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EYXAPIZTIEZ
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Tov Pwpavo AAéun, Tov MavayiwTtn Yuxoyid Kal TV Zpapw AvTwvIGdou YIa TIG 10€€G
TOUG Kal Tnv TTOAUTIUN BonBeia TTou pou TTpocépepav. TEAOG, va euxXapioTAOW
OTTOIOVOATTOTE GAAO TTOU CUVEBOAE PE OTTOIOVOATTIOTE TPOTTO OTNV OAOKAPWON TNG
gpyaciag autng.
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ABSTRACT

This study aims to the programming and sound designing from scratch, of a two
dimensional (2D) video game named «Dali's Dreams». To carry out the programming
part, | used the software Construct 2, which is a platform that exclusively creates 2D
games. Considering the sound part of this study, various methods have been
used.Various recordings of materials and musical instruments took place, that later
evolved into original sound effects, with or without musical character. Musical
programming has also been used to create sounds of different nature. The final step
was the incorporation of the sounds in the program as well as the mixing.

Keywords:
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2YNOWH

2KOTTOG TNG TITUXIOKNAG QUTAG €PYOCiag €ival O TTPOYPANUATIONOG VOGS dIOBIACTATOU
Bivreottaixvidiou (2D) ovéuar Dali’'s Dreams, kaBwg Kal 0 NXNTIKOG oXeBIACUOG TOU.
MNa Tnv Tepaiwon Tou TIPOYPOAMMATIOTIKOU PéEPOUG  TOu  BivreoTTaixvidiou
xpnoiyotmoinbnke TO TTpoypauMaTIioTIKGO TTEPIBAGANOV  Construct 2, To oOT0i0
TIPOCQEPETAI ATTOKAEIOTIKA YIa TNV dnuioupyia diodidoTatwy Bivreottaixvidiwy. Ooov
a@opd To NXNTIKO KOWUATI TG £pyaciag, €XOuv XpnoIuoTroindei SIAQPOPES TEXVIKEG.
‘Exouv nxoypaenBei didpopa UAIKA Kol POUCIKA Opyava yia va efeAixBouv o€
TTPWTOTUTTA NXNTIKA £QE PE N XWPIG HOUTIKO XapakTApa. ETTiong £xel xpnolyoTroinBei
MOUGIKOG TTPOYPAUMOTIONSG Yia dnpioupyia AAANG QUOEWG NXWYV. TeAIKS oTAdIO ATAV
N evVOWPATwon Kal hign OAwyv Twv AXWV H€oa oTo TTPOYPAUMA.

AEEe1g KAEIBI1G

AiodidoTtato  BivreoTraiyVvidl, TTPOYPOAUUATIONOG, NXNTIKOG OXedIAOPOG, nNXNTIKNA
ETTECEPYATIiQ, ETTEEEPYATIA QWTOYPAYPIAG, KiEN AXOU, NXNTIKA £QE
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EIZAIQrH

2KOTTOG TNG epyaciag autig cival n dnuioupyia evog diodiaoTatou BivieoTraiyvidiou
ovéuaTl Dali’s Dreams. lepiAauBavel TTPOYPAPPATIONO PEOW Tou TTEPIBAAAOVTOG
Construct 2, emegepyacia ekévag péow TOou TrEPIBANAOVTOG Gimp 2.5 Kai
eTTEgEPYaATia AXou xpnoIPoTToIVTAS TTANBwpPa TTpoypauudTwy. H yevikr @iAocogia
givar n dnuioupyia TTPWTOTUTTIOU BIVTEOTTAIXVIOIOU HE OOUPPEOAIOTIKA aiobnTikn -
NXNTIK& Kal OTITIKG - Kal TTnyd&del amd Tnv aydrrn Tpog Tnv TéXvn Tou {wypapou
>aABaddp Nt1aAi (Salvador Dali). Z10 Trauxvidl 0 XpNoTng KaAeital va Bpel KATToIN
KPUUMEVA aVTIKEIHEVA XWwpPiG va XAaoel. To TTaixvidl TEAEIWVEI PJETA TRV TPITN TTIOTA,
€QPOCOOV 0 XPAOTNG Bpel OAa Ta KPUUMEVA QVTIKEIJEVA TTOU OTO OUVOAG TOug Eival
evvéa. KaBe éva atmd Ta avTIKEiueEVa auTd, AvTIOTOIXEI 0€ éva JOUaIKO UutTooUvoAo. H
OuoKoAia Tou TTaIxVIBIOU £YKEITAI GTO OTI 0 XPAOTNG Ba TTPETTEl va TTAvVAAGREl KATTOIEG
EVEPYEIEG OPKETEG QPOPEC APOU N TTPOODOG ATTOBNKEUETAI OE CUYKEKPIPEVA AlyoOTd
onueia, TpAayua eTouevo epOoov o€ dIAPKEIQ Eival JIKPO.

2nNMavTIKGG O0TOXO0G TNG £pyaciag ATav n dnuioupyia evog TTPWTOTUTTOU OOIOYEVOUG
OTITIKOOKOUGOTIKOU auvoAou. Etriong 860nke evdiapépov oTn dnuioupyia apnpnuévwy
KATOOTACEWV.

H doun Tng ouyKekpiuévng epyaciag Xwpiletal o€ dUo Bacikd pépn. To A pépog, To
oTroio TrepIAauBavel 70 BewpnTikd UTTORABPO Kal TO B péPOg, TO OTTOI0 avagépeTal
OTO TTPAKTIKO KOPUATI TNG TITUXIOAKG.

210 A pépog TTepIAAPPBAVETAI TO TTPWTO KEPAAQIO OTO OTTOIO YIVETAI YIO TTEPIEKTIKI)
ava@opd oTnv I0Topia ToUu AYou oTa  Bivreotraixvidla, HPETETTEITA avaypd@eTal O
opIoPOG Tou platform Bivreotraixvidiou Kal TEAOG TTAPOUCIAETAl TO TTPOYPAUUATIOTIKO
mepIBdAAov Construct 2.

210 OeUTEPO Ke@AAaIo Tou A pépoug, divetal n yevik 16éa Tou TTaixvidiou Dali’s
Dreams Kai yiveTal n TpWTN avag@opd 0Toug AXOUG TTou TTEPIAaUBAVE! Kal OTnV oxéon
TOUG ME TO QAVTIKEIMEVA TTOU €XOUV XPNOIMOTTOINBEI yIa va TOUG AvVTITIPOCOWTTEUCOUV.
Katétmv Tapouaciadetal n évvola Tou ooupealiopoU Kal TEAOG yiveTal avagopd aTov
KOAAITEXVN ZaABadOp NTAAI.

To B pépog mrepihapPBdvel 1o TpiTO KEQPAAQIO, TO OTTOI0 TTPAYMATEUETAI TOV TPOTTO
d6uNoNG Twv evioAwv aTo TePIBAAAov Construct, Tov TPOTTO TTPOYPAUMATIONOU TOU
XOPOKTAPA KAl TOU KOOHPOU Tou TraixVvIdloUu KaBwg E€TTionNg Kal TTEPi dnuioupyiag

TEXVNTAG VONUOOoUVNG.

210 TETAPTO KEPAAQIO Tou MEPoUG B efnyeital n dnuioupyia opiopévwv AXWY HE
TEXVIKEG AETTTOUEPEIEG KABWG KAl TO TTWG AUTOI EP@avidovTal.

TéNOG, OTO TTEUTITO KEPAAQIO TTAPOUCIAZOVTAl TA CUUTTEPACHATA TTOU £EAXBNCAV Kal
Emreita n BiBAIoypagia TTou XPNOIUOTTOIRBNKE.

H ouykekpiyévn epyacia mTepIAaupBavel To TTapdpTnUa A 0TO OTToi0 gu@avifovTtal Ol
TTVAKES TWV AXWV, Ol OVOUOAOIEG TOUG, Ol BIAPKEIEG TOUG Kal Ol TPOTTOI EUPAVIOTG TOUG.



€ TEXVIKA ¢NTAMOTA aVOAUOVTOI CUYKEKPIYEVA TTAPADEIYUATA TTOU £XOUV ONUAVTIKO
TEXVIKO KaI AIoONTIKO TTEPIEXOUEVO.



Kepdhaio 1° : lotopia Twv  PIivieoTaixvidiwy  Kal 1O
TTPOYPOAMMATIOTIKO TTEPIBAAANOV construct.

1.1 H 1oTopia Twv BivieommaixVvidIiwyv atrd TNV ap¥n Touc UEXPI TNV EUpAvIon
TOU TTPOCWTITIKOU UTTOAOVICTH.

To 1971 71a Bivreo-Traixvidla ékavav Tnv pPeyadAn Toug €icod0 ME TO TTAIXVIOI
«Computer Space» (Eik. 1). Av kai autd To Traixvidl BpiokeTal Tiow oTOoV XPOVO,
OIaPOPPWOE CNUAVTIKA TV KOIVwVia Kal giIoryaye éva véo TpoTTo dlaokédaons. ‘Eva
XPOvo apyoTepa, 1o «Pong» (EIK. 2) Tng Atari TTipe Tnv B€0n Tou OTNV 10TOPIa. AUTO
TO TTaIXVidl KOVOOAQG fTav TTOAU aTTAOIKO yia Ta onuePIVA dedopéva, ol Aiyol )Xol Tou
ATav atAoi Tévol, nAekTpovika ouvTeBeluéva «bleeps». H kovaodAa tng Atari «<Home
Entertainment» épepe To «Pong» ota oTrimia pag 1o 1975, evy n kovooAa «Atari 2600
Game System» 10 1977 ATAV N TTPWTN TTOU €iXE EAAQPWS TTAPATTAVW £UPACh OTOV

Nxo.

VPU T ER SPAGE

A BAARATED BPACE BATTLE THAT PITS

Eikéva 1 : To maixvidl Computer Space (1971) (apiotepd).

Eikova 2 : To maixvidl Pong (1972) (5€816).

‘Ooo peydAwve 10 evdla@épov yI' auTd Ta TTaixvidla, T6oo e€eAixBnke n TexvoAoyia, Kai
n ¢ATNnon Onuiolpynoce TO KivNTPO YIa TEXVOAOYIKG €EOTTAIONO HE  aQuEnuéveg
ouvaToTnTeG. AIdQopeg HEBODOI Kal €TTEEEPYQTiEG MXOU E€QAPPOCTNKAV YIO Vva
IKAVOTTOINOOUV OKOUOTIKA TOV XPAOTN Kal va Tov payvntioouv. To 1979 n Mattel
e¢€dwoe 1o «Intellivision system» (Eik. 3), TTpoo@épovTag £vav TaAavTwTh AXOU IKavo
yla Tpipwvn apuovia. H Atari amravinoe 1o 1982 pe v mAateopua 5200 kar Evav
€I0IKO nXNTIKG emegepyantr)y ovouat «Pokey» (Eik. 4). To «Pokey» TtoImT
XPNOIYOTToIoUCE TEOTEPA DIAPOPETIKA KAVAAIA TTOU EAEyXAV TOVIKO UWOG, £VTAOn Kal
TTOPANOPPWOTN ava KAVAAI, dSNUIOUPYWVTAG PIA EIKOVIKI UTTAVTA TEOCOAPWYV ATOPWV.
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Eikéva 3 : H kovadha Mattel Intellivison System (1979) (apiotepd).

Eikova 4 : To Pokey chip tng Atari (1982) (5¢€14).

AT kel kai UoTepa, oxedOv KABe kaivoupla TTaIXVIOOUNXAVH €iXE TTEPIOCOOTEPEG
NXNTikéG TTNYES yia va avtAnoel fxo. To mpwtdétutro «Nintendo Entertainment
System» (NES) (Eik. 5) 10 1985 cixe mévTte KavaAia povopwvikou fxou. H tTpwtn
Kovooha TnG «Sega» TO 1986 c€ixe TpeIC OIOQPOPETIKEG MNXAVEG AXOU TIou
XPNOIYoTToIoUoaV £va 0pog TEOOAPWY OKTARwWY n kaBepia. Méxpl To 1986 n «NEC
Turbo Grafx» TTpoc€@epe £€1 QuVEG pE OTEPEOPWVIKNR £E000 Kal n «Sega Genesis» UE
10 Qwvég: Kal ol U0 KOVOOAEG PETayevEDTEPA TTPOCEPEPAV AXO TToIOTATAG CD, WwoTe
VO UTTOPECOUE VA ATTOAAUCOUHE POUCIKN Kal AX0 KAARG TToIOTATAG. Ol ETTECEPYAOTEG
NXxou ouvéxioav va e&ehicoovTial Trpoocapudloviag «synthesizer» T1oim, 16-bit
ETTECEPYAOTEG, TTEPICCOTEPEG PWVEG, TTEPICCOTEPN MVAMN, KAAUTEPOUG aAyopiBuoug
OUUTTIEONG KAl QTTOCUUTTIEONG MXOU (compression - decompression), AkKOPN Kai
€EWTEPIKOUG ETTEEEPYAOTEG XOU.

N\ ~ v
N %OQ

Eikéva 5 : H kovadha Nintendo Entertainment System (1895).

Opwg mépa atrd TIG KOVOOAEG Kal TIG TTAATQOPUEG QPIEPWHEVEG OTO TTaIXVidI, O
TTPOOWTTIKOG UTTOAOYIOTAG ApXIZe va Beixvel TIG duvaTOTNTEG TOU. APXIKA, N TTOI0TNTA
nxou dev ATV KAAUTEPN aTTO QUTAV TWV TTPWTWV TTAIXVIOIWY YIO KOVOOAEG: T
TTAPAYOPEVA «UTTNTTY TTaifovTav atmd éva KAKAG TToI0TNTAG €0WTEPIKO NXEio. Adyw
Tou TPOUTTOBE0EWY TOU UAIOHIKOU, N XwpeNTIKOTNTA TNG MVAPNG €ixe TTAvToTE
TTPOTEQAIOTNTA €vavTl TOU fXou. Q¢ atmmavinon o€ auTh TNV KOTAOTOON, Ol KAPTEG
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NXOU KATAOKEUAOTNKAV UE MIKPA evOwPaTwHEVA «synthesizer» TOITT TTOU €TTETPETTAV
o€ TTOAU PIKpd apxeia pnvupdtwy «message files» va €mKoIvwvouv PE TNV CUOKEUNR
Kal va opioouv TTolol fxol Ba TrapayxBouv kai TéTe. H Tpdmeda rfxou artroreAsito atrd
128 Axoug pe TNV duvaTéTNTa VA ouvnxroouv 16 fxol v gopd. H xprion tou MIDI
«Musical Instrument Digital Interface» otdvrapt Atav eAmdo@dpa. O1 MIKPNAG
OIAPKEIaG KOIVOTUTTOI AXOI TTOU TTAPRyayaV Ol TIPWTEG KAPTEG AXOU ATTEIXAV TTOAU aTTO
TOV TTPayuaTiké xo, aAAd TOUAAXIOTOV Ol JOUCIKEG GUVBEDEIC YivovTav KOAUTEPES
KAl TTEPITTAOKOTEPEG, OTTOTE Ol POUCIKOI avTiKkaBioTouoav TOUG TTPOYPAMMATIOTEG HE
augavopevo pubuo.

Eikéva 6 : KaAwdia etmikoivwviag MIDI guokeuwv.

Ta apxeia Axou, TUTTOU «.vOoC» OTTWG TO OnueEPIVa «.wav» Kal «.aiff» apxeia,
Xpnoiyotroioucav évav aAyoplBuo cupTTieong TTou Trapeixe v duvatétnTa o€
aAnBivoUg nxoypapnuévoug fXoug va avarrapaxbouv. Autd £€d0wae GTOUG JOUTIKOUG
TNV  duvatoéTNTad VA NXOYPAQPOOUV UOUCIKA O€ OTOUVTIO  XPNOIJOTTOIVTOG
Tapadooiakég peBOdoUg nxoypdenong, Kai ETEITA PTTopoUcav va TO HETAPPACOUV
oTnVv €mBuunTA Jop@r Nxou. H 1ToidTnTa fxou dev ATav TTOAU KaAuTepn atrd tnv MIDI
Mouoikr, n otroia yivoTav 6Ao kai Ailyétepo dnpo@IAfg. H- apxikr deiypatoAnyia
«sample rate» Artav NG TG&ewg Twv 11kHz / 8-bit povogwvikd, dnAadn xeipodTEpa
amd v AM TToI0TnTa padio@wvou. O1 oxedIaoTEG AXOU £TTWEEARONKAV Kal AUTOI,
aprivovtag Tnv dnuioupyikdTNTa Toug va avattuyBei paydaia. Or Bdoeig gixav TeOei
OTTWG €TTIONG KAl Ol TTPOOTITIKEG.[1]

1.2 Ta platform mraixvidia, n aAAMwc platformers.

Ta «platform games» (traixvidia TAaT@épuag) civar éva €idog PIVIEOTTAIXVIBIWY TTOU
avAkouv katd Bdon oTnv Karnyopia «actiony» (dpdong). Ze Eva taixvidl TTAAT@Opuag
0 fpwag TTou XeIpideTal 0 XPAOTNG KAALiTal va okap@aAwaoel Kal va TTNdORgel avdaueoa
a1rd AIWPOUNEVEG ETTIPAVEIEG, OTTOPEUYOVTAG did@opa euttddia. Ta tepiBaAlovTa
OuvNBwWG €XOUV QVOUOIOYEVEG £D0QOG TTOU ATTOTEAEITAI ATTO BIOPOPETIKA UWn, TO
otroio diacyilel o xpnotng. O xpnoTng ouvRBwg €xel Tov €AeyX0 TOU UWOUG Kal TNG
QTTO0TOONG TOU GAPATOG WOTE O XOPOKTAPOG VA PNV TTEQPTEl OTO KEVO TTPOG TOV
BavaTté Tou. To oToixeio TTou evwvel OAa autoU Tou gidoug TTaixvidla gival To TTHdNUa
TOU XOPOKTAPA, OAAG OTIG HEPEG YOG KATTOIEG POPES AVTIKABIOTATAI ATTO TO «SWiping»



(Trépaopa Tou daxTuAou TTavw atrd TRV 0046vN) Kal To «touch screen» (006vn APAG).
2e kdrmrola Traixvidla Tou €idoug xpnolpoTtrolouvtal Kal GAAEG pavouBpeg oav To
KpEUAOUA atTé OXOIVIA Kol TO YPATTWHA oTTd yavtfoug, 6TTwg oTa TralxVvidla «Ristary»
(Eik. 7) i «Bionic Commando», 4 To avattAdnua atrd Batipeg 1 TPAPTTOAIVA OTTWG
oto «Alpha Waves». AuTéG o1 TeXVIKEG, akOun Kal oTo TAqiolo &GAAou €idoug
TaIXVIDIWY, Aéyovtal ouxvd «platforming» (TTAATQOPPIOUOG), N pnuarotroinon Tng
AéEng platform. TMaiyvidia ota ommoia 10 TMONPA €ival TEAEIWG AUTOUOTOTTOINUEVO
ommwg ota 3D (tpiodidoTata) Traixvidla NG o€ipds «The Legend of Zelday», dev
avrkouv oTo €idog auTo.

Eikéva 7 : Zriyuidtutro Tou traixvidiou Ristar (1995).

Ta platformers &ekivnoav oTig apxég TG dekaeTiag Tou 1980, Kal Kupiwg eixav va
KAavouv pe OKAPp@AAWMPO o€ OKAAEG Kal TTAONPO O€ TTAATQOPUES. ZTa PECA TNG
oekaeTtiag Tou 1990 €yivav dnuo@iAeig ol 3D (TpiodidoTaror) diddoxoi Toug. O 6pog
platformer tepiypd@el TTaixvidla oTa OTToia TO TMONUA O TTAATQPOPUES €XEl (WTIKA
onpagcia, kal xpnoigotroindnke agou dnpioupyndnke 1o €idog, éxi TTpiv To 1983.

To €idog ouvRBwg ouyxéeTal e oToIXEia AAAWY €10WV TTAIXVIBIWY, OTTWG TO OTOIXEIO
ToUu TUpoBoAiopol «shooting» oTo Traixvidl «Contra» (1987), 10 OTOIXEiO TOU
Euhodapuol «beat ‘em up» oto Traixvidl «Viewtiful Joe» (2003), 1O OTOIXEIO
TepITéTElng oTo TraIyVvidl «Flashback» (1992), kair To otoixeio RPG (Role-Playing
Game) oTo Traiyvidl «Castlevania: Symphony of the Night» (1997).

Evw ouvABwg oxetiovTal e TIG KOVOOAEG TTaIXVIOIWY, UTTAPXouV TTOAAG platformers
TToU £X0ouv KukAo@opnoel yia arcades (EIK. 8), KovoOAeg xeipodg (11.x. GameBoy) kai
TTPOCWTTIKOUG UTToAOYIOTEG. H Bopeia ApepikA, n Eupwtrn Kai n latrwvia €Kouv TTaigel
KaBopIoTIKO pOAo aTnv €EEAIEN auTou Tou €idoug Traixvidiwyv. To Béua Twv platformers
TTOIKIAEl aTTO TTaIXVidIO EUTTVEUCHEVA aTTO KAPTOUV, PEXPI ETTIOTNHOVIKA QavTaaia Kal
ETTIKA QavTagia.



Eikéva 8 : Arcades oTnv latmwvia.

2¢ KATTolo onueio, Ta platformers ATav 1o MO dl10dedOPEVO €iDOG BIVTEOTTAIXVIDIOU.
21NV KM TG dNPOTIKOTNTAG TOUg, UTTOAOYICeTal OTI TO £va TETAPTO OTO CUVOAO TWV
BivreoTraixvidiV Kal To éva TpiTo Twv Taixvidiwv kovoolag rrav platformers?.
Kavéva aAAo €idog tTpiv i petd 10 platform dev ptrépece 1TOTE va GTACEl VO KOTEXEI
Opolo 1 peyaAuTepo pepidio ayopds. MoAig To 2006 TO €idog E£yive TTOAU AiyOTEPO
Kupiapxo he pEPidIo ayopdg dUO TOIG EKATO, CUYKPITIKG HE DEKATTEVTE TOIG EKATO TTOU
kateixe 10 1998 [2]. QoTtdéo0 cival akOun €EPTTOPIKA PBIWOIYO HE EKATOUMUPIO
TTwARoeig. Ao 10 2010 kai £merta, 1O €idog aTéKTNOE Eava OSNUOTIKOTNTA HE Ta
«endless running platformers» (TPESINO Xwpig TEAOG) TTaIXVIdIA YIO KIVNTEG OUOKEUEG
kal Android. [3]

1.3 To mepiBaAAov Construct 2.

To Dali's Dreams 0onuioupynRBnke XPNOIMOTTOILVTOG TO  TTPOYPOUMATIOTIKG
mepIBAAAov Construct2 Tng eTaipeiag Scirra Ltd.

To Construct2 cival éva mpoypapua mTapaywyns diodidoTatwy PIVTEOTTAIXVIOIWY
Bacioyévo oTnV TTPOYyPAUMATIOTIK yAwooa HTML52. AtreuBuvetal KUpiwg Og Un
TTPOYPOUUATIOTEG, ETITPETTOVTAG TNV ypriyopn dnuioupyia maixvidiwv o€ (drag-and-
drop) oTUA, XpNOIMOTTOIWVTAG YPAPIKO TTEPIBAAAOV KAl oUCTNPA AOYIKAG Baciouévo
O€ AVTIKEINEVOOTPAPN TTPOTUTIA.

1 AuTA n ektipnon Baoiletal og évav aplBud mayviSlwy ou KUKAodOpnNoav o€ GUYKEKPLIEVEG KOVOOAEG. Mo tapddelypa oto
Master System, 113 a6 ta 347 nawvidia (32.5 %) itav platformers, kot 264 ano ta 1044 mayvidia (25.2%) tng kovoolag
Genesis ftav eniong platformers.

2 4 HTMLS eivat yYAwooa orjpavong yua tov Naykoouto lotd. Eival n méumen kat teAevtaia -we onpepa- £ékdoon tng HTML. H
opdda Web Hypertext Application Technology Working Group (WHATWG) dpxloe va epyddetal yla autr thv ékdoon tov louvio
Tou 2004 pe to 6voua Web Applications 1.0.


https://el.wikipedia.org/wiki/%CE%93%CE%BB%CF%8E%CF%83%CF%83%CE%B1_%CF%83%CE%AE%CE%BC%CE%B1%CE%BD%CF%83%CE%B7%CF%82
https://el.wikipedia.org/wiki/%CE%A0%CE%B1%CE%B3%CE%BA%CF%8C%CF%83%CE%BC%CE%B9%CE%BF%CF%82_%CE%99%CF%83%CF%84%CF%8C%CF%82
https://el.wikipedia.org/wiki/HTML
https://el.wikipedia.org/w/index.php?title=Web_Hypertext_Application_Technology_Working_Group&action=edit&redlink=1

1.3.1 Apxéc Asitoupyiac Tou Construct 2.

1.3.1.1 >0U0TNUa YEYOVOTWY KOl CUUTTEPIPOPEC.

H kupia péBodog trpoypaupaTiopgol Traixvidiwy oto Construct? yivetal péow Twv
QUMWY yeyovoTwy (event sheets), Tou eival duoia Pe 1a apyeia nyng (source files)
TWV TTPOYPOAUMATIOTIKWY YAWoowv. KABe pUAAO yeyovOTwyV €XEl MIa AioTa yeyovoTwy,
TA OTTOIO EUTTEPIEXOUV UTTOBETIKEG TTPOTACEIG Kal ekKIvnTES (triggers). Otav autd
oploToUv, UTTOPOUV va eKTEAEOTOUV evépyeleg Kal ouvapTroeig[4]. To Construct
ETTITPETTEI TOV TTPOYPOUMOTIONO EKAETTTUCHEVWY CUCTNUGTWY HECW UTTOYEYOVOTWYV
Kal AOyIKwv ouvBnkwy, O0TTwg TTapadeiypaTtog xapn «OR» kal «AND»[5]. Mtmopouv
VQ XPNOIYOTTOINBOUV OPOBOTTOINCEIS VIO VO EVEPYOTTOINCOUV ] VA ATTEVEQPYOTTOINCOUV
TTOAAQTTAG yEYOVOTA HOVOUIAG, GAAG Kal YIO VO 0pyavwoouV yeyovoTa[6].

1.3.1.2 EmmAoyn TTEPITTTWONC AVTIKEIUEVOU.

AvTtiBeta pe TTOAAG TTapadooiakd TTepIBAAAovVTa TTpoypaupaTiIonol (development
environments), To Construct atro@eUyel va €TTIAEYEI CUYKEKPIUEVES OTIVUEG (instances)
QVTIKEIMEVWY KOBWG TTpooTiBevTal yeyovoTa, yia va QIATPApel OAeg TIG TTIBAVEG
eKQAvoelg evog avTikeElévou oTnv 08ovn. Otav kaveig TpoaBéTel yeyovoTta, 1o editor
divel Tn duvaTéTNTa OTOV XPNOTN va TTPocdIopicel Opoug  EAEYXOUG TTOU TTPETTEI v
TNPOUVTAI KABE OTIYUN atrd KABE dIaQOPETIKN £KQAVAN TOU AVTIKEIMEVOU OTnV 006vn,
TTPOTOU TO YeYyovOg TTpooTeBE]. Ta yeyovoTa YTTopoulv va evotroinBoulv YETAEU TOUG O€
OMAdEG XPNOIMOTTOIWVTAG UTTOYEYOVOTA KAl €701 TO TTPOYPAMMA  ETTITPETTEI TN
OnuIoupYia TTI0 TTEPITTAOKWY CUUTTEPIPOPWV[4].
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Eikéva 9 : To AoydTuTro Tou TTpoypauuaTioTikou TepiBaAAovtog Construct 2

1.3.2 MNAaT@opuEC uTTooTAPIENC.

1.3.2.1 HTML5 kai storefronts.

O1 kuUpieg «export platforms» (TTAaT@épueg €€aywyrig) Tou Construct 2 eivai
Baoiopéveg oe HTML5S. YTmrootnpidetal amd @uAhopeTpntég Google Chrome, Firefox,
Internet Explorer 9+, Safari 6+ ka1 Opera 15+, yia iOS 6+ amo Tov Safari, kail yia



Android, Windows Phone 8+, Blackberry 10+ kai Tizen, amré Google Chrome kai
Firefox.

EmmAéov, 10 Construct 2 ptropei va egayel o€ dIAQopeg DIABUKTIOKEG QyOpES Kal
TAATQOpUEG, OTTWG TO Facebook, To Chrome Web Store, to Firefox Marketplace, 10
Amazon Appstore, 1o nAekTpovikd (arcade) Tng Scirra, kal TEAoG T0 Kongregate[7, 8].

1.3.2.2 Native platforms

To Construct 2 éxel v duvatotnTa €EAYWYNG O€ BIAPOPES TTAATPOPUESG TTOU
mpoo@épouv offline (ekTdg oUvdeONg) Kal native GCUPTTEPIPOPE  EPAPUOYWV.
Ymrootnpifel Windows, OS X kai Linux (32-bit kai 64-bit) apkei va €gdyel Kaveig 10
TPOYpapua og pop@r «NW.js». Kdvovtag autd, o XpNoTng PTTopEl va CUUTTEPIAGREI
O1G@popeg Asitoupyieg TTou dev aupTtrepIAauBdavovTal kavovikd oe HTMLS epappuoyég,
mapadeiyuatog xdpn T10 «filelOx»[7]. Zmg 23 OkTwppiou TOoU 2012, n Scirra
avakoivwoe TTAfpn uttooTApIEn o¢ efaywyég yia Windows 8 Metro e@apuoyég
(Gullen, 2012). Ymoothpin yia eCaywyéc oe  Windows 10 Universal apps,
TPooTéBNKE GTIC 26 AuyouaoTou Tou 2015[9, 10].

To Construct 2 xeipiCetal €1miong eyxwpIa UTTooTAPIEN Yia KIvATA TNAéQwva iOS Kal
Android, aélommoiwvTtag 1o Cordova- pia open source (avoixtoUu KwdIka) BiIBAIOBAKN
Tou emTpéTel HTMLS Traixvidia Kol €QapuoyEC va ONPOCIEUOVTAl WG EYXWPIEG

epappoyég[11].
1.3.2.3 KovooAec.

Tov lavoudpio Tou 2014, n Scirra avakoivwoe TTwg Ba TpocBéoel oto Construct 2
utrootApiEn yia 10 Wii U ouotnua 1n¢ Nintendo. Apyodtepa Tov idlo xpovo,
KUKAOQOPNOoE €va TTPOCOETO AOYIOUIKO TO OTTOI0 £KAVE TA TTAIXVIOIQ TTOU €XOUV
TpoypapuatioTei pe Construct cupfatd pe To Nintendo Web Framework[12].

21ig 13 Amrpidiou Tou 2016, n Scirra avakoivwoe TTwg n UWP (Universal Windows
Platform, Oikoupevikr) TTAaT@Oppa Windows) uttooTripién Tou Construct Ba emTpETTEl
TNV €kdoon TTaiXvIdIWV yia TNV KovooAa Xbox One. Méxpr kai ouepa, autd akoun
dokipageTai[13].



KegpdAaio 2° : O ZaABadop N1aAi kai To Dali's Dreams.

2.1 H veviki 16€a Tou T1TaixVvidiou Dali’'s Dreams.

H vevikip 18éa TnG TITUXIGKAG NATAV O TIPOYPAMUATIONOG €vOg OI100IAcTATOU
Bivreottaixvidiou TUOTTOU  platformer, OTTW¢G €miong kar n dnuioupyia  €vog
OOUPEAAIOTIKOU  DIadpaCTIKOU nxoTtoTtriou. ETAEXONKe va eival couppealioTkO
(surreal) AOyw aicBnTIKAG, TTPOTIMIONG Kal TTPOTTAVTOG AOYW TNG MOUCIKNG eAeuBepiag
TTou TTPoodidel To UPOG auTO, KOBWG Kal wg dladpacTIKG (interactive) Adyw Tou
mOavolu evlIOPEPOVTOG TTOU PTTOPEl va uTTdpéelr KATI S1adpacTikKd TTPOPavVWG Kal
TTPOCQEPEI TTAPATTIAVW TTIBAVOTNTEG YIO TUXOV NXNTIKEG CUVUTTAPEEIS atmd KATI TO
OTaTIKo.

H 18éa auth wpipace Aiyo TTapatrdvw KabBwg TTapatnpoloa TTiVAKES Tou ZaABavtop
NTOAi Kal opauaTtioTnKa £va avOpeikeAO va TTEPIPEPETAl OTOV OIODIACTATO AUTOV
Xwpo. ‘ETo1 {ekivnoa va dnuioupyw To TTPOYPOUHA, WOTTOU ATToPAacioa OTI JTTOpW Va
uAoTroiow Tnv 10€a o€ kaTToio Babog xpdvou.

2.2 Ti gival o ocoupeaAIoUOC N UTTEPPEQAIOUOC.

O utreppeaNiopdg | oouppeaNIopOg, aTTo TIG YOAAIKEG AECEIG sur (ETTAVW, €TTI) Kal
réalisme (pealNiopdg, TpayuaTikdTNTa) OTTOU OTA EAANVIKG Ba utTopolce va atrododei
WG «TTavw A TTEPa ammd TNV TPAYMaATIKOTATAY», ATAV £va Kivnua TTou avatrTuxonke
KUPIwWG 0TO XWPO TNG AoyoTexviag aAAG eEeAixBnke o€ éva eupUTEPO KOANITEXVIKO KAl
TTONITIKG pelpa. AvBioe Katd kUpio Adyo oTtn MNaAAia Twv apxwyv Tou 200U alwva, KaTé
TNV TTEPiod0 peTaU TOu TTPWTOU Kal OeUTEPOU TTAYKOOWioU TTOAépou. QG @uoEl
ETTAvVaOTATIKG Kivnua, O UTTEPPEAANITHOG eTIdIWEE TTOAEG PICOOTTOOTIKEG AAAAYEG OTO
XWPO TNG TEXVNG OAAG KOl TNG OKEWNG VYEVIKOTEPA, AOKWVTAG E€TTidpacn o€
METaYEVEOTEPEG YEVIEG KOANITEXVWY. Ta péAn Tou avrédpacav g€ autd TTou ol idiol
gepuAveuav w¢ pia BaBid kpion Tou AuTIKOU TTOAITIOWOU, TTPOTEIVOVTAG Wia eupUTePN
avabswpnon Twv aglwyv, oe K&GBe TTuxn TNG avBpwmivng {wng, oTnEICOPEVOI OTIG
WuxavaAuTikEG Bewpieg Tou Ppouvt (Sigmund Freud) (Eik. 2.1) kai ota TTONITIKG
19ewdn Tou MapgiouoU3(Eik. 2.2).[14] Qg KUpIo YéTo £KQpaonG, TO0O aTn AoyoTexvia
000 Kal OTIG €IKOOTIKEG TEXVEG, TTPOEBOAAV TOV «AUTOMATIOMO», ETTIOILUKOVTAG TN
Olepelivnon Tou aouveldnTou, TNV OTTEAEUBEPWON TNG PAVTACIAG «dE TNV aTToudia
KABe eAéyxou atrd Tn AoyikA»[15] kal S1aknEUTTOVTAG TOV ATTOAUTO AVTIKOUQOPUICHO.

3 Map&lopdg ovopdietal To eviaio cvotnua Twv GA0COPGIKWY, OLKOVOULKWY KOL KOWWVIKWY BEWV Ttou Bepedlwvetal ota £pya
tou KapA Map§ kat tou Opivtpy Evykehg. H moAitikr) Bewpia Kot TPOAKTLKY TIOU amoppéeL amod ta €pya autd otnpilel pio
000LaALoTIKY avTiAndn yla TtV Kowwvia Kot arnooKomel 0Tov KOUUouvIopo.
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Eikéva 10 : O Ziykpouvt ®poduvt (1856 - 1939) (apiotepd).

Eikéva 11 : O Kdph MApé (1818 - 1883) (5e€1d).

O1 KaANITEXVEG TTOU BloUOPPWOCAV TO Kivnua KaTaypdenkav oto TTpwTo «MavipéoTo
TOU UTTEPPEAAICUOU» (1924) Tou Avipé Mtrpetdv (André Breton), kaBwg kal otnv
mpaypaTeia «Une Vague de réves» (1924) tou Aoui Apaykdv, €vid CUMUETEIXQV
evepyd ota TepIodIKA «La Révolution surréaliste» kai «Litterature» 1Tou €g£d10€ n
uTTEPPEAAIOTIK) oddda. O MTTpeTdv avayvwpileTal WG KEVTPIKI QUOCIOYVWUIa Kal £vag
Q1T TOUG ONUAVTIKOTEPOUG BEWwPNTIKOUG TOU KIVAUATOG, VW GAAO dIaKeKpIéva PEAN
uttAp€av ol TroiNTég MwA EAudp (Paul Eluard), Pevé KpeBéA (René Crevel), Poutrép
NT1eovog (Robert Desnos), MméviCauiv Mepé (Benjamin Péret), Pol¢ Bitpdk (Roger
Vitrac), 0TTwg kal ol KaANITéExveg Mag EpvoTt (Max Ernst), Mav Pain (Man Ray), Zav
Aptr (Jean Arp), Avipé Maoov (André-Aimé-René Masson) kai Xoudv Mipd (Joan
Miré i Ferra). ToAAoi amd Toug TTPWIKOUG UTTEPPEANIOTEG TTPOAABavV atrd TO
TTPOYEVECTEPO Kivnua Tou NTavTaiouou.

O1 apxaiol atrokaAovoav Tnv TToinon «Beia pavio» Kal poPavTIKOi CUYYPaQEig, OTTwG
TTapadeiypuarog xapn o KoAepit¢ (Samuel Taylor Coleridge) kai o N1é Kouivou (De
Quincey) meipauari¢ovrav pe O1TIo Kal GAAa TTapaioBnaioydva yia va diwéouv Tnv
Aoyikp kal va a@rioouv eAelBepn Tnv  @avracia. O YmeppealioTég eTmiong,
em¢nToloav VONTIKEG KOTOOTAOEIG KATA TIG OTTOIEG €KEva TTOU gival 0TO BABOG TOU
MuaAoU avefaivouv oTnv €TQAveIa. Zupgwvouoav ue Tnv ammown tou KAée (Klee),
TTWG 0 KAANITEXVNG TTPETTEI VA QQPrVeEl TO €py0 Tou va avarTuooetal amd pévo Tou,
Kal dev TTPETTEI VO TO TTPOOXEDIACEL. TO ATTOTEAECUA UTTOPET VA QAiVETAI TEPATWOEG YIa
TOV avideo, av OpwG auTdg Letrepdael TNV TTPOKATAANWN TOU KAl a@roel TN gavtagcia
TOU €AEUBEPN, Ba PTTOPEDEI IOWG VA CUUMEPIOTE TO TTAPAEEVO OVEIPO TOU KAANITEXVN.
Omwg kal ota oveipa, €XoUupde ouxva Tnv Tapdéevn aicbnon TTwg AvTIKEIPIEVA Kal
avBpwTTol oUyXwveLovTal Kal To £va TTaipvel Tnv Béon Tou dAAou. H ydrta pag ptropei
Va gival ouyxpovwg n Bgia pag, Kai o KATTOG pag n AQpIkn[16].
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2.3 O ZaABaddp NTaAI.

‘Evag ammd Toug yvwoToTEPoUSG YTTEPPEANIOTEG Cwypdgoug, o lotravég Salvador
Domingo Felipe Jacinto Dali i Doménech A aAAiwg ZaABaddp NTaAi (1904-1989) (Eik
12), Tou €{noe TTOAAG xpovia oTIg Hvwpuéveg TToNITeieg TNG AUEPIKAG, TTPOOTTABNoE va
MIMNBei auTh TN JayikA ouyxuon (WG KAl OVEIPOU. € PHEPIKOUG ATTO TOUG TTIVOKEG TOU
avokdrewe TTapdfeva  Kal aoUVOETO KOWMATIO TOU TIPAYMATIKOU KOOMOU -
Cwypo@Iiopéva Je TNV idIa AETTTOUEPEIAKN aKpiBela pe Tnv otroia o Mkpavt Mouvt
CwypaQICe T TOTTIA TOU - KAI JOG £BWOE TO ETTIHOVO OUVAIOBNUA TTWG PECA O€ QUTA
TNV TPEAA TTPETTEl va UTTAPXEI KATToIa aAB<1a.[16]

Eikova 12 : O ZaABadop NTaAi.

2.3.1 H {wn kai 10 £pyo Tou ZaABaddp NTaAI.

O ZaABaddp NToAi XPNOILOTTOIOUCE OVEIPIKEG  QAVTAOTIKEG EIKOVEG VI  va
ONMUIOUPYROEl OEEXOOTA, O€ OGS «TOTTIO» TOU E0WTEPIKOU TOou KOOPou. ‘HTtav poAig 14
ETWV OTAV TA TTPWTA TOU £pya TTapouaidoTnkav o€ dnuocia €kBean Tou dnUOTIKOU
Bedtpou aTo PiyEpag, Tn yevETEIPA Tou. Tpia xpdvia apyodtepa EEKIVA TIG OTTOUSEG TOU
otnv Akadnuia KaAwv Texvwyv (Academia de San Fernando) otn Madpitn. Ouwg,
Bewpnoe OTI uTTHPXAV TTEPICCOTEPO TTPAYHATO va PABEl yia Ta TeEAeuTaia peuuata
omnv Téxvn oto MMapiol, ammd YOANKA KOAMITEXVIKG TTEPIOBIKA, TTApd a1Td TOUG
0aoKA&AoUG TOU, YIO TOUG OTToioUG Bewpouae OTI ATAV EKTOG TTPAYHATIKOTNTAG. ZTIG
TTPOPOPIKEG ECETATEIG TOU TIPWTOU £TOUG OTO PHABNUa TNG IoTopiag TNG TéXvNG 0 NTOAI
apVvABNKE va TTPOXWPROEI OTNV €EETACN KAl AVOPEPOUEVOG OTOUG TPEIG EEETACTEG TOU
eitre: «Autt@ual oAU, aAANG cipal aTTEipwg TTI0 €EUTTVOG OTTO AUTOUG TOUG TPEIG
KaBnynTég Kal yI' auté apvoupal va eEETA0TW atTd autous. Mvwpilw 1o Bépa TTapa
TTOAU KOAd». H Akadnpuia Tov atréBaAe Xwpig va Adpel rTuyio.

O NrtoAi €xel KoTd KaIPOUG XOPOKTNPIOTEl WG UTTOOTNPIKTAG TOU (PACIOTIKOU
KaBeoTwTog Tou Ppdvko oTtnv lotravia. O1 TTONITIKEG Tou aTTOYeIg ATav AAAWOTE Kal N
airia TG dlapaxng Tou Pe TTOAAG atrd Ta PEAN Tou UTTEPPEAANIOTIKOU KIVAUATOG.
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Mavtwg, o idlog gixe dnAwael o1 dev €xel TTONITIKA B€an. ‘HTav avapxikog, aAAd Kal
MOVAPXIKOG, Kal Ta OUO OPwG O METAQUOIKO €TTiTTEdO Kal OXI o€ TTONITIKO. ‘Hrav
TTAVTPEPEVOC WE TN yuvaika Tou TroinTr MoA EAudp (Paul Eluard), MkaAd (Gala). Metd
Tov Bdvatd Tng €Tmece 0 KATABAIWN Kal ammotrelpddnke va autoktovAoel. O NTaAi
méBave atmmd kapdiakd etreicddio oTig 23 lavouapiou Tou 1989 otnv TOAN TTOU
YEVVAONKE[17].

2.3.2 AvaAuon Tou TTivaka « Eyedvion TTpoowITou Kal @PouTIEPAC OE TTapalia»

(1938).

A¢ avaAUooupe Aoimmév Tov Trivaka «Ep@Avion TTpoowTtou Kal @pouTIEpAg O€
TapaAia (1938)» (Eik 13). MNa va yivel Aiyo 1m0 ¢ekdBapn n 16éa Tou couppeaAIGOU,
Ba avaAuooupe Tov TTivaka auTov.

Eikéva 13 : O mivakag «Ep@avion TTpoowITou Kal gpouTiépag o€ TrapaAia» (1938).

KoitdfovTtag 1TpooekTIKA, avakaAUTITOUPE TTwG TO ovelpIkG ToTTio oTnv TTavw OelId
ywvia, 0 KOATTOG pE Ta KUpaTa, To Bouvo PE TNV Orpayya, TTapIoTOUV OUYXPOvwGs ‘eva
KEQAAI OKUAOU, TTOU TO TTEPIAQiUIO TOU gival €TTiONG MIa YéQuUPA TPAivOU TTOU TTEPVAEI
atré TN BAGAacoa. To OKUAI alwpeEiTal OTO KEVO - TO KEVTPIKO PEPOG TOU CWHATOG TOU
oxnuaTidetal atrd pia @POoUTIEPA hE aXAGdI TTOU CUUTTITITEI KAl QUTA UE TO TTPOCWTTO
evOG KOPITOIOU TTOU Ta MATIO TOu oxnuartifovral ammd mapdéeveg axifadeg, oav
auuoudId pe TTapageva gavtaoparta. OTTws Kal oTa OveIpa, KATTOIA QVTIKEIUEVA OTTWG
TO UQacgua Kal To oxolvi, TTpoBaAAovTal Pe peydAn dialyeia, evw GAAa oxfuoTa
MEVOUV adpIoTa KAl EUYOAEQ[16].
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2.4 Ti repiAauBavel 1o Dali's Dreams.

2.4.1 O1 mrivakec / TioTEC.

To Dali's dreams trepiAaupavel 3 mivakeg Tou Dali, kab évag ek Twv OTToiwY ATTOTEAEI
MIO TTIOTA. 2TN TTPWTN TTIOTA TO AvOPWTTAKI TTEPIPEPETAI «TTAVW» OTOV TTivaka The
Burning Giraffe (1937). Z1n &eUtepn, TepipépeTal oTov Soft Construction with Boiled
Beans (Premonition of Civil War) (1936). Télog, otnv Tpitn, mavw oTtov The
Temptation of St. Anthony (1936).

Eikéva 14 : O mivakag «H @Aeyouevn kapnAotrapdain».
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Eikéva 15 : O mivakag «MaAakr] KOTaoKeUR e Ta Bpacuéva @acoAia (TTPOUMVUUG ToU EUQUAIOU
TTOAEPOU)».
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Eikéva 16 : O mivakag «O treipagpdg Tou Ayiou Avtwviouy.
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2.4.2 O1 NxoL.

O xproTng xeipiCeTal €va avOpeikeAO TTOU TTEPIPEPETAI OE TTAATPOPUES TTOU KATA Mia
£vvola gival KOPPATIA TOU apyxIKoU TTivaka (wypa@IkAG. 2& KABe TTioTa KaAsital va Bpel
Tpia avrikeipeva. KaBe avtikeipevo avtioToixei o€ éva oUVOETO X0 (ATTOTEAOUUEVO
ammdé TNV MIiEn TTOAAWV ETMIPEPOUG NXNTIKWV EMITTEOWY) O OTT0I0G €ICAYETAl KOl
TPOOTIOETAI OTO ONKO NYOTOTTiO, TNV WPA TTOU O XPNOoTng Ppel Kal TTapel TO
OTTOIOONATTOTE €K TWV TPIWV. MOAIG BpeBolv kal Ta Tpia avTikeipeva o€ KGBe TTioTa Ba
oAOKANpwOBEi pia «ouvuTtapén oe TTapaAAayh» TOU nXOTOTTiOU TOU TTivaKa Kal O
XPNoTNG Ba utropéoel va TTePAoEl OTNV ETTOUEVN TTIOTA. XPNOIYOTTOIOUPE Tov 6pOo
«ouvitmapén oe mTapaldayfi» O10TI To oAIKG amroTéAeopa dev Ba cival TToTé TO 10
oTnVv  TPAYMATIKOTATA, auTH GAwOoTe eival Kal N dIadpacTIKOTNTA Tou OAou
TPAyMaToG. AuTo cupBaivel yiati To kKGBe avTikeiyevo BpiokeTal atmd Tov XpRoTN MIa
TUXaia oTIyurA, apa Kal Ta €TTTTEdA TWV AXWY CUVNXOUV WETATOTTIOMEVA TUXAia OTOV
XPOvo. Ta avTikeigeva autd gival OAa Toug PIKpd BpalopaTta atmd GAAOUG TTIVAKES TOU
Dali. BeBaiwg mépav OAWV TWV AXWV TWV AVTIKEIHEVWY, UTTAPXOUV TTOANOI aKOPa
NXOl TToU TTPOCTIBevVTal OTNV OAIKA HiEn, OTTWG yia TTapddelyua o1 Axol Kivhong Tou
avdpeikehou (BApata, avdoda, TPAuPaTIONdS), of Axol TTEPIBAAAOVTOG (OUYKPOUTEIG
Bpdxwy, nxor exBpwyv, INXAVIKOI fX0I), KAl Ol X0l ToU PEVOU.

‘OAol o1 fixol TTou PTTOPEl Kaveic va akouael OTo TraixVvidl €xouv dnuioupyndei ota
TAQicIO TG TITUXIOKNAG QUTAG €pyaciag. ‘Exouv yivel Kal MEPIKEC €CWTEPIKEG
NXOYPOPAOEIG, O TTEIPAUATIKO KUPIWG OTASIO. ZXETIKA PE TNV dNIoUpYia Twv AXWV
MTTOPOUME va TTOUME OTI XwpiovTtal o€ dUO KaTnyopieg. 'Hyol o1 o1roiol TTpoEépyovTal
MéoWw OloPOpwWV ETTEEEPYOCIWV KATTOIAG NXOYPAPNOoNG Kal fAXol oI OTToiol £Xouv
onuIoupynBei atrd NAEKTPOVIKOUG TAAQVTWTEG.

2.4.3 O1 avTIKATAOTACEIC TWV AXWYV / AVTIKEIUEVWV.

O1 avTIKOTOOTAOEIG TWV OUVOETWV NXWV TWV TPIWV TTIVAKWY OTTWG eifTaue dev gival
TUXQieg, TUuXaia OPwg eival n oTiyun €loaywyng Toug. Mapakdrw PAETTOUME TIG
avTikataoTdoelg autég (EIK. 17).
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Eikéva 17 : O1 avTIKATAOTACEIG TWV AVTIKEIMEVWYV / fXWV.

2TV Tapammavw eIkéva TTapoucidfovtal 9 avTikeigeva. Ta avTikeipeva 1,2 kar 3
QVTITTPOOWTTEUOUV TOUG 3 OUVOETOUG AXOUG QVTIKEIMEVWY TNG TTPWTNG TTioTag, Ta 4,5
Kal 6 avTITTPOOWTTEUOUV TOUG OUVOETOUG AXOUG QVTIKEINEVWYV TNG OEUTEPNG TTIOTAG, TA
7,8 kai 9 Tng TPITNG TTioTAg. AUTO Onuaivel 0TI 0To TEAOG TNG TTPWTNG TrioTag Ba
UTTAPXEI CUVAXNON TWV AXWYV TWV QVTIKEIWEVWY 1,2 Kal 3.

Ymrapyouv BERaia Kal SIOPOPETIKES TTIBAVEG OUVNXNOEIG NXWV AVTIKEIMEVWV.
MNa rapadeiyua:

O xpRoTng WOAIG €xel texiviioel Tnv Tpitn TTioTa. AuTO onuaivel TTWG EKEIVN TV OTIYUA
ouvnxouv ol NXOl avTiKEINévwy TnG OeuTepng TioTag (4,5,6) tépa SAwv Twv
UTTOAOITTWY AXWV TNG TPITNG TTIOTAG, AXWV XapakTipa K.ATT. MOAIG 0 XprioTng TTdpel
TO QVTIKEIYEVO 7, O NXOG TOU QvTIKEINEVOU 7 Ba €pBel va avTIKATOOTHOEl TOV AXO
avTikelpévou 4. Ekeivn Tn oTiyur Ba ouvnyxouv o1 X0l TwV aVTIKEIYéEvwyY 7,5 ,6. TN
OUVEXEID O XpoTng Ba Bpel To avTikeigevo 8 Kal 0 X0 Tou avTikeIuévou 8 Ba €pBel
va QvTIKaTooTAoEl Tov Axo avTikeiyévou 5. Tote Ba ouvnyxolv o1 fAXOl Twv
avTikelyévwy 7,8,6. TENOG 0 XpNotng Ba PBpel TOo avTikeiuevo 9, oTTéTE 0 XOG TOU
avTikeEIuévou 9 Ba avTiKaTtaoTrioel ToOv AXO0 Tou avTikelhévou 6. Exkeivn Tnv oTiyun, Aiyo
TpIv T0 TEAOG TNG TPITNG TTioTag, Ba cuvnyouv ol Axol 7,8,9. EGv dpwg o xpnotng
£Bpioke TTPWTA TO avTiKEigevo 9 otnv Tpitn mioTa, 16T€ Ba UTTAPXE CUVAXNON TWV
AXWV TWV avTIKEINEVWY 4,5 Kai 9.

OAeg o1 mMBavéG ouvnNXNOEIS TWV AXWY QVTIKEIMEVWY TTOU PTTOPOUV VA TTPOKUYWOUV
€ival o1 TTapaKaTw:

e nxog 1
e nxog2
e nxog3
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nxor 1,2

nxoi 1,3

nxoi 2,3

nxor 1,2,3
nxor 1,5,3
nxoi 1,2,6
nxoi 1,5,6
nxoi 4,2,3
nxoi 4,5,3
nxoi 4,2,6
nxoi 4,5,6
nxoi 4,5,9
rnxoi 4,8,6
xoi 4,8,9
nxoi 7,5,6
nxoi 7,5,9
rxoi 7,8,6
rxoi 7,8,9
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Kepdahaio 3° : Muwg éxel dnuioupynBei To Dali’s Dreams.

3.1 Tpomoc 66unonc Twv evioAwv oto TTePIBAAAov Construct 2.

O1 evioAég Tou Construct civar dopnuéveG KATTWG £T01 OTTWG QaiveTal TTAPAKATW
mapddeiyua (Eik 18).

1 = Stage 1 Engine
= aS}rstem Lg}fr:r “main1” is

]

visible
3 aS}rstem Trigger once o) Audio Play pcBack2 looping at volume 0 dB (tag ™)
o) Audio Set listener object to . playerBox
aS}rstem Save game to slot “save(1”
4 aS}rstem Every tick [indic1 Set X to map 1.X + (playerX/27.5)
[indic1 Set Y to mapl.Y + (player.Y/27.5)

Eikéva 18 : Mapddeiypa d6unong evioAwv oto Construct 2.

2710 TTapddeyua autd PBAETTOUNE pia evTOAR TUTTOU system. H evioAn ekTeAgital poOAIg
n otTpwon «maini» yivel oparh, 161 XpnolyoTroicital 1o trigger once (TTupoddéTtnoe/
EVEPYOTTOINOE pia @opd) yia va evepyoTToInoel Tov nXo «pcBack2» oe évraon O db,
yia va TOTTOBETACEI TOV AKPOATH aTn BE0N TOU XAPOKTAPO TTOU EAEYXOUUE, Kal yia va
«owaoel» 1o TTaIxvidl ag otnv Béon save01. Etiong xpnoiyoTrolital n evioAr every
tick (k@Be oTiyun) yia va B€1el KABE XPOVIKA OTIyur) TNV B€0n TOUu QvTIKEINEVOU
«indicl» oTtnv B¢éon Tou TTaiXTN Mag, TTAvw oTov XApPTN Tou TTaixVvIdIou.

Eikéva 19 : O XapakTipag Tou Traixvidiou Kal To avTikeipyevo playerBox.
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10

13

14

17

18

3.2 MNwc¢ £xel TTPOYPAUUATIOTEI O XAPOKTAPAC / APWAC TOU TTaIXVIOIOU.

Mapakdtw Ba doupe apXIKA TIG EVTOAEG TTOU aQOPOUV TOV XOPAKTAPA TOU TTaIXVISIOU
(Eix. 20, EIk. 21), é&tmeita Ba eioXwpriooupe BabuTepa.

£ movement & player anima

4” System

H & System

fic player

B Keyboard

” System
R Keyboard
ﬁ System

-9. playerBox

B Keyboard
=B Keyboard

=B Keyboard

fi: player

” System

. playerBox

& player

On start of layout

Every tick

i) Audio
o)) Audio

Is outside layout ” System

Right arrow is
down

Trigger once
Left arrow is down

Trigger once

i Platfarm On
jurnp

R is down
On R released

On E pressed

X Is animation
"swordHit" playing
sword = 1

5 Platform is
moving

X s aniration
"swordHit" playing

B playerBox | X 3 Platform

is jumping

M clayerBox | X 5 Platform

is falling

R Keyboard Ris down

E =S Keyboard

On R released

. playerBox i Platform is
moving

. playerBox i Platform is
on floor

M olayeBox | X S Platform

19. playerBox

19. playerBox

is moving

i Platferm On
moved

i Platferm On
stopped

19 3 = [l playerBox | 5 Platform On

20

21

landed

. playerBox i Platform is
m

aving

M playerBox | X 3 Platform

is maoving

fi player

it player

& player
o)) Audio

g System
. playerBox

. playerBox

it player

fir player

fic player

fic player
fi- player

fi player

fi player

fir player

Preload JumpH3
Preload JumpH4
Set health to 0

Set Not mirrored

Set Mirrored

Set animation to “jumpfromrun” (play from beginning)

Play choose("jumpH3","jumpH4~) not looping from Sounds at 0 dB (tag jump™)
Wait 0.2 seconds

Seti Platform maximum speed to 200

Seti Platform maximum speed to 100

Set animation to "swordHit™ (play from beginning)

Set animation to "run” (play from beginning)

Set animation to "walk™ (play from beginning)

Set animation to "idle” (play from beginning)
Set animation to "walk™ (play from beginning)

Set animation to "idle” (play from beginning)

Set animation to "walk™ (play from beginning)

Set animation to "idle” (play from beginning)

Eikéva 20 : EVTOA£G TTOU a@opoUv Tov XapakTHpa Tou TTaixvidiou (1).
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2 g = § player

23

24

25

26

On animation
"swordHit" finished

. playerBox i Platform is
moving

x i Platfarm
is moving

. playerBox

x i Platfarm is
maoving

. playerBox

- or -

x i Platfarm is
on floor

. playerBox

q). playerBox i Platform On fall

f player

. player

o) Audic

i player

Set animation to

Set animation to

Stop “walk”

Set animation to

“walk™ (play from beginning)

“idle” (play from beginning)

“fall” (play from beginning)

Eikéva 21 : EvToAég TTou agopoUv Tov XapaKTrpa Tou Traixvidiou (2).

Acg avaAuooupe Tnv evioAn 10 yia TTapadeiyua (Eik. 22).

i player

= [ Keyboard | On E pressed
it player X Is animation
"swordHit" playing
ﬁS}rstem sword = 1

Set animation to "swordHit" (play from beginning)

Eikova 22 : H gvioAn xapakTrpa vouuepo 10.

Auté onuaivel TTwg POAIG TTaTnBei TOo TTAAKTPO (€), edv dev TraifeTal dN TO0 animation
(kivoupevo ox€di0) «swordHit» kai €dv n yeTapAnTi «sword» gival peyaAutepn n ion
Tou 1, TOTE BEDE O€ avatTapaywyr] To animation «swordHit».

3.2.1 H ouputrepipopd ToU XOPAKTAPA.

O1rwg BAETTOUPE OTIG EVTOAEG TTOU a@opoUv Tov xapakthpa (Eik. 20, Eik. 21), otnv
oucia degv XeIpICOPOOTE GUETO TOV XAPOKTHPO aAAG TO avTikeiuevo «player box». To
YPOQPIKO TOU XAPaKTAPa aTTAG BpiokeTal KABE OTIYU «KOAANUEVO» TTAvVW OTO PTTAE
KOUTAKI QuTO, OTTWG QaivETAl KAI OTNV TTAPOKATW £VTOAN (EIK. 23).

'ﬂl Systermn

Every tick

fi player

Set position to . playerBox (image point ()

Eikéva 23 : EvioAf TTou a@opd Tnv B€on Tou ypa@IikoU ToU XapakTApa.
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To avrtikeipevo «playerBox» éxel Tnv ocuptrepipopd «Platform» n otoia €xel Ta
opiopara Max speed (péyiotn Taxutnta), Acceleration (emitdyxuvon), Deceleration
(empBpdduvon), Jump strength (duvaun TTndAPatog) , Gravity (Baputnta), Max fall
speed (péyiotn TaxutnTa TITWOEIG), Default controls (TTpoemmAsyuéva  kouutid
Xelpiopou), Initial state. 1o oxfua PAETouue kal Tnv oTpwon (layer) oTnv oTroia
QVNKEl TO AvTIKEiyEVO, OTnv «mainl» &nAadn, Tnv kAion (angle) Tou, Tnv Béon
(position) kai To péyeBOG (size) Tou (EIk. 24).

MName playerBox
Plugin Sprite
D 5
Global Mo
Layer main
Angle 0
Opacity 100
+ Position 1848.794, 156.224
+ Size 15.664, 29.879
Add [ edit Instance variables

Max speed 100
Acceleration 700
Deceleration 700
Jump streng... 630
Gravity 1300
Max fall speed 3500
Default cont... Yes
Initial state Enabled

Eikéva 24 : O11016TnTEG TOU avTikelgévou playerBox.

3.2.2. Ta ypa@ik& Tou YapakTpa / animations.

O Apwag Tou TTaIXVIBIOU QaiveTal va €xel OAEG TIG 1810TNTEG TOU AVTIKEINEVOU AUTOU,
KOl To ypa@ikd (animations) Tou TTpo@avwg Kal eEaptwvTal  amod TIG KIVAOEIG TOU
«playerBox». Mapadeiypatog xdpn oTig evioAés 11,12,13 (Eik. 20) BAEToupe TTwg
000 1O TTAAKTPO (r) €ival TTaTnuévo, eav dev TraideTal ndn To animation «swordHit» kai
€Av O TTaiXTng pag oev BpiokeTal oTov aépa WETE atrd TdNPa, TTaifeTal To animation
«run». Zta TapokdTtw oxAuata BAémoupe kKapé-kapé (frames) T animations
«jumpFromRun» (Eik. 25) kai «swordHit» (Eik. 26).
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. Edit image: player (jurmpFromRun, frame 5)

OB @< XD 3

L idle

L walk

[ jumpFromRun
EL die

EL teleport
EL teleport2
L use

L run

L swordHit
L fakeDeath
LI fall

(L land

W 4% &0 NN @

400% Mouse: -35, -2 43 x 64 PNG-32

CL] idle

EL walk

[ jumpFromRun
L] die

L teleport
[I teleport2
L use

L run

[L] swordHit
L] fakeDeath
CL fall

[L land

&
4
rd
7
O
&
Vi
&
4

200% Mouse: -10, -25 103 %102 PNG-32

Animation frames (7)

Eikéva 26 : Ta kapé Tou animation «swordHit».
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>tnv EIK. 25 kai Eik 26 BAETTOUNE €TTiong OAa Ta TBavda animations TTou PTTOPEI Vo
avatrapaxBolv katd Tn OIGPKEIQ TOU TTaIXVIOIOU, avaAoya TTavia PE TO TI KAVElI TO
avopeikeAd poag. MNa tmapdadeiypa, étav TTeBaivel 0 XOPAKTAPAG, EVEPYOTTOIEITAI TO
animation «die». Otav TTdpoupe KATTOIO AvTIKEiueVO TOTE TTaidel TO animation «use»
KAl avTioToIXa evepyoTToloUvTal Kal OAa Ta uttOAoITTa animations pe Tnv oeipd Toug
OTav KaAu@BoUv ol avTioToIxeg ouvlnkeg. MNa Tnv KaAR atmoTiTTwon TNG Kivnong Tou
XOPAKTAPQ, £XOUNE opioel anueia IcoppoTTiag Kal TaxUuTnTa d1Iadoxns Twv dIadOXIKWY
KapE.

3.2.3 MNwc xelpileTal 0 xpAoTNC TOV XOPOKTAPA.

O npwag Pag OTTwg £XOUE NONn TTEl, XEIPICOPEVOG aTTd TOV XProTn £€xel Tnv
ouvaToTNTa KATTOIWY BaCIKWY evepyelwv. Or evépyEiEG auTEG TTEPIOPICOVTal O€ Kivnon
TPOG Ta aploTePd Kal Kivnon Tpog Ta Oe€id (xpnoldoTrolwvTag Ta PeAdkia Tou
TTANKTPOAOYiou avTioToIxa), TTASNUA (TO TTAAKTPO BEAdKI TTPOG Ta TTAVW), ETTIBETIKN
xpnon Tou otrabiou (TTAAKTPO €) Kail diddpacn pe 1o TTepIBAAAoV (TTARKTPO space). Ta
TTAAKTPO OTa OTToia €xouv €TTiong avaTeBei evépyeleg eival 1o (i) yia TTapouciaon
AioTag katexdvTwy avtikeigévwy (inventory), 1o (p) yia TTalon Kal Pevou, 1o (r) yia
TPECIMO, Kal TO (S) yla owoiuo Tou Traixvidlou OTa GnuEia TTOU POG ETTITPETTETAI.
ETriong yia Adyoug dokiung Tou TTaixvidiou, £xel avateBei oto TTANKTPO (1) N Asitoupyia
ypriyopou goptwuatog (quick load).

3.3 O kéouoc Tou TTAIYVIOIOU.

Ooov agopd Tov KOOWO Pag, OTTWG €xel NON TTpoava@epdEi Exoupe Evav TTivaka yia
K@Be Ttriota. OAOg 0 KOOMOG gival XTIOPEVOG TTAVW OTNV AOYIKA TNG AIWPOUUEVNG
TAaTQOpUag (platformer) omwg €xel emiong mpoavaepBei. Ymrapxouv OnAadn
KATToIEG TTAATQOPUEG N «emiTTeday», oTa otroia Padilel o xapaktipag pag. MaAioTta
TTOMEG QOPEG O TTAATPOPUEG AQUTEG eival adpaTeg oTTdTE Ba XpelaoTei iowg Aiyn
TTOPATTAVW QAVTOCia OUTOG WOTE O XPROTNG VO KATAPEPEI VA TIG EVTOTTIOEl KAl vd
Badioel Tavw o€ auTég. To yeyovog auTtd atrd Jovo Tou BETEl Eva TTaPATTAVW ETTITTEDO
duokoAiag oTo Traixvidl. Mépa amrd Ta emiTeda, 0TOUG KOOGHOUG UTTAPYXOUV KATTOIO!
ypipol TTou KaAgiTal 0 XpHoTng va Auael, uttédpxouv dUo TUTTOI «EXBPWV» TTOU KaAEITal
VO QVTIMETWTTIOE! (01 HAIOI TTOU EKTOEEUOUV NAICKOUG O€ opQPr OQaipag Kal ol YiyavTeg
TTOU BaCTOUV OQUPIA),UTTAPYXOUV KATTOIA AVTIKEIUEVA Ta OTTOIa AAANAETIOPOUV PE TOV
KOOUO (AePi€deG, paadAia, paxaipl) Kal TEAOG, UTTAPXOUV KATTOIa AVTIKEIHEVA eXOPIKA
TTOU TTPOKAAOUV «CnuIG» OTOV XAPAKTAPA (TTETPESG, NAEKTPIOUOG). O XOpPOKTAPAG £XEI
TPEIG «CWES» Kal HONIG aUTEG XaBO0UV ETTIOTPEPEI OTO TEAEUTAIO ONUEIO TTOU TO TTAIXVIdI
£XEl «Owael» TNV KataoTaor] Tou. O1 «{wégy XavovTal €ite atTd Toug £xBpoUg giTe attd
TO TTEPIBAAANOV €iTE OTTO TITWON O€ KEVO €KEN TTOU Oev UTTAPYXEI TTAOTQOPUA yia va
TTPOOYEIWOEI O XaPOKTHPAG.

21NV TTapakdTw eikéva (Eik. 27) BAETToupe autég TIG TTAATQOPUES Ol OTTOIEG Eival
adpaTeg aTo Traixvidl Kal €xouv Tnv 1816TNTA jump through.
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Eikéva 27 : O1 adpateg TTAATQOPUES 1) AAAIWG TTATWHPATA TOU TTaIxVISIoU.

Otrou BAETTOUME OTI UTTAPXEI KOKKIVO XPWHO onuaivel 6Tl 0 XAPOKTAPASG TTOU
XEIPICOPOOTE PTTOPEI VA «TTATATE (EKTOG ATTO TO TETPAYWVAKI UE TOV TTPACIVO KUKAO
TTAvw OTa OKOAIG - O€ AVTIKEINEVA oAV KI QUTO OwEeTal N TTPO0S0G TOU TTaIXVISIOU).

‘Exouv xpnoipotroinBei kamoia diodidoTata ypa@ika dnuioupynuéva atro KAANITEXVES
TOU Www.opengameart.com, 10 OTToid PTTOPEI va XPNOIPoTToINceEl 0 KAl évag yia
TTPOCWTTIKA XPAoN.

3.3.1 Empuépouc avaAuon KwaIKaA.

2tnv emopevn eikova (Eik 28) Ba douue TIG OUO TTPWTEG EVTOAEG TOU (PUAAOU
YEYOVOTWVY TOoUu SEUTEPOU KOGHOU KOBWGS KAl TO TTWG €I0AYOUNE PETABANTEG Kal AAAG
@UAAO yeyOVvVOTWY YIa va ouuTTEPIAN®OOUV Kal autd oTo KOopo auTtd (Eik. 3.11). Otav
xpnoipotroioUpe include (Eik 29), otnv oucia cuptrepiAauBdvoupe kai GAAa event
sheets (QUAAa yeyovoTwy) Kai Ta global numbers €ival o1 TTayKOOUIEG PETARANTEG.
Mpo@avwg Kal OTOV KWOIKA ToU TTaIXVIOIOU £XOUV XPNOIKMOTTOINOEI KAl APKETEG TOTTIKEG
METABANTEG.
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file:///C:/Users/user/Desktop/rata1209/www.opengameart.com

1 B Stage 2 Engine

2 L : function On "stage2to3” ﬂ System Go to Stage 3
ﬂ System Set health to 3
3 #ﬁl System On start of layout . playerBox Seti Platform gravity to 0
. playerBox Set position to @ runeTellto2_2 (image point 1)
i player Set animation to “teleport2” (play from beginning)
teleportSprite2 Set animation to “default™ (play from beginning)
ﬂ System Wait 1 seconds
. playerBox Set i Platform gravity to 1300
.pla}rerBox Stop ignoringiplatform user input
o) Audio Set listener object to . playerBox

Eikéva 28 : O1 dUo TTpwTEG EVTIOAEG TNG UNXOVIG TOU OEUTEPOU KOO UOU.

Include: menu & GO
Include: movement & anima

Include: World3

Include: GUI

& Global number sword = 0
& Global number bean3 = 0
ﬁ! Global number bean2 = 0
Q) Global number BEAN1 = 0

Eikova 29 : ZuptrepiAnwn dAAwv event sheet kai global numbers.

Ag e&nynooupe Aoimmév avaAuTIKG Twpa TIG U0 AUTEG EVTOAEG TTOU BAETTOUME OTNV
€IKOva 28.

H ypapun 2.
MOAIG KANBei N cuvapTnon «stage2to3x»:
e Tyaive oTnv TrioTa 3 Kal B€oe TNV TIPA TNG METABANTAG «healthy ion pe 3
H ypapun 3.
>1nv apxn Tng didragng (trioTa 2) :

e Opioe TNV BaplTnTa TNG CUNTTEPIPOPAS TTAATPOPUAG ion pe O OTO AVTIKEINEVO
«playerBox»

e 0Bféoe Tnv Béon Tou avTikelnévou «playerBox» idla pe autrv TnG B€ong TOU
avTIKeEIyEvVou «runeTel1to2_2» oTo onueio TNG EIKOVAG TTOU £XEl OPIOTEN WG 1

e gvepyoTToinoe To animation «teleport2» oT1o avrikeipevo «player»
evepyoTtroinoe 1o animation «default» avrikeipyevo «teleportSprite2»

o 1O OUOTNMA TTEPIPEVEL Eva BEUTEPOAETTTO (APKETO WOTE VA OAOKANPWOEi TO
animation «teleport2»)

e Opioe TNV Baputnta TNG OCUNTTEPIYOPAG TTAaT@épuag ion pe 1300 oTo
QvTIKEiuEVO «playerBox»

e OTOMATa va ayvoeic Tnv €icodo Tou XpNoTn (Kouutmd TTAorjynong) Tou
avTiKeIuévou «playerBox»

e OpIOE WG AKPOATH TO QVTIKEINEVO «playerBox»
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3.4 Anpioupyia 1exvntAg Cwng (Artificial life / A.L.).

Av kaveig maigel To traixvidl, 6a kAnBei va avTiyeTwTrioel évav yiyavta ex6p6 (EIK.
3.11) otnv &eUTepn TrioTa KAl évav oTnv Tpitn TioTa. AuTOG 0 e£x6po¢ dev Ba
MTTOPOUCE va UTTApxEl TTapd Povo €av Tou divape wry, 0€ avtiBeon Pe ToV APWa Pag
TOV OTTOIO XEIPIOUAOTE EWEIC.

Eikéva 30 : O yiyavTag Kal Ta YEWPETPIKA OXAUATA TTOU aTTapTiCouVv T vonuoauvn Tou.

To «kitpivo opBoywvio Tou BAETTOUME TTAVW-APIOTEPA OTnV €IkOva 30 Aéyertal
enemyVision kal gival otnv oudia n épacn Tou yiyavra. EAv oke@TOUPE TTWG TO
KEVIPO TOU opBoywviou autoU egival POviga TTPOCKOAANPEVO oTov yiyavia 6a
KataAdBoupe 0TI HOAIG O XapaKTAPAG pag Bpebei evidg Tov opiwv Tou, 0 yiyavTag Pag
ToV BAETTEl.

To kbékKIvo 0pBoywvIo KATW-apIoTEPA gival TO avTiKEiuevo enemyfeet kal £xel va KAVEI
ME TNV TTEPIOXN Twv TTOdIWV Tou yiyavTa. OTTwg gival Aoyiké OTav 0 XApPaKTHPOG HOG
BpiokeTal oTnV TTEPIOXA TTOBIWY TOU YiyavTa, autdg OEV PTTOPEI va POG XTUTTHOEI JE TO
o@upi Tou &I6TI gival pakpu. ‘ETol To avTikeipevo enemyfeet eival otnv oucia pia
ouvOnkn eAéyxou améoTacng yiyavra-xapaktipa (0Tmwg kai 7o enemyVision) kai
ammAd otav Bpebouue oTnv TTEPIOX TTOdIWV TOou, O Yiyavrag Trnyaivel TTPog Tnv
avTiOeTN KATEUBUVEON VIO VA PTTOPECEI VA JAG XTUTTHOEI E TO GQUPI TOU.

O pol kUkAog Oe€ld-Travw civalr 70 avTikeigevo collisionCircleHIT. To kévipo Tou
KUKAOU auTou gival POVIMA TTPOOKOAANUEVO OTO KEVTPO TOU KEQAAIOU TOu o@upIoU.
‘ET01, dnuioupyouue Pia ouvBnikn TTou €AEYXEl TO TTOTE O NPWES HAG £XEI XTUTTNOET Kai
MOAIG auTé yivel 0 XapaKTHPOG Hag XAvel hia {wh €K TWV TPIWV TTOU £XEI CUVOAIKA.

28



TéNoG, TO JTTAE opBoywvio KATw-Oe€Id  €ival TO  QvTIKEINEVO  enemyBox.
XpnolPoTToIEiTal yIa va eAEYXEl TO TTOTE O NPWAG PAG £XEI KATAPEPEI VA XTUTTACEI TOV
yiyavta pe 1o o1mabi Tou. MOAIG n ouvBrikn auTh IKkavoTroinBei agaipeital évag TToOVTog
CWAG €K TWV TPIAVTA TTOU €XEl O yIyavTaG.To owua Tou yiyavta padi ge 1o opupi
atroTEAOUV aTTAG €va ypa@Iko TTou atrd POVo Tou Oev €xEl Kadia AsiToupyia TTEpav Tou
OTITIKOU.

2Tnv 0elTepn TrioTa Tou TTaIXVIOIOU &gV €iaOTE avayKaouévol va agxoAnBouue ue
TOV yiyavTa, OPwG oTnv TPITN TTOTA O yiyavtag pog divel éva avTIKEIPEVO-Xo HOAIG
NTTNBEI, TO OTTOIO €ival ATTAPAITNTO 0TV OAOKARPWGN TOU TTaIXVISIOU.

Mapakdtw otnv Eikéva 31 BAéTTOUPE avaAUTIKA OAOV TOV TTPOYPOUUATIOTIKO KWOIKA
TTOU aTTapTiCEl TOV yiyavTa.
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& Global number enemyhealth = 30

1 z Stage 3 Engine

5 ﬁSystem Every tick ® collisionCircleHIT Set position to +, enemy (image point 1)
. enemyfeet Set position to 4, enemy (image point )
s ENEMY Set position to . enemyBox (image point ()
enemyVision Set position to . enemyBox (image point 0
*) i 1
2 g enemyVis... :jasﬁ:rbll_;;:?f&ght
23 =) enemyVis.. X > playerx
. enemyfest 3 Is . enemyBox Simulate i Platform pressing Left
24 ﬁerlapping 4y ENEMY Set Mirrored
playerBox
25 ﬁSystem Else . enemyBox Simulate i Platform pressing Right
e ENEMY Set Not mirrored
26 =] enemyVis... X < playerx
. enemyfeet 3 Is . enemyBox Simulate i Platform pressing Right
21 gverlapping e ENEMY Set Not mirrored
playerBox
28 ﬁSy:tem Else . enemyBox Simulate i Platform pressing Left
s ENEMY Set Mirrored
. enemyBox i Platform is 4y ENEMY Set animation to "walk” (play from beginning)
- maving
enemyVis... Has«i# LineOfSight
to § player
enemyVis... I Hasei» 4y ENEMY Set animation to "idle™ (play from beginning)
30 LineOfSight to
player
18 enemylis... Is overlapping .
playerBox
.enemyfeet X e ENEMY Set animation to “hit” (play from beginning)
= Et::r%ﬂ;g . . enemyBox Start ignoring i Platform user input
33 ﬁSystem Else . enemyBox Stop ignoring i Platform user input
2 enemyVis... 3 Is overlapping . enemyBox Stop ignoring i Platform user input
. playerBox
3 g = @ collisionC... g ;ﬂ;:rogo\a:th
% s ENEMY Is _animatilon . enemyBox Set i Platform Disabled
“hit" playing .playerEDx Startignoringiplatform user input
'nSystem Subtract 1 from health
o)) Audic Play choose("bloodl”,"blood2™) not looping from Sounds at -10 dB (tag “blood”)
'nSystem Create object | blood3 on layer 0 at (player. X, playerY -40)
'nSystem Wait 0.1 seconds
5 player Stop animation
5 player Set animation to “fakeDeath™ (play from beginning)
ﬂSystem Wait 0.5 seconds
.playerEDx Stop ignoringiplatform user input
. enemyBox Set i Platform Enabled
7 gl ememy lez;iir:r;ation "hit"
s ENEMY Animation i) Audio Play hammer3 not looping at velumne -10 dB (tag “hammerhit”)
38 frame = 3

ﬁSystem Trigger once
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1 player Is animation
E "swordHit" playing

ﬁ System enemyhealth > 0

40 = i player O!"I collision ﬁSy:tem Subtract I from enemyhealth
SR e ﬁSystem Create object ¢ bloodd on layer "save™ at (enemy.X, enemy.Y-70)

o)) Audio Play choose("blood1”,"blood2™) not looping from Sounds at -10 dB (tag "blood”)
41 ﬁ System enemyhealth = 0 . enemyBox Destroy

. enemyfeet Destroy

enemyVision Destroy

@ collisionCircleHIT Destroy

e ENEMY Set animation to "die” (play from beginning)

ﬁSystem Wait 0.1 seconds

ﬁ Systemn Subtract 1 from enemyhealth

o)) Audio Play diel not looping at velumne -15 dB (tag “die”)
42 -D. enemyBox  On destroyed ﬁ Systemn Create object | Hammer on layer 0 at (enemy.X, ensmy.y)

ﬁ Systemn Create object | pillar on layer "main3” at (enemy.X, enemy.y)

ﬁ Systemn Wait 10 secends

ﬁ Systemn Set enemyhealth to 30

Eikéva 31 : O1 evioAég TTou agopolv Tov yiyavTa.
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Kepdhaio 4° : O1 rixol tou Dali's Dreams kai WG £XOUv
dnuioupynoEi.

4 .1 Mwc sppavidovtal / elodyovTal ol AXOL.

Omrwg Tpoava@épObnke, yia va TTEPAcEl 0 XPAOTNG OTNV €TTOMEVN TTiIoTA, Bpiokel Tpia
avTikeipeva, Tpeig Aoimmdv AXoug ol oTToiol TTPOCTiBevTal Kal dnuioupyouv autd TO
MEAWDIKG a@npnuévo nNXoToTrio. AUToi O fXOI, Ol NXOI TWV AVTIKEIHEVWY Eival KATA
KUpIo AOyO peyAANG OIAPKEIAG KAl OTTWOONTTOTE EVOPHOVICHEVOI aPoU €xOouv aiyoupa
Mouoiké xapakTApa. 'ETol, n k&Be TTioTa, 0 KABE TTiVAKAG JTTOPOUE VA TTOUME OTI £XEI
TO «Tpayoudi» Tou. Oa nATtav TOAU eKTevéG €dv  avaAuape OAoug  Toug
EVAPUOVIONEVOUC AXOUG , OTTOTE aG MIANCOUWE Yia TO Tpayoudl Tng deUTEPNS TTIOTAG,
Tou Trivaka «Soft Construction with Boiled Beans (Premonition of Civil War) (1936)»
onAadn.

2TO QVTIKEIMEVO «KPaAVio» TO OTTOI0 PBPIOKETAI OTITIKA KATW-APICTEPA OTOV TTiIVAKO
(akpIBwG KATW aTTd TNV TTUAN OTTOU €ICEPXETAl O XPNOTNG OTnv OeUTEPN TiOTA),
QVTIOTOIXEI 0 AX0G «pPianoGr2T». Tnv wpa TToU 0 XPAOTNG TTAPEI AQUTO TO QVTIKEINEVO
€I0AYETAl O KAIVOUPIOG NXOC Kal Traipvel TNV B€0on Tou fxou «pianoGrlT» o oTroiog
QVTIOTOIXEI OTO QVTIKEIMEVO «POASI» TnNG TpwTtng TioTag. O1 TTPOoyPaUHATIOTIKES
eVEPYEIEG TTOU AauBdAvouv Xwpa HOAIG 0 XPAOTNG TTAPEI TO AVTIKEIMEVO «Kpavioy gival
ol akOAoubeg (Eik. 32).

= i player Is overlapping s
death
51 = EH Keyboard = On Space pressed o) Audio Play magic arp1 not looping at velume -20 dB (tag “itemtake”)
ﬂ death Destroy
ﬂ deathinv Set opacity to 100
getDeath Set animation to "Default™ (play from beginning)
aS)rstem Save game to slot "save01”
o) Audio Play pianoGR2T looping at volume 2 dB (tag “death”)
528 @@ desthinv | Opacity = 100
53 aS}rstem Every tick o) Audio Set “clock” volume to Audio.Volume(" dock”)-(dt*3) dB

Eikéva 32 : H avtikatdotaon Tou Axou pianoGr1T ammé Tov fxo pianoGr2T.
‘Exouv emonuavoei 0TTwg BAETTOUME 01 EVTOAEG TTOU aPOPOUV MfXO.

BAétToupe OmI uOAIG 0 xprioTng TTdpel TO avTikEiyevo (evépyeia: ‘itemtake’) , apyika
akoUyETal 0 fX0g «magic arpl» TTou akoUuyeTal HOAIG O XPriOTNG TTaipVEl OTTOIOONTTOTE
QVTIKEIJEVO KAl TAUTOXPOVA EICAYETAl O NX0G «pianoGR2T». Tnv idia oTiyun yiveral
opaTd TO AVTIKEIMEVO TOU Kpaviou oTnv ANioTa Twy KATEXOVTWY AVTIKEIWEVWY (TTAAKTPO
i) Kal YivETQI KQI N ATTOXWENON TOU XOU TTOU QVTIOTOIXEI OTO QVTIKEIUEVO «POASI» TNG
TPWTNG TTioTag. BAéTTOUNE TNV evépyeia auTr TTapattdvw (Eik 32).

2TO QVTIKEIMEVO «TPIAVTAQUAAO» TTOU BpiokeTal TTAvw atrd Ta adpata PaviTapia aTo
TPWTO ETTITTEDO TNG TTIOTAG, OTITIKA KATW KEVTPIKA OTOV TTVOKA, QVTIOTOIXEI O AXOG
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«ratGuitMix1T» trou £pxeTal va TTépel TNV B€on Tou AXOU Tou avTIKEIyévou «lincolny
TNG TTPWTNG TTOTAG, TTOU QVTIOTOIXEI OTOV X0 «anases3» AvTIOTOIXd, Ol EVEPYEIEC
TToU yivovTail €ival o1 akGAOUBEG, OUO0IWG.

SE| & player Is overlapping 48 rose
55 = & Keyboard ~ On Space pressed o) Audio Play magic arp1 not looping at volume -20 dB (tag “ttemtake”)
& rose Destroy
@ roseinv Set opacity to 100
getRose Set animation to "Default™ (play from beginning)
ﬂ Systern Save game to slot “sawel1”
o) Audio Set “linc” volume to -(dt"60) dB
o) Audic Play ratGuitMix1T looping at velume 0 dB (tag “rose”)
561 4 roseinv Opacity = 100
57 ﬁSystem Every tick o) Audic Set “linc® volume to Audio.Volume("linc")-(dt*3) dB

Eikéva 33 : H avtikatdotaon Tou fxou anases3 atré Tov fxo ratGuitMix1T.

To TeAEUTAIO QVTIKEIMEVO TNG BEUTEPNG TTIOTAG €ival TO «XITAEP» KOl QVTIOTOIXEI OTOV
nxo «DOE_N1» T1ou HOAIC TrapbBei épxetar kar autd e Tnv oeipd TOUu va
QVTIKOTAOTACEI TOV AXO «N0iz511T» TTOU QVTIOTOIXEl OTO QVTIKEIUEVO «UATI» TNG
TpwTNG TrioTag. [Mapakdtw PAETTOUPE  TIG TTPOYPOUUATIOTIKEG  €VTOAEG  TTOU
eKTEAOUVTAI POANIG O XPAROTNG TTAPEl TO «XITAEP», QKPIBWG OTTWG Kal PE Ta GAAa
QVTIKEIPEVA.

it player Iz averlapping £
1 play pping £
*8E hitler

59 =S Keyboard | On Space pressed o)) Audio
£y hitler
£ hitleriny

getHitler

ﬁ System
o)) Audio

608 & hitlerinv | Opacity = 100
61 &k System Every tick o)) Audio

W rockCreation

Play magic arp1 not looping at velume -20 dB (tag itemtake”)
Destroy

Set opacity to 100

Set animation to "Default” (play from beginning)

Save game to slot "savel1™

Play DOE_N1 looping at volume 0 dB (tag “hitler”)

Destroy

Set “epe” volume to Audio.volume("eye”) - (dt*3) dB

Eikéva 34 : H avrikardoTtaon Tou rixou noiz511T amd tov Axo DOE_N1.

Me Tov Tp6TTO aUTO TTou WOAIG avaAUoape eP@aviCovTal Ol EVOPUOVICHEVOI X0l TWV
QVTIKEINEVWV TTOU gival TPEiG 0€ KABE TTioTa.
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4.2 MNwc £xouv dnuioupynOei ol AYOL.

AG MINAoOoupE  TWpPa yia Tov AXo «ratGuitMix1T», éva évav Baoikd fxo Tou Dali’'s
Dreams 10U €x€l WG TTpwToyEVA TTNYN TNV NAEKTPIKA KIB&Gpa. O fxog autdg Exel
TPWTAYWVIOTIKO poAo oTnv OeUTepn TTOTA KAl oI UTTOAoITTOI X0l TNG TMOavAg
ouvnXnong TG TrioTag éxouv @TiaxTel Bdoel autou. O1 BaoikéG ouyXopdieg TTOU £Xouv
xpnoiyotroinBei givar oo Gm kai F. 18iaitepn éu@acn éxel doBei otnv ardka (attack),
NV apxn OnAadrn Twv ouyxopdiwv, OTTOU XPNOIUOTTOIEITAI TO PUBUICTIKG éviaong
(volume control) T™ng kIBdpag yia va eCopaAlvel Tnv «eicodo» TnG €MOUEVNG
ouyxopdiag woTe va €xoupe Tnv aiocbnon o1 0 AXog €ival cuveXOUEVOG Kal va
MTTAEKOVTAI OI oUYXOPdieg avapeTagu Twv.

Oowv agopd TO TTPOKTIKO TNG UTTOBEONG, TNV OUVOECHOAOYIa TWV PNXavNUATWwy, N
KIBGpa €xel ouvoeBei e To avaloyikd delay «kaBuoTtépnon». AUTO XPNOIYOTTOIEITAl
KUPiWG yia va avatpo@odoTioel TTapd yia va kabuoTteprioel yéow Tng AsiToupyiag
avaTpo@oddétnong «feedback». ZTnv £mmeita emegepyacia éxouv xpnolyoTroindei Ta
epyaAeia «Reverb» (cockos) kai «grain delay/synthesis» (spiralstretch) (Eik. 4.4). O
AOyoG yia TOV OTT0i0 XPNOIPOTToIoUVTAl Ta WG €0W €PYaAcia gival TTEPICOOTEPO
KOANITEXVIKOG TTOPd TEXVIKOG, OUWG O 1000TABIOTAG «equalizery (cockos) €xel
KaBapd TEXVIKO XapakTApa. TNV dnuioupyia autol Tou AXoU dev £XEl XpNoloTToINBEi
MIKPOQWVO.

Hspiralstret

10.00 '1.00 hz 5 '2048 | 0.32s! 40.0

tempolock

Eikéva 35 : To VST spiralstretch tng soundhack.

Kupiapxo péAo otnv OAn nxnTikR ouvBeon Trailel 1o Doepfer Modular Synthesizer
(Eik. 4.5) 1TOU OiyOoUPO Q@RVEI TO OTiyua TOU OTOV aKPOQTH/XPAOoTn Adyw TOU
XPWHOTOG TToU TTpoadidel. ‘Exel xpnoiuoTtroindei kal oTnv TTpwTn ToTa oav BAacikog
NXOG AVTIKEINEVOU, Kal TNV deUTEPN TTIOTA €TTIONG WG BACIKAG, Kal TNV TPITN, APOU O
NX0G Tou NAekTPIoUOU «electricityd» €xel dnuioupynBei pe autd. Edw Ba piAnocoupue
yla Tov Axo «DOE_N1» o oTmroiog gu@avifetar otov OeUTEPO TTiVAKA WG PBACIKOG.
ZUYKEKPIYEVA €XOUV XpnolpoTToinBei ol yovadeg ouvBeong: A - 118 NOISE + random
volt, A - 146 LFO2 Variable Waveform LFO, A 114 RING MOD kai A - 138 MIXER.
21nv €icodo NG diaudpewon dakTuAiou (ring modulation) X, eilcdyoupe TNV £€€080 TOU
A - 118 ka1 otnv €icodo Y eiodyoupe Tnv €¢odo Tou A - 146. Ao 10 A - 118
Taipvoupe TV €000 «Random Outputy kai TTaifoupe PeE Ta PUBUICTIKA «rate» Kal
«Levely», kal ammd 10 A - 146 Traipvoupe Tnv TTpwTn £€€000 TTOU PG divel OTNV ouaia
apXIKA pia TIMA «on-offy éva ofua dnAadr TTou €xel akapiaia PeTaBOAn ammd Tnv
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ommapén otnv un- Ummapgn, OPwG authv akpIBwg TNV MPETABOAR eopaAlvoupue
XPNOoIUoTToIWVTag To pubBuioTIKG «waveformy». ‘Etreira yiverar 1o ring modulation kai
TENOG pE TO A - 138, Traipvoupe 600 10 duvaTtdv KaAUTEPN duvaTh Kal kabapn nxNTIKA
OTAOUN, TTPOCTTABWVTAG VO OTTOPUYOUNE TUXWYV AXOUG MNXOAVNUATWY Kal TTEPETAIpW
BopuBouc. Kard tnv didpkeia xpriong Tou Modular XpnoIdoTToIoUNE Ta OKOUCTIKA
Beyerdynamic kai Ta nxeia Genelec yia akpdéaon Kal TTpo-akpoacn. Aev €xel
XPNOIUOTTOINBEI HIKPOPWVO.

Twpa Ba avagépoupe GAAO €va TTapAdEIyHa dnUIoUPYIOG AXWY KAl CUYKEKPIPEVA
QUTWYV TTOU £XOUV dnuIoupynBEi XpNOILOTTOIWVTAG TO AvBPWTTIVO CWHA. ZEKIVWVTAG
TO TTaIXVidl, BPIOKOPOOTE OTO apxIKO PevoU Kal Ba emAELouPE va TraiEoupe 1O
TTaIyVvidl, va douue TIG odnyieg 1 va kKAgiooupe TNV €@apuoyr. AuTdg 0 OUVTOPOG
KPOUOTIKOG fXOG TTOU aKoUyeTal KABWG TTAONyoUNaoTe TTAVW - KATW OTO Pevou egival
évag @Boyyog TTou OnUIOUPYABNKE e TNV OTOPATIKA KOIAOTATA. Edv £TTpetre va
TToUPE Trola ypduuata apBpwbnkav Ba Aéyape ™ — o. Me tnv idia diadikagia
onuIoupyRBNKe Kal 0 NXOG «anases3» TToU gival 0 NXO0G avTikeIgévou «lincoln» Tng
TPWTNG TOTAG, QUOIKA OxI  Aéyovtag «Tmra» aAAG  avaoaivovtag,  ETTEITa
XPNOIMOTTOINONKE KAl  KOKKOEIONG ouvBeon (granular synthesis) péow TOU
«spiralstretch». Xpnoigotroiwvtag Tnv idia didtagn pnxavnuaTtwy dnuioupyndnkav
Kal ol AXol Twv PBnuATwv TOou XapakTpa «stepswl-stepswb», pévo TTOU OTnV
TTEPITITWON AUTA TO MIKPOPWVO OTOXEUElI OTIG TTATOUCEG KAl TNV AeKAvn pE XWua
TTAvVW OTNV OTToia BNuaTICAE.

Eikéva 36 : To Doepfer Modular Synthesizer otov xwpo Tou TEL.
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KdaTtrolol akéun @Quaikoi fxol TTou nxoypaenonkav péow Tng idiag diatagng eivai ol
TTOPAKATW.

O1 Axol «blood1,blood2» TTOU TTPOKUTITOUV OTTO TO CPAEINO TTOPTOKAAIWY KAl PAAWY
ME paxaipla Kal Tipouvia.

O1 Axol «khammer3» kai «rockl-rock6» TTOU TTPOKUTITOUV ATTO TO XTUTTNHA TTETPWV,
idlwv kal diagopeTikwy PeTaglu Toug. Emeata otov Axo «hammer3» 1pooTédnke
reverb.

O1 Axol «jumphl-jumph5» TTOU TTPOKUTITOUV ATTO BOYYAMUATA GWVNG.

Eikéva 37 : Ta pikpdé@wva Oktava MK-012 padi pe Tig S1aQOpETIKEG KEPAAEG, TOUG £€a0BevNTEG Kal TIG
Bdoeig Toug.

4.3 E€omAIouOC TTOU XPNCILOTTOINBNKE

Ta UAIKG, pnxavApaTa Kal Ta Jéoa TTou XpnolhoTroindnkay yia va dnuioupyndoulv ol
NXol TTapioTavTal TNV TTapaKdTw AioTa:

MIKpO@wva Oktava MK - 012

Yamaha Clavinova stereo sampling CLP - 820

NAEKTPIKN KIBApa ESP LTD - MH400

eTdA KIBApag Electro Harmonix Memory Toy Analog Delay
Doepfer Modular Analog Synthesizer ?

KdpTta Axou MOTU 896 HD [192 kHz FireWire]

EVIOXUTAG akouoTIkwv Behringer Powerplay Pro-XL HA4700 4-Ch
akouoTIka Beyerdynamic DT 770 & AKG K271 Studio
oT1abepd mac / luna

Reaper Daw

Spear

Ableton live suite 9.0.2 Daw
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avOpwtivo cwua (avaoeg, EMQEWVANATA, NAXO0l OTOMATIKAG KOIAGTNTAG,
Bripara, yevikdTEPA X0l CWUATOG)

TETPEG DIAPOPWY BIOCTACEWY

O1dpopa PETAAQ

TTOPTOKAAIQ, pavTapivia, aBokdévTo, ufAa

TTaAIG BopuPBwdn uttoAoyioTr (AXO! aveUIoTHPWY, AXOI OKANPOU diokou)
Kou{Ivik& okeun (KatoapoAa, PTTpikl, TTOTAPIA, paxaipid, TATa)

XWHa / Gppog

TPOTTOUAOXOPTO

Genelec?

VST Soundhack + spiralstretch 1.50 2011
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KegpdAaio 5°: Tuptrepdopara

2KOTTOéG TNG TITUXIOKNG QUTAG epyaciag, ATav n dnuioupyia ToUu TTPWTATUTTOU
diodidoTtaTou Bivreottaixvidlol Dali’'s Dreams. [diaitepn onuacia d66nke oTtnv
opoloyévEIa TwV AXWYV. To oUVOAO Twv AXWYV TTOU OKOUYOVTal ETTPETTE VA QVIKOUV
oTov i610 KO6auo. ATTO TOUG AXOUG TOU PEVOU, MEXPI TA ayKopaxnTd Tou Apwa Kal Tnv
MOUOIKA €TTEVOUCT, OAA ETTPETTE VA €XOUV OUVOXN KAl apuovia PETau Toug, OTTWG
€TTIONG KAl JE TOV OTITIKO KOGO. AuTO e€mITEUXBNKE XPNOIUOTTOIWVTAG KOIVa Opyava
oTnv Poucik ouvBeon (Trapadeiyuarog xdpn 1o Yamaha Clavinova kai nAekTpIKA
KIBGpa) KaBWG Kal KOIVEG TTNYEG NXWV OTTWG Ol AXOI Tou avBpwTTivou cwuaTtog. Ol
yvwoelg Tou Tripa atrd 10 TEl €geAixbnkav Kal epapudoTnKaV CUVOUAOTIKA PE TNV
CWYPAPIKN TEXVN KAl TOV TTPOYPOUMATIONO, Kal KATAPEPA TEAIKG va UAOTTOIRCOW TOV
apxIké pou oTdxo.

H Tmrruxiok epyacia autr] Ba pmmopoudce va XpnoldotroinBei oav pia KaAAITEXVIKN
EYKaTAOTAON A KAl €QapPoyh o€ KATTOIO KAOANITEXVIKT £€KBeon. Mia GAAN xprion Tng Ba
fnTav o€ MIa 1I0TOOEAIda TToU agopd TNV TéEXvN 1 Tov ZaABadop NTaAi, i oe uia
OTTOIOOATTOTE IOTOOEAIDA OAV TTPWTOTUTTO TTAIXVIdI.

Ymapyxouv TTOAAEG duvatotnTeg €€EMIENG Tou Dali's Dreams. Mia ammé autég Ba
MTTOpOUCE va gival n dnuioupyia TTEPICOOTEPWY KOTUWY, OTTOU O KaBévag Toug Ba
ammapTi¢eTal a1rd {WYPAPIKOUG TTIVOKEG BIAQOPETIKWY KAANTEXVWYV, ME QvVTiOTOIXA
o1adpaoTika nxototia. O1 kdouol autoi Ba pTTopoUcav va £Xouv cav ageTnpia TNV
apxaidétnTa Kal oav TEPMATIONO TO TWEA, £T01 WOTE va divetalr n duvatdTnTa oTovV
XPNOTN va TTApEl YIa yvwon TTavw oTnV 1I0ToPIa TNG TEXVNG MEOW £VOG KAAMITEXVIKOU,
HOUGIKOU TTaIxVISIOU.

Mia okéun BeAtiwon Tng epyaciag Oa ATav O ETAVOTTPOYPAMMOTIONOS TNG
epappoyng oto TpiodidoTarto (3D) kdouo. PavraoTeite pia TPICOIAOTAT TTEPINYNON
kal diddpacn oTov Tivaka «The tower of Babel (1563)» Tou lNitep MtrpouykeA (Pieter
Bruegel).
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MapdpTtnua: Mivakeg

Npwtn niota
"Hxot Aldpkelo Nou gpdavifovrat
pianogtlt 03:54 nxog avtikelpévou clock
noiz511t 03:50 NXOG AVTLKELUEVOU eye
anases3 00:24 AXOG aVTIKELEVOU linc
jumpl 00:02
jump?2 00:02
jump3 00:02
jump4 00:01 AxoL avtkelpevou fireballBase
jump5 00:02
jump6 00:01
jump?7 00:01
leverl 00:02 NXOG aVTIKELWEVOU lever
portaltestl 00:03 AXOG aVTIKELEVOUL portal
jumpwh1 00:01
jumpwh?2 00:01
jumpwh3 00:01
jumpwh4 00:01
jumpwh5 00:01
blood1 00:01
blood?2 00:01 AXOLXALPAKTAPQL
diel 00:08
land2 00:01
stepswl 00:01
stepsw2 00:01
stepsw3 00:01
stepsw4 00:01
stepsw5 00:01
pcback2 01:13 nxog background
button1 00:01 AXOG LEVOU

Mivakag 1 : ‘Hyol 10U gugavifovTal TNV TTPWTN TTOTA, N ovouaaia Toug, n diIdpKeIa TOUG Kal O TPOTTOG

EMPAVIONG TOUG.
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AgUtepn niota
‘Hyot AdpkeLa MoV sudavifovron
pianogt2t 01:59 NX0G avtikeévou death
doe nl1 01:10 AXOG AVTIKELWEVOU hitler
ratguitmix1t 01:08 NXOG QVTIKELEVOU roze
magic membrane2 00:05 NXOG AVTIKELUEVWY beanl, bean2
magic membranel 00:05 NXo¢ avtikeévou bean3
rockl 00:01
rock2 00:01
rock3 00:01
rock4 00:01
rock5 00:01
rock6 00:01 AXO¢ avtikelévou rockl
rockbrl 00:02
rockbr2 00:01
rockbr3 00:01
rockbr4 00:01
rockbr5 00:02
hammer3 00:03 AXOC QVTIKELWEVOU enemy
portaltestl 00:03 NXOG AVTIKELPEVOU portal
jumpwh1 00:01
jumpwh? 00:01
jumpwh3 00:01
jumpwh4 00:01
jumpwh5 00:01
blood1 00:01
blood2 00:01 oL xopaKTApa
diel 00:08
land2 00:01
stepswl 00:01
stepsw?2 00:01
stepsw3 00:01
stepsw4 00:01
stepsw5 00:01
pcback2 01:13 nxoc¢ background
button1 00:01 AXOC HEVOU

Mivakag 2 : 'Hyol Tou gugavidovTal atnv deUTEPN TTIOTA, N OVOUACIa TOUG, N OIGPKEI TOUG Kal O TPOTTOG
EMPAVIOTG TOUG.
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Tpitn nicta
‘Hyot AldpKeLa MoV sudavifovron
mprikil 00:29 Axog avtikewwévou butterfly
romanmix4 02:10 NXOG AVTLKELLEVOU pani
spearrock3 00:22 AXOG aVTIKELLEVOU pillar
electricity telos2 00:11 , . -
— NXoL AVTIKELUEVOU electricitysoundBox
electricity4 02:08
leverl 00:02 NXOG AVTIKELUEVOU lever
jumpl 00:02
jump?2 00:02
jump3 00:02
jump4 00:01 nxotL avtikelévou fireballBase
jump5 00:02
jump6 00:01
jump?7 00:01
hammer3 00:03 NXOG AVTIKELLEVOU enemy
portaltestl 00:03 NXOG OVTIKELUEVOU portal
jumpwh1 00:01
jumpwh? 00:01
jumpwh3 00:01
jumpwh4 00:01
jumpwh5 00:01
blood1 00:01
blood?2 00:01 oL XAPAKTHpQL
diel 00:08
land2 00:01
stepswl 00:01
stepsw2 00:01
stepsw3 00:01
stepsw4 00:01
stepsw5 00:01
pcback2 01:13 nxog background
buttonl 00:01 NX0G HEVOU

Mivakag 3 : ‘Hyol 10U gugavifovTal aTnv TpITN ToTa, N Ovouaoia Toug, n dIdpKEIa TOUG Kal 0 TPOTTOG

EMPAVIONG TOUG.
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