPAOTO KOPE (TPAOTN OTNAN aplotepd) InAmvel Katdotaon akwnoiog (idle), oto devTepo
Kapé (0e0TEPN GTNAT) INADVEL OTL TEPTEL Kot 6TO TEAEVTAIO KOpE (TEAELTALO GTAAN) GALLQL.
Eivar opadomompéva og o eikdva (spritesheet) cuvolikng didotacnsg 96x96 pixels dote
va eopTBel P popd 6To TPOYPOLLLD, VO EEOIKOVOUNGOVUE TOPOLG/OTOO0GT Kol YEVIK(

va vapyxel Pl o kabopr opydvmorn Koowa. AmAmg oAAdlet 1o onueio mov Oa
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Loypagpicovpe KaOe popd 6To Tapdbvpo, Yia Tapdderypa av 0EAovue va {oypapicovpe Tov
Bitron akivnto Oa mapovpe éva mhaicio 32x32 pixels mov Ba Eexvd amd to (0,0) mov givan
n wpokabopiopévn apyn, o emexteiveton 32 pixels 0e€1d kot kdto Kot tEAMKE Bo TO
Loypapicovpe 6to Tapdbupo. Avtd 10 TAaiclo Ba mePLEYEL OAOKANPO TO KOPE Kol CWOTA
tomoBetnuévo. To epé mov ovuPaivel 6tav o Bitron yacer (o1 (blinking effect), yivetoun
amAd kédvovtog evariayn eEachiévnonc-evioyuonc g opatdTnTag (opacity) Tng EKOvVog Kot
etvar vAomompévo pécsa otov kmdika (H eEnynon vdpyet oto Yrokepdiaio 4.3.3).

H Lon (Ewova 19) sivor khaowd oOpPoro kapdidg 32x32 pixels kot dnpuovpyeitot
avtiypago (eméktaom cuVoAlKng Cmng) N petdvetor avtiypago (peiwon cvvolikng Lmng)

avdAioya e to av o Bitron mapet 1 yaoel {on avtictoyya.

v

Ewova 19 : Zon

IMa tov Beamlok (32x32 pixels) mov powalel o popoen pe tov Bitron ypnoipomonOnke yio
TOV GYEOGHO TOL TO 1010 TPOYpappa. Apyka Bedndnke va onpovpyndel évag Kakodg oe
OTUA €VOG TPOYPUUUOTIOTIKOL 6QAALaTOG (bug) mov Ba mupofoldet Tov maiktn dmote gival

010 ontkd tov medio (Ewdva 20).

Ewcova 20 : Apyixo oet Beamlok

AMG ovt] M eryovpo dev tanplalel e awTO TOV €YEL OTOYXO TO TOLKVIOL, OmOTE

avTikotaotanke pe to mopakdatw o€t (Ewkdva 21).
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FEiwxova 21 : Xet eitkovwv Beamlok

H 1" ypappun oto oet (Ewdva 21) givon ta kapé mov pe evardayn delyvouv Ty Kivnon tov
Beamlok, evd otnv 2" ypappun o Beamlok agod ctapamoet v kivion naipvel otdon va,
nmupofoinocel onkdvovtag To TotoA axtiveov (laser pistol) Tov. To fApa mov Pyaivet amd

10 OMAO PaiveTon otV gwova tapakdto (Ewova 22).

Eiwxova 22 : laser

H axtiva avt oyedidotnke kot avt 610 1010 mpdypappa Kot dev Exel AL Kapé, amAmg
KIWVEITO OMOKAEIOTIKA BAGEL KOOUKAL.

O devtepog exBpdc elvar 1o Voltwing. Edd mapOnke pio o amo epyaieio texvntng
vonpoovvng, suykexpiéva amd To ChatGPT® yia va 50000V 188&¢ £xOphv Tov va Tauptélovv
oto npodtlext. [IpotdOnke Aowmdv évag xBpdc mov Ba ekmépmet pedpa ko Ba kaver {nud
otav axovundet tov Bitron. Ondte dnpuovpyndnke pe to Aseprite £vog exfpog oe cQopkod
oynpa wov Bo cnwpeitan ko TepeTpiKa o ekmépmel pevpa mov Oa eaiveral kabapd pe Tnv
evairoyn tov &L kapé (Ewkova 23). Axopa Ba evaAralovtot Kot To LAt TOL omd KOKKIVO

o€ KITtpvono!

Eiwova 23 : Xet eikovav Voltwing

6 https://chatgpt.com/
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Ta vopiopata @TidytnKay pe 10 1010 Tpdypappa kot ywve Ko Alyn eneepyacio pe 1o
Photopea. [TépOnkav 10ée¢ Kot amd aAdo wopodpoln vopispoto tov Bpédnkav 61o d1adikTvo
oe avrtiotoyya moryvidi TOHTOV TAATEOPUAG, KLPIOS Yl VO VEAPYEL EMITVYIOL GTNV
TEPIOTPOPT YOP® atd TOV €VTO ToV. Elvan éva oet eicdvov (Ewkova 24) didotaong 180x18

pixels mov amoteleitan amo déka Kapé Kot To kabe vopoua £xetl dtdotaon 18x18 pixels.

10000 000

Ewcova 24 : Nouiouara

H opywn ewdva mov elvar kot 10 LeEVOL QopTAOVETAL PE TO oL Egkva To oy vidol. ‘Exet
JoTAGELG 00EG elval Kot 01 dooTAGELS Tov TTapadvupov pog (1280x720). v mico peptd
g ewovag eaiveton pa daPfdduon (gradient) peta&d pmie kot eovéla, 6to KEVTIPO gival
N eryovpa Tov Bitron oe peyéBuvon kan de€ld-apiotepd ovtoOTNTEG OO TOVG GAAOVG dVO
TOmovg €Opdv kot avtéc oe peyébuvon. Xto mave pépog avaypdeetol o titAog "Vector
Escape", evd 610 k4t pépog éva ypl tetpdymvo "SPACE BAR" mov vmodewviel otov
YPNOTN TTO10 TANKTPO VO TATNGEL MOTE va Eekvnoel va mtailel, oyedacpéva oto Photopea.
[Mapaxdto mapovcidlovior oTiyHdTLTTO TNG PAoNS dNUoLPYING TOV KEVIPIKOD HEVOD KOt
TOV TEAKOV OmoTeAEGHOTOC 610 Tepfaiiov Photopea (Ewova 25, Ewova 26, Ewova 27

kot Ewova 28).
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File Edit Image Layer Select Fiter View Window More Account QU 73 About Reportabug Learn Elog APl oy W @)

ransform controls W Distances & [& & = 5 ¥ 0w [y o .. [H

® T=-- Background

VECTOR ESCAPE

U0f, PEBZX—"ee Mlen &+

Ewcova 25 : Aquovpyia tov tithov

Edit Image Layer Select Fiter View Window More Account £3 About Reportabug Learn Blog APl iy W ()

Layer v M Transform controls M Distances ¥ [&; &

27 Background

x J]
=5
o
’
2
2
I 4
9,
.J
T,
’b
-J
4,
Q
o
udl
(o]
=

coef, O @ M ] W

Exova 26 : Aquiovpyio tov kooumiod vwddeilng e évoapéng
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xpnon e Pipriodnkns SEFML xai th¢ ylwooog C++

File Edit In a i Mc About Reportabug Leamn Blog APl o W @)
ke @A

K., menupng X

*

IS5 Layers

& | Normal

B0f, PEBZR =00 R ey &% r

oo, 0 QMG W

Eixovo 27 : Eicoywyn yopoxtipwy

Ewcova 28 : Teliko kopiw¢ uevod

Ot mioteg elvon otatikég ko amaptilovion omd 4 d1apopeTikd TAakidwn Twv 64x64 pixels pe
10 k@O éva va €xel oLYKEKPUEVO OKOMO. YTAPYEL €vog O100140TOTOC TIVOKOG TOV

avtiotolyel oe kdbe mioto o omoiog Exel mANpoopieg Yo Ta TEPLEXOUEVE TG Kol KAOE
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nivokag eivol amonkevpévog 610 01KO ToV EEYWPLoTO apyelo txt. Apyikd 10 TPOYPOLLLLLOL
(POPTAOVEL KOl LETATPETEL TV TANPOPOPI0. TOL VILAPYEL GTOVS TIVAKEG GE TANPOPOPia TOV
avtiotolyel ota mhokidolo Kot TeEAMKG amofnkevel oe (o dopr Oedopévav TG TEMKEG
OLUOPPOUEVES TIOTES LE TN GEPAL.

JuyKkeKpUEVO ol Tivakeg umopel va mepiéyovv touvg apldpovg 0,1,2,3 kot 4. H avtiotoryia

o€ oLVOLOGHO e To oeT TAakimv (Ewova 29) eivat:

e (0 og kevd mhakidio.

1 o€ umke mAakido (mavm aplotepd).

o 2 o5& KOKKIVO TAOKIOW (Tévm 6e&id).

3 ¢ mAokidlo evepyomoinong (kdto aplotepd).

4 oe mhakidto €£600v (Katm 0elld).

Eixovo 29 : Xet mloxidiowv miotog

Yg Kabe onueio avaroya pe tov TOmO mAokidiov mov €xel dwPaoctel, To mPdypappa Ho
Coypapicel Kol TO CLYKEKPIUEVO KOUUATL Ao OAOKANpT TV €kdva. [a mapdderypo av
amo 1o txt dtuPaoctel 1 totE TO peTatpéneTan o pwie miokiowo (BlueTile) kot oo oAdKANpO
10 oeT mAakwiov (Ewova 29) Oa ypewaotel vo {oypapiotel povo t0o €ndved aplotepd
KOUPATL oV avtiotoryel amo to onueio (0,0) (mov dmwg avaeépdnke elvarl to mo endve
aplotepd onpeio oAOKANPNG TG kdvag) Kou emekteiveton 64 pixels de€id ko 64 pixels
KaTO.

Oocov apopd T1g mhateoppes embuoundnke vo Lotdlovy e To GTATIKG HUTAE TAAKIOW TG
niotog, ondte dNUIoVPYNONKE pia Eexmplot| ikova png e dtaoTdoelg 64x64 amo 10 endve

aplotepd Koppatt tov oet mAakwiov (Ewova 29). Egyoprot) ekdéva (Ewkdva 30) ko oyt
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katevbeiov pésa amd 1o oet yuo va givor 660 T0 duvaTdv T aveEapTNTES 01 KAAGES OF

EVVOLOAOYIKO eTimedO.

Eixova 30 : [TAarpopua

Televtaio Koppudtt ywo 66OV aeopd To Ypaglkd oto mopacknvio (background)
onuovpyndnke o ikdvo oto Photopea mov kaidmtel 6A0 to mapdbvpo (pe daotdoelg
1280x720 evd ot dtaotdoels g kbpepag etvar 1024x512) ko amoteleiton amd dafadon
(gradient) ypoparog petald dompo ko prie (Ewkdva 31) ko etvon pdviypo torobetnpévn oe
otabepn| 0éon péoa oto mapabvpo Tov To KaAdTTEL OAOKANpOTIKA. Eivor 1o TpmdTo and ta
ypapikd mwov (wypagifoviar oto moapdbuvpo. Tawplaler otn yeviky OTHOCEOIPO TOV
oy vioon ovtn 1 dwPdbpion ypodpatog ondte BempnOnke avaykaio n Topovsio Tov (Yo

TOPASELY LA VO UV DIPYE LOVO €va XPOLOL OTI®G TO AGTPO 1| TO UTTAE).

Ewcova 31 : Iapaoknvio
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4.2 "'Hyog

Xpnoporombnkay 600 Eeywpiotd apyeia Nyov. o o €101KA € ypnotpomomonke Eva
dwpedv, yopic mvevpotikd dikawdpata (copyright free), TANp®G TOPLAGTO GTO GTLAIGTIKO
Bépa tov moKvVIooL, TAKETO NYNTIKOV £0€ amd T0 Kavadi pe to dvopa Music & Sounds
Effect Library oto youtube’ to onoio mepiéyet moAkd Kot S1opopeTtcon TOTOL NYNTIKG Q&
nov pe ™ Pondeta tov dradiktvakov dwpedv mpoypdupatog AudioMass £ytve amokomn Kot
eCayoyn avtav o Eexoplotd apyeia Nyov. H popen tov apyeiov Nyov mov emAéydnke
etvar wav kot vootpiletan amd ) cvykekpiévn PAodnkn. Ot vdoromes LOPOES TOV
vrootpiloviar 6mmg ogg, flac dev eivon yvootég ondte anoppipdnkav. ['a Tov Nxo 610
TOPACKN VIO Ypnoomomdnke 1o dwpedv epyoreio texvng vonuoovvng Suno Al ko pe
KATAAANAO pMvope (prompt) donpovpyndnke évag Nyxog pe BEpa-ctuA 8-bit arcade ywpic
OTiYoVg OUIPKELNG €VOG AEMTOL TO OmMOi0 PBEATIOVEL OMUOVTIKA TNV EUTEPioL ¥PNOTN,

ondlovtag T povotovio Tov "Eepov" gameplay.

4.3 Tpomog Iaryviorov (gameplay)

Apywcd va avagepBel dd 0Tl £xel yoplotel Aoy g avavéwoong (update) amd v
eupavion tav sprites (draw/rendering) oto moapdBvpo. O KOplog Adyog eivar yo v
0pYAVMOT TOV KOO 0AAG Kol pe Bdorm Tov g £xel vAomomBel o pvOUOS avavémong
omwg mpoavapépOnke (accumulator), va yivetor dnAadn avovéwon (update) kdbe 1/60
devtepOrenta TG Aoykng tov mayvidov (60 FPS), Ba mpémer avelapnta va €xovpe

ocvvéyewn Coypapiopévo to sprites oto moapdbvpo (rendering). Ymhpyer n emloyn g

7 https://www.youtube.com/watch?v=NvtIt742MZ0
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peylotonoinong/elaytotomoinong amd 1280x720 oe mAnpeg peyéBuvon oTig SleTACELS TNG

Tp€xovoag 006vnc kat avtictpoa pe o kovuni FS amd 1o mAnktpoloyo.

4.3.1 Avédivon meTAOV

H xd0e micta amoteieiton amd €va vontd mAfypa tetpoydvev tov 64x64 pixels. To
KeVTpko moapdbvpo g epapuoyng etvar 1280x720, evéd ot S106TAGEIS TOV TOTOV UTOPEl
va gtvat oo o anAn mioto pe péyebog 660 to Tapabupo Emg Mo PEYAAEG GE UNAKOG, OF
Vyog N kot ot 0Vo. H Biprodnkn mapéyel tpomo dote vo petafdiietar mowo onpeio g
niotog Oa Coypapiletar kaBe popd oto kevipko mapdbvpo. ‘Exetl opiotel pia "kbpepa pe
dwotaoelg 1024x512 mov Ba akoAovBdetl Tov maiktn kot Oa tov €xel oto k€vipo. O AdYog
oL EMAEYOMNKAY AVTEG O1 O1UGTAGELS TOL EIVOL SPOPETIKES ard TOL TTapaBHpov, elval yia
va yivetor pia avtopatn peyébuvon and v PiAodnkn yio mo wpaio TeEAIKN KOV

Moveg mepurtdcELg TOL 1) Kapepa Ba mopapével otdoun givar:

o Av 1 miota €yel id1eg SOTACELS He aVTEC TIG KAUEPAS, ONANON VLIAPYOLY KOTA LNKOG
1024/64 = 16 ko1 610 VYoc 512/64 = 8 teTpdymva. AKOU YIVETOL VO, DITAPYOVY TL.X. Y10l VYOG
8 1eTpdyva Kol pKog mive amo 16, dnkadn n kapepa dev Bo peTaKveiTOl TAVO-KAT®
0ALG povo 0e€la-aplotepd. Avtiotorya yYiveTal Kol LOVO Y1 TO VYOC.

o Av o maiktng Ppiocketar og pkpdtepn omdoToon and v Twn 512 pixels gite amo Tto
aplotepd, eite amo to de&10 TUAHO TNE mioTtog TtOte dgv Bo petakwveitor optlovTio Kot
avtioTorya 256 pixels ywu gite amo 10 TAV®, €iTe A0 TO KAT® TUALA TNG OV Bl HETOKIVEITOL
kataxopvea. 'Etot n kapepa dev Eepevyel E£® amo Ta Opla TG TOTAG KoL TapAAANA ival

Kot £va Opopeo € (0TTmG Kot 0to Super Mario cupfaivel to id10).

[Mapaxdrto eaivovror mapadetypato yioo Ty opilovtia TonofETnon g KAUepAG OTov 6TV
Ewova 32 o yapaxtipag Ppioketot 6to aptotepd dxpo g miotag (amdoTacn KpOTEPNS
tov 512 pixels) kot n Kapepa dev tov €xel 610 KEVIPO, evdd oty Ewkdva 33 petaxiveiton
padli pe tov Toiktn. e avt TV €KV, oV TOPATNPNOEL KAVEIS aploTepd Kol deEd, £oVV

pioolmypapiotel ta pmAe mAokiow Kot eaivetor kabapd o Bitron va Bpicketon 6to K€VTpo
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o6cov agopd Vv opwlovtia KoatevBuvon. Avtictorya ¢@aivetar vo cvpPaivel Kot otnv
Katakopven Katevbvvon omov o Bitron (Ewova 33) dev Pploketoan oty péorn tov

TopabVPov ALY O KAT®.

oy
[COINS:0]

Eiwcova 32 : H kauepa oev oxolovBaet tov Bitron

Ewova 33 : H kduepa axolovbaet tov Bitron
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"Eva mAaxidio e£6d0v akpipog Ba mepiéyeton o€ Kabe mioto (eKTOC 0o TNV TEAELTAIN) TOV
LE TO OKOVUTNOEL O YopaKktipag Bitron Oa mnyaivovpe oty emduevn mioto. [potyunonke
0 aikTnG vo eppovifeton Kot vo EEKIVAEL GTO aploTEPITEPO KO YAUNAOTEPO ONUEIO GYEOOV
o€ OAEG TIG TioTeC, OTm¢ svuPaiverl ko oto Super Mario.

Onwg mpoavapépbnke oto Bewpntikd vroPabpo (Kepdrawo 2) o kabe emavdAnyr tov
Bpoyyov Ba eréyyovian Ta técoEpa onueia Tov opboymviov Tov Bitron mov mpdkettal va
Bpebel oto emdpevo Prpa tov Ppdyyov (Bempovpe dtav elvar 6TAGILOS VoL EYOVLE UNOEVIKT)

petatomion). Exet viomomBel o 101k cuvaptnon yio outdV T0 GKOTO, GUYKEKPLUEVL:

o Aéyetar cov mopdauetpo 10 opboydvio miaiclo Tov Bitron e Tig vEEC GuUVTETAYUEVES IOV
elvar vroymMeieg va kivnOei oto enduevo frua tov fpdyyov.

o Y& évov TvaKo TEGEAPMOY SLOGTAGENDY KPUTAEL TIC CUVTETAYUEVES OVTOV TOV CNUEIOV G
OEKOJIKT LOPPT TOV OVTIGTOLYOVV (€YOVV UETATPOTEL) GE CUVTETAYUEVES TOV S10O1AGTATOV
mivaka TG ToTag Kot Oyl amevdeiog oTIC TPAYUATIKES GUVTIETOYUEVEC.

o XNV ouvéyela kdbe piol amo avTég TIG GUVTETOYUEVES (LEG® TOV VALK TOL TPONYOVUEVOL
BNUOTOG) LETATPENETAL GE AKEPULO, LOPPT] LLE TO VO OPOLPECOVLE TO OEKAOIKO KOMUATL KOl
EALEYYETOL AV TO OVTIOTOLYO KOUUATL TOV Tivaka NG TioTag £xel TAOKIO0 Kot Tt €idovg Kot
amofnkevel avtictoyo avtd 10 dedouéva Ge Evav GAAOV TIVOKO TEGGAPOY OLOGTAGEDY
€101KOC Y10 TOL TAOKIOLQL.

o Téhog emotpépel Tov TEAELTOiO TivaKko otV KAGon tov Bitron @ote va avtidpdoet

avaAOY®G.

Beltiotomoinon (Optimization) g amelkovions TOV TAEYRATOS TG TIOTOGS

‘Exet epappootel péco otov kmdwka (Ewova 34) o tpomog va amewkoviCovtar povo to
teTpdywva mov givol péca otig oaotacels 1024x512 pixels g xkauepag Kot TEMKA pe
avtopatn peyébovvon oto kevipikd mapabvpo (1280x720 pixels), dnwg @aiveron m.y. otV

Ewova 32 ko otnv Ewova 33.
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y/2.f + centerY) /

.f + centerx) /

esetSprite->setTextureRect(sf 5 EE cellSize}));

setSprit e si < >(b a < >(a * cellsize)});

Ewcova 34 : Kouuat kwodiko mov ameikovi(el 040, To. TEPEYVO, 0TIS OLAOTACEIS TOD Topodipov

Me éva mapddetypo Ba yiver aviiAnmtd nog Asttovpyel n fertictomoinon. Oa yivel aAlayn
povo oty opilovii KatevBuvor), GuyKeKpLéva 6To eppmAigvpévo for dmwg aiveton
otv Ewova 35 n tyun mov Oa prel eivor to 128 mov avtictowyet 128/64 = 2, dniadn 2
TETPAYOVO APLoTEPE £mG 2 TETPAy@Va 0e€1d ToV TaikTn (LEo® TG peTaPAntrg centerX).

Ymv Ewova 36 eaiveton Eexdbapa apov yivel compile kot run ovti 1 oAAoyn.

a = floor((center¥ - vi e.y/2.f) / < »>(cellsize)); a < ceil((viewSize.y/2.f + centerY) / < >(cellSize)); a++
b = floor((centerX - 128 S/ >(cellSize)); b < ceil((128.f + centerX) / < >(cellSize)); b4+

if (mapPool[currentMapIndex][a][b]

ze, cellsize}));

cellSize, cellSize}));

< >(b * cellSize), >(a * cellSize)});

Eiova 35 : Kopuar kwodika mov ametkovilel 2 tetpaywvo. ekatépwbev tov Bitron atny opi{ovuio katevboven
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@ Vector Escape = X !

PP
SXkEco0p Luck!
{

Ewcova 36 : Amsicovion twv 2 tetpaydvav exkatépwbev tov Bitron atnv opi{ovuio katevbovon

Bon0swa mpog Tov ypfotn

KpiOnke avaykaio va Bondnbei o xpnomg o€ mepintmon mov KOAANGEL G Kdmola TioTo Kot
dgV UTOPEL Vo TPOYWPNCEL TAPOUKAT® GTNYV OAOKANP®GSN Tov Tayvidov. Mo avtdv tov
okomd &yel viomomBel kopudtt kodika (Ewkdva 37) ko cvykekpiyuéva otav motnbei to

kovuni W amo 1o TAnKTporoylo Ba yivetal aAloyn otnyv enduevn miota.

: tisKeyPressed(sf:: 3¢ ::W) && advanceMap && map.getCurrentMapIndex() < 9

resetPosition =
map.nextMap();
temp;

::isKeyPressed

advanceMap =

Ewcovo 37 : Cheating
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4.3.2 Avaivon kKivijoeov Bitron

O Bitron xweiton pe otabepn toyvTTo KOTd PNKog tov opiloviiov d&ova. Mmopet va
KIVeitat Toautoypova, Tpog o katevbuvon kdbe popd, otovg dvo dEoveg. I'a v kivinon
TOV KOTO UAKOS TOL AEova Y TO LETAPANTO Ao VAOTOMONKE ¢ eENG:
o Mia petopAnt) ovopartt jumpTimer.
e  Otav matnBel o TANKTPO GARATOS KOl EPOGOV OEV VIAPYEL EUTAS0 OO TAVED LELDOVETOL M
y ovvtetaypévn katd otabepn mocdtnta. Oco Kpatdpe maTnUévo To TANKTIPO Kol EPOGOV
n jumpTimer €yel Oeticn Ty cvveyiletor n y va petdvetot kabmg kot n jumpTimer katd
1. Av apnoet To TANKTpo o ypriotng N N jumpTimer yivel 0 tdte oTOpHOTAEL 1| Gvodoc. Etot
&yovpe opicel petafAntd GAua 1e HEYIOTO EXITPENTO VYOG,
o BopOmra yio 6tav my. HETA amo £va dAua Pplokouacte 6to kevo. ‘Exovue opicel pa
petafinty verticalSpeed m omoia av&dvetar otadiokd o€ Kabe emavainymn Tov Ppdyyov
péYpL va ptacel og péytotn Tun (1 matioet o Bitron w.y. oto £dapog). H cvvtetayuévn y
aAlalel katd T 6om n T ¢ verticalSpeed, dniadn Oyt po otabepn tipn (eKTOC av
etdoel n verticalSpeed otnv péyiom T mg). ‘Etol mpocopowmveton n emtéyvvon e

Bapdtnrag oto moayvidt.

Eywvav d1apopeg dokipég kot 6to dApa kot oty Bapvtnta puéypt vo fpeBovv ot katdAAnieg
TIWES Y10 VO £YOVUE TO Mo Wovikd amotédeopa. ['evikd 1o péyioto dApa givar yopw oty
Tun dy = 128 pixels oniadn| 660 eivar ko 600 otofayuéva oTatikd PmTAE TAAKIOW GE o

T{oTO, MOTE VO, UTOPEL OPLOKA VOL TOL VITEPTNOTOEL KOl VO T TEPAGEL 0 Bitron!

4.3.3 Av@Avon TOV KIVOLUEVOV GYEOIOV

IMa ta sprites Tov £govv Kivovueva o€ LEGO GTO TToLYVidl, VILAPYEL POl LETAPANTA TOL
nailel Tov poAo petpntn (animationlterator). Otav koieiton n péBodog avavéwong tov

TPEXOVTOG sprite, avEAVETAL AVTOG O LETPNTNG KATA £VOL, 0V TEPACEL L0 GUYKEKPLUEVT] TIUN
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toTE Yivetan adlayn Tov TAasiov wov Loypapiletor kabe popd oto Tapdbvpo, oe o GAAN
0éom mov avticto el oto enduevo kapé. o mapddetypa oto Voltwing mov mepiéyet €61
Kopé GUVOMKAE, TPOTIUNONKE Vo UIel 1 TIUn TE0oEPA Yo VoL paiveTon 1 emBountn aAloyn

g Tdong Tov pevpartog (Ewova 38).

while(animationIterator >= 4)

animationIterator -= 4;

currentFrame = (currentFrame + 1) % 6;
}
animationIterator++;
voltwingSprite->setTextureRect(st::IntRect({currentFrame*32,0},{32,32}));

Ewcova 38 : Kouuat kaoodixa yio, avavewon kKivoouévay ayediwv tov Voltwing

Av éumorve po Tipn mLy. elkoot 1ote Oa ftay oA apyn M evariayn| kot Bo gavotay cav
va koAlovce. To 1010 gpapudotnke Kot yuo to blinking effect tov yapaxtipa Bitron.
Opiotnke pia tun e€nvta kot 6tav o Taikng yacet Lo, 660 0 HETPNTNG EVaL IKPOTEPOG
amo e&nvta avEdvetat KaTd Eva Kot TonTdYpova YIVETOL EVOALXYT TG OPOTOTNTOG TOV Sprite
(opacity) o€ TYEG TOV OTAV TO VTOAOITO TG SLUPESTG TOL HETPNTN e TO €& elvan undév

101E elvarl TANPOS ELPOVES, SLAPOPETIKA Vo paiveTon pepikds eEapavicpuévo (Eucova 39).

if(isDamaged)
if(damageIterator <= 6@

bitronSprite-»>setColor( (damageIterator%6 == @) ? sf::Color(255,255,255,255):sf::Color(255,255,255,128));
damageIterator++;

isDamaged = g
damageIterator = @;
bitronSprite-»>setColor(sf::Color(255,255,255,255));

Ewcovo 39 : Kouudt kawoka yio to blinking effect tov Bitron
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[Mopakdto @aivetor 1 S10QopA TOV AvAPEPETAL Yo TO opacity, émov otnv Ewdva 40 eivon

o Bitron ympig va &xet yboet {on evod otnv Ewdva 41 poag €xet ydoet.

FEiwxova 40 : O Bitron kavovika.

Eiwova 41 : O Bitron uokig yaoer {on

4.4 ApITEKTOVIKI] KOOIKO,

Oednke pia 660 10 duvatdv To AN apyttektovikn (minimal). Apykr kKAdon sivor 1
Game mov TtepléyeL TOV EAEYYO TOV PLOLOV AVAVEMONG KoL EUUEGO. TV KEVIPIKT EVIUEPWOOT)
OAOV TOV YapaKTHP®V Kot TNV (OYPOEIKN 6T0 KEVIPIKO TapdOvpo.
H xevrpikn| xon Pacikn kKAdon eivor 1 mapManager 1 ooio TepiEyet ko eEAEYYEL:

o Aouéc dedouévmv tov exbpav.

e Tov fackod yapaktipa Bitron.

e Zon kot vopicuatoa.

o Ko Tig TAATQOPLEG.

To kevtpwd mapdbopo (kAdon Window) to mepi€yet 1 khdon Game, oA yperaletal to

otoyeio g PPAodNKng sf::RenderWindow (mov eivar otnv Window kou givart amapoitnto
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v rendering otnv 006vn) amd v mapManager (1 omoio T0 HETAPEPEL KOl GE VITOAOITES
KAIOELS), Yo anTd vIThpyet Kot cvuoyétion petash Window kot mapManager.
H «\don Sounds aviket kan otig 600 kAdoelg Bitron kow mapManager, a@ov Kot ot 600
YPNOLOTOLOHV GTOLXEID YOV OTOTE Y1 AVTOV TO AOYO YPEWOTNKE Vo VAomonbel £Tot.
AvoAivtikdtepa to avtikeipevo Sounds ompovpyeiton dvvoptkd oto dvvapkd (heap)
koppdtt g RAM 6mov kat ot 600 KAdoelg £xovv mpdsfacn péow deIkTdV. OewpnOnke
ONAadn OTL 670 SLAY PO KAAGEDV 1 KOTAAANAN oyéom va elvatl cuvapuoyng (aggregation)
HeTa&l avtdv TV 600 KAAcEWV TPog TV KAGon Sounds.
H w\don platform eivor apnpnuévn (abstract) piog Kot €govpe 600 €0GOV TAATOOPUAV,
KUKAMKEG Kot ypoppukés (kKAnpovopukotta). Ymapyet oyéon e€&dptnong (dependency)
peta&yd platform kot Bitron (mepvdet to avtikeipevo Bitron péow Sekt®dv € TOPAUETPOVS
ocuvaptnoewv ¢ platform kot telkd oTIc VTOKAGCELS) €meldn Yo v, TpEEEL COGTA O
Kodwag ypetdlovior Ta dedopéva and tov Bitron kot mapdAinAa av yivel cuykpovon ue
TNV TAATQOPLO VO ovave®BoDV Kol vl EMGTPEYOVY TO AVOVEOUEVE OEOOUEVO TG GTO
Bitron (6mwg m.y. cuvTETAYUEVEC).
Tnv «hdon laser Qo v mepi€yel amoxAelotikd n KAdon Beamlok, emedn avtdg o
YopoKTNpOg TupoPolrdet kot dnovpyel fAquata. [lepvaetl Opwme kot to id10 To avTikeipevo
mapManager PEc® OEIKTMOV G TOPAUETPOVS GLVOPTNCEWMYV, TPOTH 6To Beamlok xot petd
otV laser enedn] yperaletor va eAéyEovpe T Opla TG KAOTOTE TioTOG TOL OV LILEPPEL TO
BANpa va kKotaotaeet 1| vo EAEYYOVLE OTL GTO KOUUATL TNG TTioTog Tov PpickeTon eivotl Kevo
Kot povo 10te Ba cvveyilel va Kiveitan d1PopeTIKd KATOSTPEPETUL. Apol Kot €00 EYOVLLE
oyxéon e€dpong (dependency) peta&v laser kot mapManager.
Agv vapyet amevbeiog cuvdeon petabd tov KAdoewv Bitron kot laser, coin, Voltwing 3101t
1N mapManager mepvael LOVO YOPOKINPIOTIKA TOV Toiktn Bitron 6e autég Tic KAAGELS Kot
oL 10 1310 TO avTIKEiEVO Bitron.
Avrtiotoyya kot yo tnv Health, v omoia v dwayepileror 1 mapManager amoKAEIGTIKA.
"Eva oevéapro yuo va o katavondel kahdtepa eivar 1o e€Ng:
e ’'Eotw 611 0 maiktng Bitron axovundel éva Voltwing kot yéver {on. H mapManager a@o®
TEPAGEL TIG CLUVETAYUEVEG TOV Bitron, tnv S1d6T00T Kot TNV KOTAGTAGT) TOV GE GLUVAPTNOT
g KAdomng Voltwing téte avti 1 cvvdptnon Ba exiotpéyel odndeia 610 mepPaAiov g

mapManager kal oVt otnVv cuvvéyela 0o Karéoel kKatdAAniec cvuvaptioelg tov Health,

Bitron kou Sounds (Ewkova 42).

ITruyoxn Epyocio 59



Tovrog Povppovpiovirng, Avartoln Pneraxod ayyvioiov ue

EAAHNIKO
ANOIKTO
MANEMIZTHMIO

xpnon e Pipriodnkns SEFML xai th¢ ylwooog C++

mapMan : :updateVoltwings()

for( & voltwing : voltwings)

if((*voltwing).updatevoltwing(sf::FloatRect({bitron.getX(),bitron.gety()},bitronsize),bitron.getDamageStatus())

health.damageTaken();
bitron.bitronIsDamaged();
sound->playZap();

Ewcova 42 : Kopuar kwdiko otyv kAaon mapManager yio éleyyo adykpovans aviueoo. Bitron-Voltwing

To oloxkAnpopévo ddypappa kKhacewv @aivetal oty Ewova 43 (dev €yovv sioaybel o
TOTOG KOl Ol TOPAUETPOL GLVAPTNONG Yo AOYOUG ELOVAYVOGING) TOPOKAT®O TO OmMOio
SnuiovpyMOnke pe to epyoieio Visual Paradigm® 6mov gaivovrar kot ot oyéoelg avépesa
oT1g KAGoeglg mov eptypaetnkayv. Eniong omv Ewova 44 paivetat to 1010 TeAKo dérypopLpLo,
péosa amo 1o to mepaiiov Tov Visual Paradigm. Yrndpyovv apyeia énwg 1o Globals.hpp
ko To mapDetailsHandler.cpp, ta omoia dev mepiéyovv KAAGES GALAL YPTCLLOTOIOVVTOL MG

BonOntikd apyeio amd T KAAGEL.

AvoAvTIKd 01 KAAGELS TOL VTLEPYOoLY Elvar:
o windowText
e Window
e Game
e laser
e mapManager
e Beamlok
e Voltwing
e Health
e platform
e circularPlatform
e linearPlatform

e coin

8 https://www.visual-paradigm.com/
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e Bitron

e Sounds

Ewcova 43 : Aicypopuo Kidoewv

Ewcovo 44 : Miaypouua Kidoewv uéoa omo to Visual Paradigm
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To apyeio Globals.hpp (Ewova 45) eivar éva apyeio keparidog (header file) mov mepiéyet
dedopéva, OTMG UETAPANTEG, TOV YPNOLOTOLOVVTIOL OO0 GAAEG KAACELS OTMG OVTNG TOV
Bitron. ITepiéyet otoryeia 6mmg 11g dnotdoelc 1280x720 pixels yio to0 kevIpikd mapdbupo
Kol T1g olotdcels 1024x512 yio v kbpepa. Avo tOmovg dedouévav enum, 6oL 0 £Vog
Aéyetan Cell ko o Tep1é€yel TOVE S10POPETIKOVE TOTOVE TAAKIOTWV Y10 TNV TGTA Kot O GAAOG
Aéyeton GameState Kot TEPIYPAPEL TIG KATUOTACELS TOV PPIOKONOCTE PHECOH GTO TTOLYVIOL.
Emiong avtd 1o apyeio mepiéyel v petafint) cellSize pe tyun 64, to péyebog evog
vopiopoatog 18x18 pixels kot to péyebog tov Bitron mov givon 32x32 pixels. H AéEn khedl
constexpr OMAMVEL av UTOPOVV Vo, YIVOUV Ol OPYIKOTOMGELS KOTA TNV OLIPKELL TNG

petayAmttiong (compile time).

cellsize = 64;
windowWidth = 1280;
windowHeight = 720;
::Vector2f coinSize{18.f,18.1};
::Vector2f bitronsSize{32.f,32.f};
r:Vector2f viewsize{1e24.f,512.f};

cell{
Empty,

MainMenu =

Ewcova 45 : Globals.hpp

Yvvoyilovtog g avTo 10 Ke@aiaio meptypa@tnke 1 VAOTOINGN OVOAVTIKA TOV TTaL) VIS0V,

Y10 endpevo Kepdraro Oa meprypagei n a&loAdynon Kot Katd T6co emttedhydnkoy o1 6todyoL.
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Kepdloro : 5 AEloAdynon Kol HETPIKE EQUPUOYNG

210 Ke@AAao avTo Ba yivel ) cuvolikn a&loAdynon g epyaciog. Oa avaivbel To cvoTUA
OV OOKILAGTNKE, 01 TPOVTOOEGELS Y10 VO LITOPEL VO EKTEAECTEL e emTLYin 6€ £va GOGTNA,
01 dSVOKOAIEG IOV VINPEAY BTNV PACT VAOTOINGTG TOL Kot LEALOVTIKA TL Bo propovoe va

BeAtiwOet.

5.1 A&oAdyN o1 TOV TEMKOV ALY VIOL0D

To tehkd mouyvidt mwov ovamtdydnke ©T0 MANIGIO TNG TOPOVCOS TTLYLOKNG LAOTOLEL
EMTVYOG TOVG Paotkods otdyovs mov eiyov 1e0el oto Game Design Document oto
Kepdarao 3. Teprhappdvel mANpmg AEITOLPYIKOVG PNy ovicovs kiviong, GANATOG,
oVYKPOLONG HE TO TEPPAALOV, £XOPOVG, GLALOYT VOUICUATOV Kol GOGTNLA EXOpDOV.
H andooom tov mayvidiov mopapével otabepr] kKatd Tn OEPKELD TNG EKTEAEONS, YWOPIG
enpavn Tpofanparte kabvotépnong | ttoong Kapé. To oot Tov ypnoiporomonke yo
mv agloddynon (eopntodg vrohoyiotg laptop) anotereitol:

e 'Evav eneepyooti AMD RYZEN 7 5800H 3.2 GH with Radeon Graphics

e  Mviun RAM 16 GB cta 3200 MHz

o Kapta ypagikdv Radeon RX 5500M display memory VRAM 4 GB

¢ Evoopatopévn kdpta ypaeikdv otov eneEepyooti AMD Radeon(TM) Graphics 495 MB

To mayviol katarappdel mepimov 130 MB otqv RAM y1o 6Aeg T1G TioTES KOl 0 YDPOG TOL
yperdleTon yuo va amodnkevtel otov okAnpo dicko gival 11.4 MB yia tov @dkelo assets Ko
15330 KB yw to executable, cuvoAikd 26.73 MB. Emiong ektedeiton oe Aertovpytkod
ocvotnuo Windows 11 64-bit ko omouteiton 64-bit enelepyaot apyrtektovikng x86 64
Yopig va yperdlovion kamota apyeio DLLs. To rendering g SFML givat Baciopévo oty

OpenGL, pe ghéyiotn dvvat) £kdoon v 3.0°. Ot punyoavicpoi cdykpovong kot kivnong

% https://www.sfml-dev.org/tutorials/3.0/window/opengl/
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OVTOTOKPIVOVTOL OMGTO OTIC EVIOAEG TOVL YPNOTN, NMPOCPEPOVTOG OUOAN EUTEPiO
AL Vo100,

Ot mioteg mopovoldlovv oTadloky ovENon SVOKOMOG KOl EVOMUATOVOLV YPIPOVGS
ALEOVOLEVIC OVGKOAIOG KOl TOAVTAOKOTNTOG, EMITPEMOVTIOG GTOV TTOUKTN Vo eotkelmbel
TPOOJEVTIKA LE TOVE UNYOVIGHOVG. O ¥pMoTNG YPNYOPO UTOLVEL GTO TVEVILA TOV TTOLYVIOIO0
LE TIC 2 TPMTEC TOTEG TOV AEITOVPYOLV MC tutorial, EE0IKEIDVETOL [UE TOVE UNYOVIGLOVG,
ToVG £YOpOoVG Kat A0 To B TOV TaYVIO0V. MeTA VITAPYEL GTASIOKT WENGN TG SVCKOAMOG
KaOdG 0 TOTKTNG TEPVAEL TIC TIOTES, KAOMG Kol LOVOSIKG GTOYEI0 GTOV GYXEOAGO TNG KAOE
TioTOC MOTE VO UnV yiveton Bapeto.

Kotd ™ odpkela tov dokipmv, to moyviol dtutnpel otabepd pviuod avavémong ave Tov
60 FPS ot0 chotua mov mpoovapépnke émov Bsmpeitor vyninc kornyopiac'®, yeyovoe
7OV VTOINAMVEL OLOAN adSooN Y®PIC EpPav pavopeva kabvatépnong 1 actdbelag oty
KIVNOTM TOV AVIIKELEVOV.

Ot punyoaviopol cdykpovong peta&d moiktn, e€xOpdv kot mepPdArloviog Agttovpyodv
a&omoto, Yopig eavopeva Selcdvong avVTIKEIWEVOY 1 AavOAGUEVEG €VEPYOTONGELS
ocvpPavtov.

Kotd tig dokipég dev mapatmpndnkav anpocsdoknteg Stokonég Aettovpyiog 1 KOTAGTAGELS
o115 omoieg To mauyvidl kabictartal Un Aertovpyikod, yeyovog mov delyvel facikr otabepotnta

TOV AOYIGHIKOYD.

5.2 Avokohrigg kon TpoPAnporta avarTuéng

Apykd va emmbei 6T vINPEE TEPAGTIA OLGKOAN GTO VO Yivel OAN 1 pOOULIOT Yo va Yivel 1
ouvdeon OAwV TV amapaitntev epyoreinv dote va mapaydel pe emtvyio to TEAIKO
extedéolpo apyeio. Amo to va katéPel  Pipiodnkn SFML ékdoon 3.0.0 péypt va yiver n

ovvdeon G otov ocvpuPoropetappacty (compiler) g C++. Zvykekpévo dev

B5oudwva pe to CPU PASSMARK o ene€epyaotric amd ryzen 7 5800h avrikel 6to 15% Ttwv Lo ypriyopwv
enefepyaotwy, apa Bewpeltal OTL avikel otnv uPnAnR katnyopla.
https://www.cpubenchmark.net/cpu.php?cpu=AMD+Ryzen+7+5800H&id=3907
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avayvopilotav n BpAodnknm péoa amd Ta apyeia .cpp yloti ETPETE VO LITAPYOVY TO GOOTA
LOVOTIATIO. GTNV QAGCT TNG HUETAYADTTIONG, OTOTE YPEAGTNKE Vo dnpiovpyndel éva apyeio

Makefile (Ewova 7) yuo va yivel avtopatonoinorn oAdkAnpov tov build process.

MoOnorokd o@éin

H avantuén touv mouyviood yopig xpnon £TOUNG Unyovng Touyvidolmyv GUVEPAAE CTIUOVTIKA
oTNV Katavonon Pacik®v apydv avamTuéENg evog ynelokoy Toyvidlon, 0Tmg 1 dtoyeipion
YPAPIKAOV, O GLYYPOVIGUOC Kapé, 1 eneEepyacio 16600V ¥PNOTN Kot 1] 0pYAvVOGCT KOOUKO
LLE OVTIKELLEVOGTPOPT TPOGEYYIOT).

[dwaitepn éppaon 060nKe oty Katavonon TV LodNUATIK®OV EVWoumdV Tov cyetilovtot e
v kivnon, 11§ GLYKPOVGELS KOl TN PLGIKN TPOGOUOIWGT.

[Mopdiinia, ovortdyOnkov de&10TTeC oYedlacpod Toyvidoy (game design), OmwG
wooppomio. dvokoriag, pvOudg Tpoddov Kot arinAemidopacn unyovicuov (level design)

KaOdG Ko Loypagiky| yopakTpwV (sprites).

5.3 Metpikd epappoyns

[Ma v xotapétpnon Tov ypapudv kodka yve xprion tov gpyaieiov VS Code Counter.

H epappoyn-moryviol amotedeiton and ta NG apyeio:

e 15 apyeia Tomov cpp headers

e 15 apyeila TOmov cpp source

e 1 apyeio tomov Batch

o 1 apyeio omov Makefile

e 1 apyeio TOmOV .res (gucovidio Tov executable)

e 1 apyeio tomov .ttf yia v ypoappatocepd

e 10 apyela TOmOVL .tXt TOL TEPLEYOLYV TANPOPOPIES Yia TIC TOTES
e 11 apyela TOHTOL .Wav Y10 TOVG YOVE

e 11 apyela TOmoOL .png Yo TIG EIKOVEG
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Kot suvolikd to aroteAéopato omo to epyaieio:

['dooa Ap1Opog Ipoppég Ipoppég ZUVOMKEG
[Tpoypappaticpov | Apyeiov Kodwa YyoMmv YPOLLULES

C++ 30 2136 135 2451
Makefile 1 29 6 35
Batch 1 17 1 18

Emumiéov mpaypatoromOnie kot EAeyyog dSuvaptkov Tpodik ektédeong (dynamic profiling).
Tuykekpéva amnd TV emionun oeiido g Microsoft!! ypnoponowdnke to makéto
Windows ADK 10.1.26100.2454 Omov petd Tnv  €YKOTAGTOCN TOL,  OPYKA
ypnowonomdnke 10 mpodypappa Windows Performance Recorder (WPR) vy va
onuovpynBet éva delypa kataypaeng tov matyviowov (VectorEscape.exe) Kal Eneita, P TO
npdypappo Windows Performance Analyzer (WPA) £ytve n avdivon tov emeepyootn
CPU (AMD RYZEN 7 5800H), g evoopatopévng povdodag ypapik®v iGPU (integrated
Graphics Processing Unit) tov emeepyact (AMD Radeon(TM) Graphics) kot g
dwkprtng kdptag ypapikav dGPU (discrete Graphics Processing Unit) Tov cuotipatog
(Radeon RX 5500M). AkoAovBolv £1kOVEG TG AVAALGNG GTO GLYKEKPILEVO GUGTN O, OTTOV
oe KG0e mepintwon Exel poproploTel Kot eoiveTon e PTAE TO OLOGTILLOTA EVILUPEPOVTOC

o€ k60e mepinTmon.

11 https://learn.microsoft.com/en-us/windows-hardware/get-started/adk-install
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Bl et

- GPU Ubization M) 62U by Adapter Process = Bl QL V) ARO&a X~

rem s 2 G Eton S

Ewcovo. 48 : avaivon dGPU blt

[MopatpnOnke 6TL Katd TV €KKivnon Tov Tayvidloy, 6tav avtd EKTEAEITOL GE aVAAVON
1280x720 oe mapabvpikn Asrtovpyia, ypnowwomoteitor 1 dGPU kot ocvykekpipuéva ot
Aertovpyiec BLT kou Render (0nw¢ @aivetat 6to popP ypodpo Tpy ta S deLTEPOLETTA), EVHD
n xpnon g CPU Atyo. Metd ta 5 devteporenta mepimov apov yivel yprion Tov TANKTPOL
F5 an6 1o mAinktpordyro yivetar evailoyn (toggle) oe mAnpeg 006vn 6 avTiv TOL TPEYOVTOG
YOV LATOG (OTNV GLYKEKPIUEV TTEPITTOT TOV laptop) Kot PoiveTol GTO S1OYPAUUATO VO
ypnowonoteitonr | Render Aettovpyia kot and v dGPU kot and v iGPU (nopf ot
TPAGIVO), Kol TopIAANAo @aivetar va ypnowonoteitor mo moAd n CPU (n Render
Aertovpyia ™G iIGPU oyetileTon amokAEloTIKA e TO TPAGIVO TOL POIVETOL GTO OLEYPOLLLLLDL).
Avaioya petd pe 1o mov Savayivel 1 ypnomn tov TAnkTpov F5 1o moryviol emotpépel otig
dwotdoelg 1280x720 kon wéd o1 Aettovpyiec BLT kot Render paivovtat og 1oy0 g dGPU
kot ehattovetor | ypnon e CPU. To 110 potifo evailoyng emovoloppdvetor kot ot
OLVEYELD GE OAN TN SLAPKELN TOV OelyOTOC, EMPERAIDOVOVTOS OTL 1) AEITOVPYIN ATEIKOVIONG
(Trapabupin Evavtt TAnpovg 000vnc) ennpedlel AUesa TNV KATOVOUTR TOL POPTOV EPYACIOG

peta&y CPU, dGPU kot iGPU.

[Mpaypoatomombnke akdpo o detypatoroyio, 0AAL aLTHV TNV @Opa YPNoLLoTOMONKE
eEmtepikn 0006vn (6mov 6e avtnv £Tpete T0 Tayvidt) Tov cuvoEdnKe pe kadddio HDMI oto

laptop. AkoAovBovV eKOVEC:
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Eicovo 50 : avaivon eCwtepixns 00ovyg blt

Edd otig ewcoveg 49 kat 50 apov €ywve evarhayr| mopaddpov and 1280x720 ce mAnpeg Kot
avAmodo TOAAATAEG POPES, TapatnpnOnke Ot ypnowonoteital arokieiotikd 1 dGPU (ko

n CPU, oy 6pwg n iGPU).
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Kepdraro : 6 Zopunepacporto kot Merlhovrikéc ETekTacels

H napodoa ntuylaxn epyocio eixe og otdyo ™ PEAETN, TOV GYEOIAGUO Kol TNV VAOTOINOT)
eVOG O100100TATOL YNPLOKOD Toyvidlov TOmov puzzle-platformer pe ™ ypnon g
B1pA0ONKNng SFML kot g YAdGG g Tpoypappaticpov C++, yopig v a&lomoinon étoung
UNYOVIG ToUyVIOIOV. XTO TAOIGL0 0VTO, TAPOVCLAGTNKE OVOAVTIKA 1) S1ad1KaGTo AvATTUENG

a0 TO aPYIKO GTASIO TNG CLAANYNG TNG WOENS £WG TNV TEAIKN AELTOVPYIKY] EQOUPLOYT.

H vlomoinomn tov mayyvidrod enétpeye TV TPAKTIKY EQPOUPLOYT BE@PNTIKOV YVOGEMY TOV
aQOPOVV TOV OVTIKELLEVOSTPAPY TPOYPOUUATICHO, TN Owelpon  ypaeikadv, Tov
CLYYPOVIGLO KOPE, TNV OVIXVELGT CLYKPOLGEMV Kal TN Pacikn GLGikn Kiviiong. Méoa amod
™V avantuén oV pUnNXovicp®v Kivnong, g Kapepoc, tav exfpodv Kol tov ypipov,
avadeiydnke n molvmAokoOtnTo OV YOPoKTNPIlEl OKOUN Kol GYETWKO OmAG Towyvidlo

TAOTOOPLLOG.

[Swaitepn onuacio elxe n emioyn avamtuEng ywpic Eroun unyavn morvidolov, Kabmg
EMETPEYE TNV KOTOVONON TOV E0MTEPIKOV HNYOVIGUAOV 7OV ovvnbmg mapéyovrol
OV TOLOTOTOMUEVA OO GUYYPOVES game engines. Me autov tov TpOTo, 0 GUYYpapEas poe
OE EMAPN LE YOUNAOTEPOV EMITEIOV SLOOIKAGIES, OTMG 1 dtaxeiplon Lvnung, n oxedioon

OPYLITEKTOVIKNG KOJIKO Kot 1 BeEATioTONTOINGN TG 0mdO00NG.

[Tapd t1g dSLoKOAEG TOV TPOEKLY AV KATA TNV AVATTLEN, TO TEAIKO amoTéAecpa Bempeiton
eMTLYEG, KOOMG TO Tayvidt elvar Aettovpyko, Tapovstdlel 6tadepn amdO0oN Kot VAOTOEL
100G Pacikods otdyovg mov téfnkav oto Game Design Document. EmimAéov, mpocpépet
po OLOKANPOUEVT] EUTTELPIOL TOLYVIOOD UE PUNYOVIGHOVE TPOKATONG KOl GTOOL0KT avEnom

dVOKOATOG.

Yvvolkd, m mopovca epyocio emiPefordvel 0Tt elvar QT M avamTuén  evog
OAOKANPOUEVOD YNOLOKOL Totyvidoy pe ypnor amiadv PifAodnkodv molvpécmv Kot
Bacw®dv epyaleimv TPOYPAUUATIGHOD, OPKEL VO DITAPYEL CMOTOC GYESUGUOC, neBodKN
vAomoinon kat cuveyng dokun. H gumeipia mov amoxtOnke omd tnv vAomoinom tov £pyov
amoTeEAEL ONUOVTIKO EPOI0 Y10t LEALOVTIKY EVACGYOANGON HE TNV aVATTLEN AOYICUIKOD Kot

EL0IKOTEPOL LLE TOV TOUEN TOV YNOLOKDV TOLYVIOLDV.
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To moyvior pmopel va emektabel pe O01dpopovg Tpomove oto péALov. Evoeiktikd, Oa
umopovce va mpootebel cvotnua amobrkevong mpoddov (save/load), emhoyn emmédwv
pHéom pevol, meplocdTePeg TioTEG HE OVEAVOUEVT] TOAVTAOKOTNTO Kol £VOG TPOTOG
dnpovpyiog otV and tov ¥pnotr (map editor).

Emmiéov, Bo pmopovoe vao evoopatmbel mo e&eAtypévn texvnti vOnuooHVN Yo TOVG
exfpovc, xkabmg kol véa €1on ypipwv mov Ba amotohv GLVOLOCTIKY OKEWYN Kol Ypnomn
OVTIKELUEVOV.

Téhog, n vmoopiEn yepiomnpiov (gamepad) kot 1 Pertioon TV ONTIKOV €p¢ O

pmropovsav vo, avafadicovv onpavtikd T cVVOAKY eumelpio Tov ikt (gameplay).
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Yrevovn Andoon Zvyypagéa:

Anhove pntd 6T, cOpeova pe to apdpo 8 tov N.1599/1986, n mapovoa epyacio amoterel AMOKAEIGTIKA
TPOTIOV TPOCOTIKNG KOV epyaciog, Oev TPooPiriel KAOe HOPEPNG OKOUMUOTE O0VONTIKNG 1010KTNGI0G,
TPOCOTIKOTNTOG KOl TPOCSHOTIKMOV Oed0UEVOV TPlTwV, eV TEPLEYEL EPYA/EIGPOPEG TPITOV Yo TA OOl
amoteitan GO0 TOV STUOVPYDOV/S1KooUY®V Kot eV €lval TPOIOV HEPIKNG 1 OAKNG aVTILYpopNG, Ol TNYEG O
7oV ypnoorotnkav meptopifovral otic PIPAOYPUPIKES AVAPOPES KOL LOVOV KOt TATPOVY TOVG KAVOVES TNG
EMOTNOVIKNG Topabeomng.
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