


Mnxaviopoi TtatxvioLou

e O KOOMOG
e JUOTNUA otnAaiwyv: padog OTIou oL KOUBOoL eival BAAApOL KAL OL AKHEG
ONPAyyeq
 OLonpayyegeivat apdidpopeg
* O mtaikIng
* Metakweital aro 8Baiapo o 6alapo
 Mmopeiva ektoéevel BEAOC OE YELTOVIKO BAAauo

e 2TOXOC:
* Nikn: O taiktng ektoéevoe BEAOC 0To BAAAUO TTOU TIEPLEXEL TOV D PAKO.
* Av 0 TtaikTnG petafel oto BAaAapo tou dpakou, kepdidel 0 dPAKOC...




Mnxaviopoi TtatxvioLou

* [leplexopeva Barapwy
* NApKeg
* Kataotpedouv to BaAapo (kataotpodr KOUBwWV/aKpwV)
* MaylKeEC TTUAEG
e Metakivouv Tov TtaKTN o€ veodnuLoupynto BaAapo (dnuoupyla KOPBwV/akpwyv)
* BEAN

e OmAidouvV ToV TtaiKTN

* ETiutAcov Asttoupyleg

* Load/Save mtawxvidlovL arto/oce apxeio.




TEXVIKA XOpAKTNPLOTIKA

* KopBog (6aArapog)
* MovadlKO avayvwpLoTLKO
* [eplexopeva (EMPTY, PORTAL, MINE, ARROW, DRAGON)
e AelkTNCg MPOC KEPAAN AlOTAC AKPWYV TIPOC YELTOVIKOUC KOUBoULG

* Akun (onpayya)

e AelKTNCTIPOC TOV YEITOVIKO KOO (TOU TPEXOVTOC)

e AelKTNCTIPOC TNV EMOPEVN QKM TNC AloTag (AAAOL YEITOVIKOL KOUBOL TOU TPEXOVTOC)
e [padocg

e AUVAULKOC TTivaKkag armo Koppoug

* MANBocg KOuBwWV

* Meyloto avayvwpLoTIKO KOUBoU Ttou £xel 00O«
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O ypagdocg tng epyaciag

* O apxlKog ypadocg kataokevadetal amo £€TOLUN ocuvapTNonNn

* Baolkeg Asttoupyieg Tou Ba xpelaoTel va UAOTIOLNOETE:
e ‘EAeyxoc av dUO KOPBOL eival yeltovikol
* [IpooBRKn veEOL KOUPBOU

e [IpooBNKN akpNng

Adaipeon akpng
 Adaipeon KOuBou
* Oa XPelaoToLV KL AAAEC AELTOLPYIEC, TT.X. EVPECN KOUPBOU e Baon
TO AvayvwpPLOTIKO ToUv, K.q.




O ypagdocg tng epyaciag

* [la Tov ypado TTov KataokeuAldeTal APXLIKA ATIO TNV ETOLUN

ouvaptnon, L.oxVouv:
* Yrtapxel tavra d1adpopn HETAa&L OUO OTIOWVONTIOTE KOUBWYV
O rpwTtocg KopPoc (B€on [0] Tou Ttivaka KopBwyv) eivat tavta EMPTY
* AKplBwc evag kopBogteplexet DRAGON.

* AKoAouBei Ttapadelypa Ttov eTUOELKVUEL TIG BACIKEC AEITOVPYIEG
oto ypado. NapotiL eoceig Eekivate pe eTopo ypado, To
rapadelypa Eekva pe adelo ypado Kal HETA TTPOOBETEL OTOLXELQ.

 [la va eival Tiio arAo To oXHa OTo TTapAadELlypa TTOU AKOAOUDBEIL,
o ypadoc dev Ba tkavoTttolel Tn devTEPN oLvONKN.
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Elocaywyn akpng (avapeoa otoug Koppoug 1-2)

OLKULEC KO Bol AUVOULKOC
Tilvakog SeLKTwv
NPOC KOUBoUC
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O kOpBoc 1 yelrtvialel e TOV 2, EMOMEVWE N ALOTOL OKULWV TOU EXEL EVa LOVO
otolxeio, pe deiktn mpoc tov Koo 2.

O kopBoc 2 yertvialel pe tov 1, EMOUEVWE N ALOTOL AKMWY TOU EXEL EVA LOVO
otolxeio, pe deiktn mpog tov kopfo 1.




Elocaywyn akpng (avapeoa otoug Koppoug 2-3)
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O KOUBOC 2 €XEL WC VEO YeiTOVA TOV 3, EMOUEVWCE 0TN ALOTA ALKULWV TOU
npooTtiBetal veo otolxeio pe deiktn npog tov kKoupo 3.
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O kKOpBoc¢ 3 yeltvialeL e TOV 2, EMOUEVWE 0TN AloTa AKULWYV TOU
npootiBetal Eva otolxeio pe delktn mpoc tov Koufo 2.




Alaxeilpion PORTAL

OLKULEC KO Bol AUVOULKOC
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O raiktng pmaivel oto dwpatio 1 (PORTAL). Mpemet:

1. Na dnuoupynBel véocg kopBoc.

2. Na ouvdebei o kOpPoc pe SUo aAAouc Tuxaio eEMIAEYUEVOUC.

3. O maiktng va petoBel 0to SWHATLO TTOU AVTLOTOLXEL 0TO VEO KOUPO.




Alaxeipion PORTAL: Anulwovpyia veou KOpBou

QKLEC KO Bol AUVOULKOC
Tilvakog SeLKTwv
‘ ’ NPO¢ KOpBouc
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O veocg kopBoc siva adeloc.

To avayvwpLOTLKO TOU £lval 000 TO PEYLoTo + 1 o |- /
(Apa to peyloto avéavetat!)
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Alaxeiplon PORTAL: 2uvdeon veou KopBou

QKLEC KO Bol AUVOULKOC
Tilvakog SeLKTwv
‘ ’ NPO¢ KOpBouc
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EmtiAeyovtal otnv tuxn Svo allot koppBol kal cuvdEovTal

LLE TOV VEO KOuBo. o |- /

Ac urtoBecou e OTL eTiAEXBnKav ot 2 kait 3. EMPTY
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Alaxeiplon PORTAL: 2uvdeon veou KopBou

QKLEC KO Bol AUVOULKOC
Tilvakog SeLKTwv
‘ ’ NPO¢ KOpBouc
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Alaxeiplon PORTAL: 2uvdeon veou KopBou
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uvdeon tou 4 e tov 2

Aev ExeL onuaoia av o veog kouBoc
gloaydel otnv apxn n oto teAoc tn¢ Alotac¢




Alaxeipion PORTAL: Metaklvnon Ttalktn

QKLEC KO Bol AUVOULKOC

Tilvakog SeLKTwv
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Metakivnon otov VEo Koupo.
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Alaxeipion MINE

OLKULEC KO Bol AUVOULKOC
Tilvakog SeLKTwv
NPOC KOUBoUC
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‘Eotw OTL 0 MALKTNG METAKLVELTOL OTOV KOUPO 3.
MpEmet:

1. Na dtaypadel o kopPog 3 (ko oL aKUEC ToU
2. Na petakivnBet aA\oU o maiktng.




Alaxeipion MINE: Alaypadn koppou 3
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BAupa 1: Aaypadr ouvdeonc Le tov 4

(H oelpa Siaypapwv bev exel onuoaoia)




Alaxeipion MINE: Alaypadn koppou 3

AUVOULKOC
Tilvakog SeLKTwv

NPO¢ KOpBouc

BAupa 1: Aaypadr ouvdeonc Le tov 4

(H oelpa Siaypapwv bev exel onuoaoia)
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Alaxeipion MINE: Alaypadn koppou 3

QKLEC KO Bol AUVOULKOC
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Alaxeipion MINE: Alaypadn koppou 3

QKLEC KO Bol AUVOULKOC
Tilvakog SeLKTwv
‘ ’ NPO¢ KOpBouc
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BAua 2: Alaypadr ouvdeonc pe tov 2
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Alaxeipion MINE: Alaypadn koppou 3

BAua 3: Awaypadn koppfou
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Alaxeipion MINE: Alaypadn koppou 3

BAua 3: Awaypadn koppfou
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Alaxeipion MINE: Alaypadn koppou 3

OLKULEC KO Bol AUVOULKOC
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BAua 4: O deiktng oto keAl tov "adelaoe" I
TiBetal wote va delyvel otov TeAeutaio kKopBo @ |:

KaLL O THVOLKOG KOUBWV pikpaivel katd 1 kel ® ‘K i




Alaxeipton MINE: Metakivnon Ttaiktn

AUVOULKOC
Tilvakog SeLKTwv

NPO¢ KOpBouc

\\‘
*t—
—e

QKLEC KO Bol

L L J \\‘ 1

PORTAL

@ @ 2
/ DRAGON

BApa 5: O malktng LETAKLIVELTAL O€ TUXalO KOUBO

N

~A
@ ¢

EMPTY

Y e
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mine? portal?
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AvayvwpLoTIKA KOPBWYV

* KaBe KOpBoCg EXEL Eva avayvwPLOTIKO (aKEpaALog)

e Mg auto avadpepopacte oto BANAPO TTOU €lval N TTOU PTIOPEL VA TIAEL O
raikTng.

e ALATNPOUE ETILONC TO PHEYLOTO AVAYVWPLOTLKO TIOU EXEL EPPAVIOTEL OTO
rralxvidl (apxtka pnoev).

e Av dnulovpynBel veog KOUPBOC, TO AvayVwWPLOTLKO ToU eival peyloto+1

e Av dlaypadel evag KopBog, To peyloto dev aAAadeL Kal TO avayvVwpPLoTIKO
TOU OgV ETTAVAXPNOLUOTIOLELTAL.

* To avayvwpLloTLKO eVOC KOPBOUL de oxetidetal pe tTn B€on Tov KOpBouU
OTOV TTiVaKAa.



Ettidoyn "tuxaiov” aptBuou — Alyn Bewpia

e Aev eival duvato va tapaxbei aAyoplOpuLKka evag mpaypatika
Tuxaiog aplBpoc.

e AvtiBeta, tapayovtal "Pevdotuxaiol" aplBpoi
* Mowadouv tuxaiol, aAAd eivatl TtpoBAsP oL av yYWwPIllOUHE TNV apXIKn
TIN.
* Hdca:
e -“eKIVAUE ATIO EVAV APXLKO aplOpuo, seed.
 Epappoloupe EMAVAANTITIKA EVA HABNUATIKO TUTIO

e KaBe vEO amoteAEoUA XPNOLPOTIOLEITAL WE APXLKN TLUN YIA TOV ETIOPEVO
Jevdotuxaio aplOpuo.




Ettidoyn "tuxatov" koppou oto hw3

e 2TO0 random.c oag OlvOUE TNV LAOTIOLNON PLAC ATTANG YEVVTPLAG
bevdotuxaiwyv aplOpwv.
e Aev elval oe BIBALOONAKN, WoTE va Oeite TOV KWOIKA aVv BEAETE.
e ETtiITAE 0V, TTAPEXOVHE TN cuvapPTNOoN
get rand range (from, to)
TTou eTiiotpedel eva Pevdotuxalo akepalo oto dlactnua [from, to)

e 2TNV ApPXN TNE Main To seed apxlKoTIolETAL WOTE va elval (oo PE TO
eTtTEO 0 DLOKOALAC TTOV eTTEAEEE O TTAIKTNC.




Tt dlveTal ETolo

* 2t0 graph.h
e Ta struct tou tepypagdouv Koppo, akun, ypado
* 'Eva enum TTOL avamnaplota tTa meplexoyeva evog 6aiapou (Koppou)

* 2TO0 Msg.h
* Mwa cuAAoyr amo #define Ttou opidouv TaA KEIPEVA TWV UNVUPATWY TOU
TTawxvioLovu.
e AwoTe LoLlaitepn MPOCOXN OTA UNVUHATA YLa TA OTIoLA ATTALTETAL ETUTTAEOV
mapapetpoc otnv prinf tou Ba xpnowottoinBouyv (t.x. GREETING_MSG,
PASSAGE_INFO_MSG, KTA.




Tt dlveTal ETolo

* 2T0 game.h
 Oplopoi enum yia d1adopEC KATAOTACELG TOU TTatXvidLou.
* 'Eva struct tou avamaplota Tov Ttalktn

* Prototypes cuvaptnoewy eKTUTTWONG KAl dlaxXEipLonNg Twv pevou Tou
TrawxvidLovu.

e OLUAOTIOLNOELC TWV CLVAPTHOEWYV BpiloKovTal OTO game.c

e 210 hwa3.cC

* O oKeAeTOC TNE Main (pe Alyo Kpeag)




Tt dlveTal ETolo

e 2T0 random.h
* Prototypes ocuvaptrnoswy yla tnv mapaywyn yeuvdotuxaiwyv aptbpwv.
e OLvAottolnoelg Bpiokovtal oto random.c

e 210 libhw3.a

e Juvaptnon dnuloupyiagveou ypadou tatxvidlou. Aexetal wg TTAPAMETPO
TO eTtirted0 OUOKOALQG

e 2UVAPTNON EKTUTIWONCG TOV yYpadou

e 210 fileio.h

* O oplopoOg TOL Magic number.




2Taowo 1

* YAOTIOL|OTE OAECG TIC AELTOUPYIEC TOU TTALXVIOLOU EKTOC ATTO:
* Save/Load

e ZEKLWVNOTE ATTO TN Main
e OTIaéte vEO TTALXVIOL, KAAEOTE pla cuvaptnon play
e 2TO game.c vAoTtolnoTe TNV play. 2€ KABe onueilo oL artatteltat pla
Aeltoupyia dlaxeiplong touv ypadou KAAEOTE HLla ApXLKA KEVH ouvaptnon
(stub —TtEPLEXEL HOVO pLa eVOELKTLKN printf kal av xpeladetal pua return).

* 2TOXOC €ival VO OAOKANPWOETE TOV OKEAETO KAl OTN cuveEXEla va
UAOTIOLELTE pia — pila TIC cuVAPTNOELG TTOU artattouvtal.




Save/load

* 2TOXOCG
* Na armoBnkeVOOUPE OE APXELO TNV KATAOTAON €VOC TtALXVIOLOU TIOU £XEL
OLAKOTIEL.
 Na ptrtopoupe apyotepa (o€ dladOoPETLKI EKTEAECN TOU TIPOYPAMHATOC) Va
GOPTWOOVHE TNV KATACTACN TOU TtALXVIOLOU WOTE VA CUVEXIOOUUE.
e ATtaitnon:
e H Kataotaon Tou TtaXvidlou va eival amoBnKeVPEVN HE TETOLO TPOTIO

woTe va propeite va avtalaéete savefiles petaéu oac!

 Edbooov douAeveTe o€ cuoTNUATA HE 1OLA APXITEKTOVLKH




Save

e Aeite otnVv ekdwvnon tTnv akppr) dour Tou apxeiouv

* To MAGIC_NUMBER artatteital yia tnv avayvwplon Tou TUTIoU Tou
apxelou
e Eloayetal oe Tpia onueia oto apxeio:

e 2TV apxn
 Meta tic Baotkeg IAnpodopieg tou ypadou (TtAnBocg BeAwy, Beon Ttaiktn, HEYLOTO
AVAYVWPLOTIKO, TIANB0C KOUBWV)

e 2TO TEAOG
e XpNOLUOTIOINOTE TNV EVTIOAN XXd yla va 0€l(Te Ta TtEPLEXOUEVA TOU
apxelou
* MHN to avoiéete pe emeepyaotn Kewpevou! To apxeio eivat duadiko!



xxd

7 kOuBoL 3 BeAn

000000 : 4472 3436 3@4 0300 00O’ 0300 Dr46ONSD3N......

00000010: 0O 0800 AEEEQZOO AORY 4472 3436 30de .......... Dr460N
00000020: 3544 334e 0100 OO0 OOEO AOEO 6800 OO S5D3N............

00000030: 0100 0O 300 A0 0O AEEO 0400 OO0 . ...............

00000040: 00O OO A500 PO 400 AEEEEEEEBEET ... .KOHBOG LE id 5 meptexet DRAGON (4 oto enum)
60000050: 600 0060 6700 OGO BOOO O8O 300 BOOD o .\ ka0 ivaKa xel 3 VEITOVES
60080060: 0600 OOBO 6700 GO0 08B0 GO0 B200 BBBD . '\ i s\ GvEVVWELTTIKE 6, 7 KAL B,

00000070: 0100 00O 0300 A 0300 AEEO 0400 O .

00000080: 0500 AOEO 08O A 0200 AEEO 0300 AEE O deUTEPOC KOHBOG TOU TIVAKA EXEL 2 YEITOVEG
00000090: 0700 AEEO 0200 AEEO O30 CEEO OO EEEE KL AUTOL EXOULV aVayVWPLOTIKA 1 Kal 3.

000000a0: 0300 00O 0100 A 0500 EEEO 6700 OO0 . ...............

POOOOEbO: 0300 OO 0100 OO 0400 OOOO O600 GEEO ............

PO0O00CcO: 4472 3436 304e 3544 334e Dr46ON5D3N || ]< 1>--- < 6>< 7>< 8>
[PORTAL] < 8 > --- < 1>< 3>
[ARROW ] < 3> --- < 4>< 5>< 8>
[ ] < 4>--- < 3>< 7>
[DRAGON] < 5> --- < 3>< 6>
[ ] < 6>--- < 1>< 5> 7
[ ] < 7>--- < 1>< 4> 6

NN




Load

* [1pwv KANBei n cuvaptnon ¢oOPTWONC:
e 'EAEYXOC YLO TO AV TO apXeio €xel cwotn doun

* Exelto magic number ota onpeia mou TIPETEL;

 EkpetaMeuteite tnv lseek!
* Epooov n doun Tou apxeiov eivat cwoTn, KAAeltal n cuvaptnon
doptwong
e Tautoxpova pe tn dnuLovpyia Tou ypadou aro ta dedopeva TOU apxelov,
YivETal EAeYX0C 0pOOTNTAC TWV OEDOUEVWV
e ApvNTIKOL N pn-Aoylkol aplBpuoi
 AvadopeC OoE avayvw PLOTLKA TTOU OEV UTIAPXOULV.

* To apxelo TeAslWveEL TIPOWPA




Load

e XTidETE YPAPO ATIO TNV APXN
e —eKlvate amo adelo ypado
* [lpoocbBeTeTe KOYPOULG

e [IpooBeTETE AKUEQ
* EtavaxpnolpoTtoinote ouvapTnoELG TToU £XETE NON ypayel!

e Av n Acttoupyla ammotuxel, artodeocPEVETE O,TLEXEL ONULIOLPYNBEL
Kata tn dtadlkaoia tng load Kal TTapapeVETE PeE TO YpAPO TTOU
UTINPXE oTo TtaxVvidl (av uttnpxe) tpLy ettiAeyel LOAD.







s it really GAME OVER?

* MeANOVTIKECG BEATIWOELG

* 'EAcyx0C akepalotntag apxeiov pe checksum

ECaodpaAion popntotnTag apxeilwyv
e >T0BEPA pEYEDN TUTTWYV

* Endianness

[ToAAaTAQ attoBnkevpeva Ttaxvidla (save slots) pe Xpovikn oruavon

e 2TO 010 apxeio N o€ dLaPOPETIKA ApXELQ EVTOC KATAAOYOU

Kputmttoypadnon apxeiou arobnkeuong

e XOr ye otaBepo KAeLdL N pe akoAouBia KAELOLWYV

Multiplayer support
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