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AmoryopeveTal 1 avtiypaen, amrodnKevon Kot OlvouTn g Topovcos Epyaciog, €€ 0AOKANPOL
N TUNHOTOG AVTAG, Yo EUTOPIKO okomd. Emtpéneton n avatdnwon, arodnkevon kot dtovoun
YL KOO UM KEPOOGKOTIKO, EKTOLOEVTIKNG 1| EPELVNTIKNG PVONG, VIO TV TpovTHOEST VO
avoQEPETOL M TYN TPoérevons kol va dtotnpeital o mapdv pnvopa. Epotmiuata mov
aQOPOVV TN ¥PNON TNG EPYNCING Y10 KEPOOGKOTIKO GKOTO TPEMEL Vo, amevfuvovtol Tpog Tov
GLYYPOPEQ.

Ot omdyelg Kol T0 CUUTEPAGLATO TTOV TEPLEXOVTOL GE OWTO TO £YYpopo eKPpdlovv ToV
ovyypoapéa Kol 0ev mpémel va epunvevdel Ot avtimpocmrevovy T emionueg 0€oelg Tov
EBvikov Metadfiov TToAvteyveiov.



[TepiAnym

2KOTOC NG OWMAMUOTIKNG epyaciog &ivar 1 dnuovpylo €vOg TPOGOUOIOTH TNG
dwdkaciog ekkévmong evog emPotnyod mAolov og €KTOKTEG KOTAGTACELS, KUPIMG AOY®
€0MTEPIKOV amel®v. O mpocsopolwt)g Oa avamtvybel pe ™ Pondeta Tov AOYIGUIKOD TOKETOV
Unity3D, to omoio mepthauPdver tnv rendering punyavn kot 1o avarntoélokd mepipdilov tng
TPIAOTOTNG EKOVIKNG oknvig. O TPOYPOUUOTIGUOS TNG TEXVNTNG VONUOGUVIG TV
QLTOVOL®V XOPUKTP®V, oL Ba avamapiotovy 10 TAN00c, Ba ywpiobel oe dvo pépm : to
Tp®To Ba eAEyYEL TNV KIVNGY TOVG YPNCLULOTOUDVTOG TO EVOOUOTOUEVO GUGTNHO EVPECTG
SLdPOUNG KOl TO OEVTEPO TOVS TPOTOVG KOl KOVOVEG aAANAETIOpaonS petal&h Toug - To 0moio
Oa mwpaypatomomOei pe ypapn cvykekpipuévov kadwoa. To arnotéreopa Oa eivar  dnuovpyia
eVOG LOVTELOL TANOOLG e PEOMOTIKA GLGTNUATO KOTEVBVVOTG/KIvioNg Kol GUYKPOVGEWV.

To povtého avtd Ba xpnoomomBetl otnv mponyuévn péBodo avaivong EKKEVOONG OV
éyel viobetnoer 1 Maritime Safety Committee (MSC) kou meprypdoetar oto «Interim
guidelines for evacuation analysis for new and existing passenger ships». Ot katevBuvtipieg
avtég ypapupég mponAbav omd tovg kavoviopovg tov International Maritime Organization
(IMO) v v aopdrela ota emtPotnyd TAoio Kot eXBAAAOVY TN ¥PNOT TG LOVIEAOTOINGTG
™G EKKEVOONG Yoo TNV 0E0AOYNON TOV SOdPOU®OV dopVYNG Omd VopIic oty dladtkacio
oYe0G OV TOV TAoiov. H avdykn yio avénomn g ao@arelog Tov emPaT®V 68 EKTAUKTES
KOTOOTACELS TPOEKLYE AGY® GEPAg BovAGIL®OV aTUYNUATOV UE TOAALOTALC OMMOAEES GE
emPotnyd mAoie oAAG Ko amd TpdoEoTEG vavmnynoelg Cruise liners pepikov yhddwv
emPatov. Etot, 1 xprion 1ov poviéhov Ba d1evkoAvveL Tov oyedlacd Tov VEOL TAOTOL KaBhg
Bo pmopel va emdeilel dapopeg TANPOPOpPiEg GTOV VOLTNYO UNYOVIKO, OTWS 0 GLVOAKOG
APOVOG  EKKEVOONG, TIC OlOPOUES oL  akoAoLONONKaY Kol TIG TEPLOYEG OVENUEVNC
KUKAOQOPLOKNG GLUPOPNOTG.

Aé€eic Kheworwa

[Ipocopoimon, Moviehonoinon, Exxévoon, EmPoamyoé IThoio, Texyvmt) Nompooivvnm,
Avtovopog Xapoktipog, Movtého ITAnBovg, Kvkiogopiaxny Zopeodpnon, MSC, IMO,
Unity3D



Abstract

The objective of this thesis is the creation of a simulator of a passenger ship’s
evacuation procedure after an emergency, usually caused by internal threats. The simulator
will be developed on the Unity3D software package, which includes a 3D rendering engine
and a development environment for the virtual scene. The autonomous characters (agents),
which all together represent a crowd, will have artificial intelligence that is programmed in
two parts : the first will control their movement using the embedded, in Unity3D, path
navigation system and the second the ways and rules that the agents can interact with each
other. The final outcome will be the creation of a crowd model with realistic movement and
collision systems.

This model will be used in the advanced evacuation analysis method that is authored by
Maritime Safety Committee (MSC) and further described in «Interim guidelines for
evacuation analysis for new and existing passenger ships». These guidelines derived from
International Maritime Organization’s (IMO) regulations about safety in passenger ships and
impose the use of evacuation modelling to evaluate the escape routes in the ship design
process. The need for increased measures concerning the passengers’ safety in real emergency
conditions originated from a series of multiple death accidents involving passenger ships and
from recent shipbuilding of new, several thousand passenger, cruise liners. So, the model will
facilitate the design of a new ship since it can display various information to the naval
architect, such as the total evacuation time, the paths that were followed and the congestion
points.

Keywords

Simulation, Modelling, Evacuatioon, Passenger Ship, Atificial Intelligence, Autonomous
Character, Agent, Crowd Model, Congestion, MSC, IMO, Unity3D
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Kegpaiaio 1

Elcaywyn

H mopodco SimAopatikn epyocios TPoékuywe mG QULGIKN CLVEYELD TNG e&ounviaiog
gpyociag mov EKTOVNGOUE 0TO TTAAICl0 TOL pobquotoc «Xteped Movtelomoinon : Ewdika
Kepdhowo kot E@appoyés oto Ewkovikd ITAoio» Tov S10mOVETIGTOKOD TPOYPAUUATOSG
HETATTUYIOK®OV 6ovd®mv «NavTikn kot @ordcoio Teyvoroyio kot Emotyun». e ekeivny v
gpyacio pelemOnkav Pacikéc oapyxég Ko AElTovpyieg NG TEYVNTNG VONUOSHVNG OTO
nepiariov Unity3D, pe kuplotepeg T1g -

Finite State Machine

Pathfinding ypnowonowdvrag tov adydpibuo A*
Pathfinding ypnowonowwvrag to cvotue Nav Mesh
Pathfollowing

Obstacle Avoidance

Flocking

YVVVVYVY

XpNOHOTOUDVTAG OVTEG TIS TEXVIKEG KOl TPOCHETOVTOS KOl GAAEG, OMMG SAPOPES
GLUTEPLPOPES OV B AVOADGOVE GTI GUVEYELL, KATOANEOUE GTN KATAGKELY] EVOG LOVTEAOV
Yoo TV avaivon g dtodkaciog ekkévoong evog emPatnyod-oynuoTay®yod TAOIOL oL
amotedel Kot 10 O€pa TG HETOMTLYOKNG NMAMUATIKNG epyacioc. Oa mpoomadncovue va
oct&ovpe OTL T0 HOVTEAD GLTO CULVAOEL UE TIG OMOUTNOELS TNG TPonyuévng neboddov g
emurponric Maritime Safety Committee (MSC) tov Atebvodc Novtihaxod Opyovicpod
(International Maritime Organization — IMO). Ilpwv TPOY®PHGOLUE GTNV TEPLYPAPT TOV
LOVTEAOL WOG, 0G O0VUE TPMTA (ot cuvtoun meptypaer] g MSC kot yevikd g acpdielog
ota emPanyd mhoio.
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1.1 Zuvtoun meptypoagn ¢ MSC

H Maritime Safety Committee eivor Ovuyatpikry tov cvufoviiov tov IMO [1]. H
emTpomn amoteleitor amd Oho Tor KPATN WEAN Kot €ivol TO avAOTEPO TEXVIKO OPYAVO TOL
opyavicopov. Ot Aettovpyieg g etvan va e&gtdlel kdOe BEua mov gumintel otV d1KA1000G1a
TOV OPYOVIGLOV GYXETILOUEVO UE !

BondMuata vavcurioiog,

KOTOOKELT Kot EE0MMGUO TAOTI®YV,

ACQAUAELD ETAVOPMOOTG,

KOVOVEG Y1 TNV TPOANYN GLYKPOVGE®MYV,

dlyeiplon emKivouvemy QopTioy,

drdkacies Ko amalTnoElg TG acpdAelag ot OdAacoa,
VOPOYPAPIKES TANPOPOPIEC,

NUEPOLOYIO TAOIOL Kol apyeia TAOYNONG,

depevvnon BordcooV aTVYNUATOV,

AVEAKVOT|G KOt dS1o®ONG,

omolodnmote AL BEpa Tov emmpedletl v acpdAielo 6t OGAacoa.

VVVVVVYYYYYVYYVY

H Emutponn xolieitor emiong vo mopéyel TOLG UNYOVIGUOVS Yoo TNV EKTEAECM
0TmOlOVONTOTE KankoOVTOV Tov g avotifevtal and ™ cduPacn tov IMO 1 omorodnmote
KkanKov, evtdg TV mpoavapepBiviav Bepdtmv, mov evoéyetot va g avatedel and kdmolo
OeBvég dpyavo aeov yivel mpdTa amodektd and tov opyavioud. ‘Eyet, axopa, v ufdvn yuo
Vv €£€TO0T KOl TNV VTOBOAY) CLGTACEMV KOl OONYUDV GYETIKA LE TNV 0CQAAEL Yo TBovN
£€YKp1oM 0O TN GLVEAEVLOT| TOV OPYOAVIGLOV.

H MSC [2], éxovtag on eykpivel T KatevOOVIAPIEG YPOUUES UIOG OTAOTOMUEVNC
avaivong ekkévoong RO-RO (Roll On-Roll Off) nhoiwv g évav 0dnyd yia v viomoinon
tov Kovoviopov 11-2/28-1.3 g SOLAS (Safety Of Life At Sea), {tnoe tov Mdawo tov 1999
oI’ TNV VIOEMTPOTY LIELOLVY Yo TNV TPOSTACIO ATO POTIE VO AVOTTVEEL KOVOVES Yol TNV
avdAvoN TG EKKEVOONG G€ EMPatnyd TAoia v Yével aALd Kot o€ TayOmAoa emPBotnyd.

Tov Iovvio tov 2001, petd amd TG CLGTAGES TNG VROEMITPOMNG, EVEKPIVE TIG
KatevBuvpleg Ypoppés v v amhomompévn péEBodo aviAlvong ekKEVOONG TayOTAOMV
emPatnyov. Tov Mo tov 2005 g&étace pio TpdTaoT TNG VTOETITPOTNG KOl TEAIKE EVEKPIVE
KovoOpyleg KATeLOLVINPIEG YPOLUUES TTOV OVTIKATEGTNOAV TIC TTPONYOVLEVEG,.

Evoiquesa, tov Mdawo tov 2002, ékave OekTég TIC KATELOLVINPLEG YPOUUES TNG
VTOETITPOTNG Y10 OVAALON EKKEVOONG Yo vEo Kot vrdpyovia emiParnyd mAoia. Emiong,
KOAeoe Ta KPATN WEAN VO GLAAEEOLV KOU VO LTOPAAAOLY GTNV VLTWOEMITPOTY| OTIONTOTE
ogdopéva M mAnpopopieg €xovv amd Epgvva, ovAmTuén M OOKIUEG, ELPMUOTO Yo THV
avOpOTIVN cLUTEPIPOPE TOv B UTOPOVGAV VO, ¥PNOLUOTOMBOVV Yoo Vo PEATIOGOVV TIG
TapoVGES KATEVOVVINPLES YPOLLLES.
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Tnv onuepwvn popen Tov Katevbovinplov ypapunv £dmce 1 MSC tov Oktofplo tov
2007. Apopovv véa kot vtdpyovta enxiPatnyd mAoia, copmepiapPavopévey ko tov RO-RO.
Yrapyovv dvo d1apopeTikég nEB0SOL Yo TNV avaAvomn TG EKKEVOOTG -

» H amlomompévn.
» H mponypévn.

Epeic Oa ypnowomomoovpue v mponyuévn upéBodo kor Bo TV avaAvcovpue
TEPLOCOTEPO GTO KEPAANLO 3.

1.2 Ac@dAela ota emiBatnyd mAoia

2m AEN ZyoAn [MAouwpyov yivoviar ot mopokdt® cuotdoelg 0cov aeopd Oépata
acealelog og enfatnyd mhoia [3] :

1. H Zopupaon tov IMO yia v Acedlreia tg Zong otnv Odlacco (Safety Of Life At
Sea) amoutel emapkn apBud ekmatdevpéveV atOpmy vo, Bpickovtatl 6To TAoio Yo TV
OLYKEVTIPMOOT) KOL TNV OP®YN AVEKTOIOEVLT®V ATOU®V.

2. To m\popa, to onoio gival kabopiopévo amd tovg mivakeg doupécemg va Bonda
T0UG eMPATEG GE TMEPUITMOOCELS EKTAKT®MV avoykadv, Oo mpémer va AapPavet
emmpochetn ekmaidevon, mpokeévon va ducpariletar 6t Ba ektelel cOOTA TA
Kankovtd tov. O apBudc tov ekrodevpévev atopwnv Ba tpénet va meptlopfavetan
07O £YYPOPO OGPAALOVG ETAVOPMOTENMS TOL TAOTOV.

3. Omov mpaypartomoleitanl ekmaidevon o€ pio GEPA EKTAUOEVTIKOV padnpdTov oty
Enpad, Ba mpémel vo copumAnpovetol and ekmaidgvon eni Tov mAoiov TPV amd TV
aviinym tov kadnkoéviov mov avagépoviar otn 2. H eknaidevon Ba mpémer va
wavomolel To kpdrtog onpaiog kot Oa Tpénel va Tpocdtopilovtot kKémolo HEG Yo TNV
e€ac@dAion OTL Ta. LEAN TOV TANPOUOTOG OLOTNPOVY GUVEYN ETAPKELN YVACEWDV LEGA
om0 TEPLOOIKES GELPEG EMUOPPOTIKAOV HOONUATOV, YOUVACLO 1) GYETIKN EPYOCIOKN
gumepia.

4. Ot emxowvoviakés 0e10tteg TV kabopiopévav voutikav Ba mpémel va, emapkovyv,
TpokeéEVOL vo fonbodv tovg emPBateg Katd TNV SAPKEWN MG EKTOKTNG AVAYKNG,
Aappavovtag vroyn ta akdAovba kprTipia
o. TNV YA®GoO 1 TIS YAMOOES, Ol omoieg elval KATAAANAES Yo TIC KUPLOTEPEC

ebvikdTeg emPatdv TOV peTAPEPOVTAL GE Pio GLYKEKPILEVT dladpoun,

B. Vv KavOTNTO XPNOEMS GTOYEDOOVG AyyAkoD Ae&thoyiov yia Pacikéc odnyieg,
N omoia vo Tapéyel TPOTO emKovmviag pe évav emiPdt, mov ypnler Pondeiog,
elte 0 emPdng Kot to pEAOG TOL TANPMOUATOG PAOHV pia KoY YADooW gite OYL,

Y. MV oV avaykn EMKOWOVING KoTé TNV S1dpKeELD VOGS EKTOKTOV TEPIGTATIKOV
pe dAAa péoa (m.y. pnécw emdei&emc N vevpdtov 1 {(NTodVTag ToVv Vo TPoGELEL
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TOV YDOPO TV 0ONYIDV, TOLG 6TAOUOVS GLYKEVIPMOEMS, TOL LEGO OLUCDCGEWG 1)
TIG 01000V¢ EKKEVMGEMC) OTOV 1 AEKTIKT EMKOV@OVIO 08V EEVTINPETEL,

™V gupvTNTO e TNV omoia £yovv mapacyedel mANPelg 0dNyieg acpaieiog 6Tovg
eMPATEG GTNV UNTPIKN TOVG YADGGA 1) YADCOEG,

TIG YADOGOEG OTIG OMOIEG UmOopovV Vo HETAO000VV EKTOKTES AVOKOIWVAOOELS KATH
v Owpkeln piog €KTOKTNG OVAYKNG M €vOC YUUVOGIOL, TPOKEWEVOL Vo
petapépovv (mtikég odnyieg otovg emPdreg kot va fondncovv ta péAN TOL
TANPOUOTOG GTNV OPOYN TOV ETPATOV.

5. H exmaidevon mov mopéyetar Pdost g 2. B mpémer va meptlopPdvel, oAld Oyt

amapoitnto vo teplopiletat, Ta akdAoVOL OE®PNTIKG KOt TPOKTIKA OVTIKEIHEVA

o. EMyvoon TV oxedlov TOV OCOOTIKOV OCLUOKELOV Kol TOV  OYESI®V
OVTIHETOTICEMS TUPKAIDV KoL YVOON TOV TIVOIK®OV OlPECEDS KOl TMV
EKTAKTOV 0ONYUOV GUUTEPIAAUPOVOUEV®V :

I. TOV YEVIKAOV GLVOYEPLAOV KOl TOV O0OTIKAGIOV Y10 TNV GUYKEVIPOGCT] TOV
emPatov,
ii. TOV XOPOV EVOVVG PE ELPaoT) GTOVS “TOLEIS TOL AVIKOLY™ .

B. v yevikn owdton tov mholov pe Wiaitepn Eppacn oty Béon v cTadudV
GLYKEVTIPOCEMG Kol EMPIPAcens o€ cwaoifieg ApPoug, oTic TposPaoelg Kot oTig
d1080V¢ SlaPLYNC,

y. Vv Béon ko v xpnon tov EOMMGUOD EKTAKTOV OVOYKOV GE GYECN UE TO
KafnKovio TG 2. HE EUPOOT] OTOV «TOUEN TOL OVIKOLVY» KOl TIG 01600Vg
SpVYNG amo eKel,

d. Vv Béon TV aTopK®V GOGIPIMV Yo EVAAIKES Kot Todd,

v 0éon GAAOV €QOdiOV EKKEVMOEMG, T.Y. KOLPEPTES, TOL Omoio TPEMEL Vo
petapepBovv ota cocifia okden,

OT. GTOLYEUDOELS TPAOTES o Betes kan peTapopd Bupdtov,

. emkowwvia :

. APNON CLGTNUATOV EVOOEMIKOVMVING,
ii. ONUOVGT] GUVOYEPLOV,
ii. g10omoinon Tov emifotodv,
iv. avaeopd Kot 100moinon.
N. €&KKévoon :
. YPNON KATOAOY®OV EMPATOV 1] KOTOUETPTOEL,
ii.  ovvayeppoi,
iii. GLYKEVTIPMOOT - onuacios TNPNCEMS TAEEWS Kol OdIKAGIES ATOPVYNG
TAVIKOD,
iv. ¢€odot Kvovvov,
V. €EOMMOUOG EKKEVDGEMG,
Vi. éleyyog emPat®v oTOVG OWOPOUOVS, OTO KAUOKOGTACLO KOl GTO
TEPAGLLOTOL,
Vii. dwtpnon erevbepiog S10dwV dapuvyng amd TuxdV eUmodL,
viii. wapoyn] Pondelag kaB’ 006V TPOS TOLG GTUOUOVS GLYKEVIPDCEMS KOl

emPifdoewg o cwoifieg ApPoug,



10.

11.

IX. owbéopeg pnébodotl yo v amoudkpvvon avlpomwv pe avommpio Kot
atopu®V oL YpnLovv Wiaitepnc fondetog,

X. TEPLOPICUOL GTNV YPT|OT AVEAKVGTIP®V,
Xi. £PELVA GTOVG YDPOLG EVOLALTIGEWMG,
Xii. eEacediion 0Tt o1 emPateg eival katdAAnio evdedvpévol Kot 6Tt EQovv

(POPEGEL GOCTA TO ATOUIKA TOVG GOGIP1a.
0. mepmTOOELG TVPKATAG !
I. oviyvevon TuPKAIGC Kot apytkog TEPLOPLoUOG,
I. onuaven cuvayepov,
iii. kivovvog elomvong Komvo,
IV. avVOmTVELOTIKY TPOOTOGI.
L. TEPUITAOOELS EYKATOAEIYEWMS TOV TAOTOV:

I. OMOTN YPNON ATOUIKOD COOTIKOL €E0TAMGHOD, T.Y. OTOUKOV GOoiPiov,
OTOA®V guPanticems, KUKAIKOV coOolflov, QOTEWVOV OCNUATOV Kot
KOTTVOYOvV®V,

ii. avaykn mopoyng Pondetag oe 1010iTEPEG TEPIMTAGELS.

w. egokeimon péow emovalopPovolevov opyavoUEVoY EEVAYNCE®Y GTO TAOTO
1. emavarapPoavopevn cvppetoyy o€ yopvdoio mwopkoidg kot emPipdocmg o€
ocwocifleg AéuPovg, ocvumeprlapPoavorévng TG TPOCOUOIDCENS UETAPOPAS

Bopdrov

1y.  emovalapPoavopevn eEAoKNoN oTNV ¥PNoN TOL EE0TAMGHOV, OTTMG gival 1) £vovon
ATOHK®V 6OGIPImV Kol KOTAAANANG TPOCTUTEVTIKNG EVOLLOGTOG

10, emavalapPoavopevn e£AoKNoN GTNV XPNOT TOV CLGTNUATOV EVOOETIKOWVMVING,
Ko

€. emavaiapPoavopevn eEAoknomn GtV EKKEVOON.

[Ipwv and tov andmrov tov TAoiov, Ba Tpémel va didovTor 0oMyies TPOg Tovg EMPATES

OYETIKA LE TIG SL0SIKAGIEG EKTAKTMV OVOYKAOV KOl EKKEVDGEMG TOL TAOIOV.

Omov givar gQktd, Ba mpénet va mpoPdiieton frvteotarvior GYETIKA LE TNV 0CQAAELD

apéong petd v emPipaon tov empPatodv.

Oa mpémel va VAP ovV TomoBeTNUEVA GE KATAAANLO VYOG Gapn CNUATO EKTAKTMV

AVaYKQOV Y10 TNV 0poYn TOV ETPATOV, OUTUTOUEVO GE Ho YAOCGO KOTovonT ond

NV TAEWOVOTNTA TOVG, TO 0TToio Bol LITOSEIKVHOLV TIG S1AOPOUES TTPOG TOVS GTAOUOVS

CLYKEVIPAOOCEMG Kot TNV Béon tov Kifotiov pe to atopkd cocifa. I' avtdv tov

okomd Ba mpémel va ypnoiponmoovval ta 01efvi svpufora tov IMO.

Ta yopvdowo emPifacewnc oe cooifieg Aéppovg Ba mpémel va deEdyovionr cupP®VA

pe v SOLAS. Ot dAeg ocmoTiKéG oLoKeEVEG Kot 0 eEomMopds Bo mpémetr va

EAEYYOVTOL TOKTIKA KO VO, O10TNPOVVTOL GE KOAY KATAGTAOT). B0 mpénel mdvtote va

TNPOVVTOL Ol 0ONYIEC TV KOTOCKEVOGTAOV OVOPOPIK( LE TNV GLVTHPNOT KOl TNV

AVTIKOTAGTOGT TOVG.

To cvoTiUOTA CLPLYHAOV Kol EMKOWVOVIOV B TPETEL Vo SOKILALOVTOL TOKTIKE Kot

va St povvTol 6€ KOAN AEITOVPYIKY KATACTOO.

Ta yopvéoia kot ot dradikacies yio avOpwmo ot dhacca O mpémetl va deEdyovtan

TOKTIKA.
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Kegalalo 2

Aoylouiko

e autd T0 KePAAMO Oa TEPIYPAYOLE TEPUNTTIKG TO TPIOL SLOPOPETIKA TPOYPELLLLLOTOL
OV YPNOUOTOMGAUE Yo TNV OAOKANpwon g gpyaciag. [a kdbe mpodypoppa, Oo
aVOQEPOVLLE YEVIKEG TANPOYOpieS, Ba dei&ovpe Tov TpdTO Acttovpyiag kot Bo e&nynoovpe Thg
TO0 0EOTOMGOUE EUElS Yoo TNV emitELEN TNG ONUIOLPYINS TOV HOVTEAOL TPOGOUOIMONG TNG
dladIKaciog EKKEVOONC.

2.1  AutoCAD

2.1.1 Tevika

[Ipokettal yio to 7o yvooto mpdypappa tng etarpeiog Autodesk [4]. Eivar oyediaotiko
hoyiopukd (Computer-Aided Design, CAD) mov vrdpyet omd to 1982 kau Oempeital 1o mo
dwdedopévo CAD mpodypoppo  moykoopiong. Xpnotuomoteital Kupimwg amd pnyavikovg Kot
YU AVTO VIAPYOLV EEEIOIKEVUEVES EKOOGELS TOV, OTIWG !

INo apyrréxtoveg unyavikovg : AutoCAD Architecture.

"o roAtikovg punyavikovg : AutoCAD Civil 3D.

"o nAektpordyovg punyavikovg : AutoCAD Electrical.

Mo unyavordyovg unyavikove : AutoCAD Mechanical.

Mo tomoypdeovg pnyovikovg : AutoCAD Map 3D (GIS).

Mo punyavucotg katackevng ktipiov : AutoCAD MEP.

Mo punyavicotg katackevng coinvocemy @ AutoCAD P&ID.
Mo unyoavikodg kataokevng epyootaciov : AutoCAD Plant 3D.

VVVYVYYVVYVYYVYYVY

2.1.2 Tpoémog Aettovpyiag

H oyediaon oto AutoCAD Baciletar ot ypnon Pacikdv cynpdtov OTmG YPOoUUES,
TOAVY®OVO, KOKAOL KOl TNV TPOTOTOINGY| TOVLE Y10 VO EMTUYOVUE TO OKPPEG GYNUOL TOV
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Béhovue. H tpomomoinomn vyiveron pe peETOCYNUOTIONOVS, T.Y. . T|eplotpoen (rotate),
petatomion oto yopo (offset), odhayn peyéboug (scale), dnuovpyio eldd@Aov (MIrror), éktaon
npog kamota katevBuvon (stretch), mepucomn (trim), évoon pe koumodn ypapun (fillet), évoon
opoiov avtikelévav o éva (join), didomoon evog aviikelwévov o€ kamoto onueio (break),
avtioTpoen tng dtevbuvong piag gvbeiog 1 KapmdAng ypauung (reverse) kor dAior molAoi
dguTEPEHOVTEC.

Emiong, vrdpyovv moAréC Pondntikég Aettovpyieg mOL SIELVKOADVOLV TNV EPYOCIN LOG
omwc M onuovpyion kol M enelepyacio aVTIKEIWEVOV ¢ pio opddo. (group), m xpnon
emeEnynuatikod Kewevov, 1 Evioln oviikewévov ot Kamowo eminedo (layer) dote va
umopovpe va epyalOHocTe 6€ aVTO YOPIG Vo EMNPEALOVIE TO OVTIKEILEVO TV VTOAOIT®V
layers, n xotouétpnon akpipov dwotdoswv (distance) kot o mTpoypapupHaTiopds dadpov
npocbetov Aettovpydv otig yAowooes : VBA, .NET, AutoLISP, Visual LISP, ObjectARX
(Baociopévn otn C++).

NW

Annotate  Parametric View Manage Output _ Express

o0& - B
7 A
O Bl T e

Yy Ewova 2.1 pmopodue va dodue ) demaen tov ypnotn (user interface). H 066vn
ovclaoTikd yopiletar oe Tpia puépn. To mave pépog €xel OAeg T1g drabéoipeg Aettovpyiec, 10
pecaio Kot peyoALTEPO elvar M EPLOYN OYESOGUOD TOV OVIIKEWWEVOV OGS KOl GTO KAT®
pépog Ppioketor n kKovodAo otnv omoio. pumopodue vo dlvovpe amevbeiog eviorés, my. 1M
evtoAn line dnuovpyel o ypopun amd to 600 onueio Tov Bo opicovue, N Vo ELGAYOVUE TIG
TOPOUETPOVG oG €VTOANG. Kdto amd v kovodio vmdpyet por ypoppur pe Pondntikég
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Aertovpyieg Yoo TNV €MAOYY Kol TOTOOETNON AVTIKEIUEVOV OAAG KOl YEPIOUOD TOV TESIOV
gpyaciog pag, SNAadN Tov KEVIPIKOD HEPOVS, Y. 1| duvatdtnta va. kdvovpus zoom/unzoom.

2.1.3 Xpnon

Epeic ooviéyoape pe v yeviky €xkdoon AUtoCAD 2010. Zyedudocoue tpia
KOTOOTPOUOTO €VOG EMPOTNyoV-oxnUHOTAY®Y0D TAOIOL T OmOoid YPNCULOTOMCAUE CTNV
wponyuévn néBodo avdivong g ddikaciog ekkévoonc. Xtnv Ewova 2.1 eaivetal 1o oyéd10
tov katactpodpatog yépupag (bridge deck v deck? onmg éxovpe ovopoticel To mapoyBévta
TPLoTaTO avTiKEipevo oto Aoytouko Unity3D). Oa eEnynoovpe T d10d1Kacion LETOTPOTNG
o€ TPO1GoTATO aVTIKEILEVO 0T Tapdypoeo §2.2.3.

2116 mapaKato ewoves 2.2 ko 2.3 PAETOLUE TOL GYESN TOV KATACTPOUATOV EMPATOV
(passenger deck — deck6) ko emBipacng (embarkation deck — deck5) avtiotouyo.

AutoCAD 2010 decks 2007 3.dwg b TN 0 i

[ R mpmmmmmp e i Ve TR TPt i
Ewoéva 2.2 : Katdotpopa empatdv — decke
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AutoCAD 2010 deck5_2007 3.dwg

pooe [ NS RO HA 1~ L] [Elres st Wetoce” FE O

M—-@LIG\QML\LMHD

Ewova 2.3 : Kotdotpopa emPipacng — deckd

Aovriéyope kupimg pe apyeioc DWG, mov eivar ta cvvnbéotepa oto AutoCAD. Ta
apyeior avtd Oa eledyovpe oty cuvéxelo oto Aoyiopkd 3D Studio Max ywa va gtia&ovpe
TPOIAOTOTO. LOVTEAD TNG TOTMOAOYIOG TOV KATOCTPOUATOV OAAG KOl TO HOVIEAQ TOV
TATOUATOV TOV KOTAGTPOUATOV. Ze avtd To poviéda Bo kivodvtor votepo ot Agents oto
Loyopko Unity3D yio v mpocopoinon g eKKEVMmGTG.

O1 3100TAGELS TOV TPLOV KOTACTPOUATOV glvar :

Mnkog MAdTog “Yyog
deck5 72.438m 27.147m 3.200m
deck6 71.084m 26.740m 2.700m
deck? 70.316m 32.503m 2.750m

ivakag 2.1 : Aootdoelg KOTasTpOUATOV
H axolovbia tov epyacidv, Sniadn otL Eekvape amd kamowo oyédio AutoCAD ywpig

TMEPITTEG  YPOUUES, £MEITO. QTIOXVOLUE TO OVAAOYO TPOICTATO HOVTEAD KOl TEAOG
nporypoatorotovpe Ty eopoinon og kémola 3D rendering punyovi epumvedotnke amd 06 : [6].
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2.2 3D Studio Max

2.2.1 Tevika

o v koTooKkeL] TOV TPWIECTOTOV HOVIEA®V TOV KATOSTPOUATOV Kol TOV
natoudtov toug, Ba ypnoworomoovpue to 3D Studio Max g etapeiag Autodesk [5]. To 3D
Studio e1d1keveTan oTn SNUIOVPYIC TPIOACTUTMOV AVTIIKEUEV®V, XOUPUKTNP®V, TEPPAALOVI®V
Kol YEVIKOL AEMTOUEPOV TPOACTAT®OV CKNVOV CUUTEPIAAUPAVOUEVOV KOl TOV QOTEWVAOV
TNYOV, KOUUEPDV Kol POTOCKIACEDY TOVG. AKOU, UTopodE va epoaprolovpe veEg (textures)
oT0 avtikeipeva kol vo mpoodtopilovpe tov Tpdémo Kivinong tovg (animation). To mio
onuUoavTIKd yopaktnplotiko tov 3D Studio eivor 1 dnuovpyios TOATAOK®OV OVIIKEWWEVOVY Ko
1 €QAPLOYT| TOKIA®MV LETAGYNUATIGUDV GE OVTA.

2.2.2 Tpomog Aettovpylag

Ymv Ewova 2.4 eaiveton 1 dtemapn tov 3D Studio Max kot cuykekpiuéve, to povTéla

deck? xon deck?7_ground :

. O i >,
etkey ¥ KeyFite (Ol a

Ewéva 2.4 : Movtéha deck? kou deck7_ground
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BAémovpe v xdtoym, mAGyw Oyn, mTPOGOYN Kol TNV TPOOTTIKY OYN TOL LTO
KOTOOKELT] OVTIKEWWEVOV, £YOVTOG £TOL KOADTEPN TPLOAOTOTN OVIIANYTN TNG OKNVAC. XTO
Thve pépPog, Ppiokovionl to. €PYOAEIR TOL YPNOULOTOOVVIOL TO GLYVA, OTMG EMAOYN
AVTIKEWEVOV 1] opddo oamd avtd, petacynuoticpol 0éong, meplotpoens, upeyEébovg,
AVOoTPOPNG Kal ovTIoTpor g, dopbmtég (editors) ovopotog, emmédwv (layers), koumdiwv
(curves) ka1 vikov (material). Xto kdto pépog vdpyel n kKhipoxo tov kopé (frames) pe myv
omoio. aAAGCOVE TO YOPOKTNPLOTIKA TOV OVTIKEWEVOD o€ Kdbe kapé, divovtag Tov £T61 TV
yevdoaiocnon g kivinone. Xto d0eEl pépog Ppiokovtar ol TO ONUOVTIKES AErTovpYieg
onuovpyiag kot popeomoinong tov aviikewévov. Ilapadetypatog yapn, umopodue va
eTiaEovpe TOALG oTOLEIMON TPpLdLdoToTa avTiKeipeva (opaipeg, kKoot KOAvSpoL, Tupauidec,
omelpec, KMOVOL, COANVEG), extetouévo aviikeipeva (dEoveg tpoymv, dtpaxtol, KVPol Kot
KOMVOPOL GTPOYYLAEUEVODV AKP®V, TPIGUOT, KAWOVAEG, OECUOL OTEPDV, TOAVESPA) KOL VO
epappocovpe mphEelg ocuvolmv oe avtd (évoon, toun, aeaipeon A-B kot B-A) kot
UETAGYNUOTIGUOVG Y10, VO OMUIOVPYNCOVUE KOvovpyle moAvmAokdtepa avtikeipeva. Ot
petacynpoticpol epdppolovral oe oOAOKANPO T OVTIKEILEVO 1) LOVO GE PEPN TOVG Kat gfvar
TPLOV EODV :

»  II\éypartog (mesh).
»  Kapmding (spline).
» Tlolvyodvov (polygon).

Ot mo onuavtikoi eivar : Avywong (bend), khiong un kdéBetng emopdvewng (bevel),
dwatopng (cross section), mpoe&oymv (extrude), kauyng (flex), ™méng (melt), xabpepticpod
(mirror), BopvPov (noise), kavovikomoinong (normalize), mpoPoinc (projection), puvtidwv
(ripple), xerdpovg (shell), acvppetpiag (skew), poppomoinong tov dépuatog (skin morph),
tepayopot (slice), oeaipicomoinong (spherify), ocvumicong (squeeze), éxtaong (stretch),
vrodaipeong (subdivide), avtikotdotaong (substitute), cdpwong (Sweep), ocvppetpiog
(symmetry), otadiokng peiwong (taper), dwukoéounong pe pooaikod (tessellate), agaipeon
avembountov akpov (trim), ocvotpoeng (twist), wvpoticpod (wave). Mmopodue vo
EQUPUOCOVE HEYOAO TANOOG HETOCYNUOTICUAV GE VOl OVTIKEIILEVO Kol avTol TomofeTovvTal
pe popen otoifag, otnv omoio propove va dAAALOVE Kol T GEPA TOVG.

Eniong, oto de&l pépog Pplokoviar kot ot Asttovpyieg e€mAoyng YpoOUATOV TOV
AVTIKEWEVOV, dnovpyiog cvotudtov copotdiov (particle system) yio va eEopoidoovpe
Y. €V GOGTIHO, OVTIKEWWEVOY QOTIAC-KamTvoD, duvapuikev aviikeévav (dynamic object)
TOL KIVOOVTOL GOV VO, ETOPOVV TAVE TOVG Ol PLGIKEG SVVALELG TOV TPOLYLLOTIKOD KOGHOL (TT.X.
N BapdTa), POTEWVOV TNYOV Kol KAUEPDOV OALL Kol TOToBETNONG TV oKV Tovg. A&iletl va
avoeepbovpe kol oTn  dvvatdHTTO  KOTAOKEVNG Aemtopepéotatwv  owmodwv  (biped)
YOPAKTNPOV. APYIKE OTIAYXVOVUE TO TAEYLO TO OTOI0 OMOTEAEITOL ATO QVTOVOUO LEPT] TTOL
OVTIGTOLYOVV GTO SLPOPETIKA HEAN TOL GAOUOTOS, £TCL MOTE Vo €fvol duvar 1 petakivnon
Y. LOVO TOL €VOG XEPLOV OAAG KOl M YEVIKOTEPN Kivnom OAOVL TOL COUOTOS Vo €ival o
evoiwn. ‘Enetta, propodpe vo torobetoovpe dtdpopa materials ta omoio mpoacdiopilovv to
TOG 1 EMPAVELD OVIOVAKAG TO QMG TNG PMTEWVNG TNy TGS oknvig. Xvviwg, ta material
£€YOVV Kol KATOwo epaprociévo texture yia va “vtvetar” pe autd o YopoKTNPaS.
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To 3D Studio pmopel ko e€dyel T oknvi TOL EXOVUE PTIGEEL GE BLAPOPETIKOD EIGOVC
apyeio, OmMOTE UTOPOVUE VOTEPO. VO TNV EICAYOLUE KOl YPNOLUOTOU|COVUE GE GALQ
npoypaupota 6mmg to Quest3D. Mio opototnta pe to Quest3D eivor kot n dvvardtnTa
e€aymyng TG oKNVNG o€ eKTEAEGIO apyeio TO omoio umopovpe va TpEEovLE Yoo vor SoVpE T
OKNVA G€ KATO10V NAEKTPOVIKO VTTOAOYIGTH TToL dev €xel eykateotuévo to 3D Studio Max.
Téhog, to 3D Studio, 6nmwg kot GAAa mpoypaupate g etotpeiog Autodesk, pmopel kot
ypnowonotel to ovotnua Autodesk Backburner. TIpoxettar yio évo odotnua karoveunuévng
ovpag (Distributed Queueing System — DQS) o610 0m0i0 GUUUETEXOVY VTOAOYIOTES SLOPOPWV
Aertovpyikadv cvotnudtov (Linux, Windows, Irix) kot epydlovtar cuAloyikd oto idto diktvo.
Ene16v n moAvmhokodtnta piag oknvig oto 3D Studio pmopet givor modd peydin Aoym tmv
TOMOV OVTIKEWWEVOV KOl AETTOUEPEIDV TTOV UTOPEL Vo, TEPIEYEL, TO rendering thg oknvig amod
éva Lovo VToAOY1oTH pmopel va ypetactel ToAd dpa. Etot, ypnopwonowwvtog to DQS, moliol
VTOAOYIOTEG OTO 1010 SIKTVO GUVOPAUOVLY OTNV EMiTEVEN UG KOWNG epyaciog, ). TO
rendering, og Atydtepo xpovo amd 660 Oa Ekave Evag povo vroroytotc. To DQS amaptileton
and :

» Evav vroAoyiot (ovoudleton Render Client) tov onoiov kdmola spoppoyn otédvet
™ (nrovpevn epyacia (rendering) otovg render nodes.

» Render Nodes eivar évag M meplocdTEPOL VIOAOYIGTEG MOV avorapPdvovv v
TPOYLOTOTOIN GO TNG EPYOCTOC.

» 'Evag vrmoloyiotng (Backburner Manager) mov givat veevbuvog yio v dtavour kot
dwayeipion v gpyactdv mov ektehodv ot Render Nodes.

» ’'Evog M mepiocotepotl vroroyiotég (Backburner Monitor) ot omoiot mopakolovdovv
T1G EKTEAOVUEVEG EpYaGieg otovg Render Nodes.

Ta téocepa pépn emtkovmvodv petaé&d tovg pe to mpwtokoro TCP/IP.

2.2.3 Xpnon

Ba meprypdyovpe cuvropa ta Prpata e Sadkacio ONUovPYicg TOV LOVIEA®Y TMV
Katootpopdtev oto 3D Studio Max 2010 and to didtdotato oyédio Tov AutoCAD :

»  Anuovpyio oyediov oto AutoCAD kot omobnkevon tov og apyeio DWG.

» X10 3D Studio kavovpue import to apysio DWG. Xto mapdbvpo dtaAdyov mov avoiyet
TPOGEYOVUE Va. gival ETAEYUEVES OLEG 01 EMAOYEG oTtov Topéa Geometry Options ko
kupimg n Cap closed spline, ®ote dtov kKGvovue ot cvvéyela Extrude, ot toiyot mov
Ba dnovpynBovv Ba Kreicovy amd T TEVE Kot KATO LEPLA TOVC.

» Emniéyovpe 10 01d1G0tato poviédo mov eivor tdpo éva Editable Spline kot tov
epappolovpe tov petacynuatiopd Extrude omdte ot ypappég 0o avoymbovv kat Oo
LETATPOTOVV GE TPLOLAGTATOVS TOLYOVG,.

» Kavoovue Collapse tov Extrude (to povtého petatpénetor oe Editable Mesh) ko
npocbétovpe Tov petaoynuotiopd Unwrap UVW o onoiog tpogtopdalet to faces yia
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va dgxBovv textures aAAd Kot delyvel cQAAUATO (TPAGIVO YPMUE) TOL GYXESIOV TOL
£YOVV TPOKVYEL 0O TOADYWVa, OV dgv Exovv kAegioel cwotd (Ewodva 2.5). Emiong,
evepyomolovpe v emdoyn Backface Cull ota Object Properties (6¢&i click) tov
pnovtélov oto tab General. ‘Etol, 0o @ovei av kdamowa faces éyovv AdOoc
npocovatoicud (normal) ondte Oa mpémet va emheyBovv kat vo yivovv Flip.

» Kavovue Collapse tov Unwrap UVW kot mpocOétovpe tov petaoynuotiopnd UVW
Map. Ztig mapapétpovg emhéyovpe Planar Mapping.

» Kavovue Collapse tov UVW Map. IIpocéyovue 10 povtélo va Bpioketar otn 0éon :
(0, 0, 0) kot 6Aa Tow pépN TOL VO Ppickovtar oto 610 layer kor vo égovv to 1610
material.

» Mg emheyuévo 10 povtéro, kavooue Export Selected kot emidéyovpe apyeio popeng
FBX.

» Ewdyovpue (import) to apyeio FBX ot0 Aoyiopukd Unity3D o6mov givar mhéov étouo
VOl TO XPNOUOTOGOVLE 6T oknvn pog. TIpocéyovue oto Rig tov povtéhov o Scale
Factor va eivar 0.001 ®ote ta mm oto 3D Studio va avtiotoyyobv oe M oto
Unity3D.

,___,_,,,E;I‘@EEM?\; /

St

L T

[ ] ooy PR @ b >

B s

Ewova 2.5 : 'EAeyyog c@aipdtov Tov 6yediov pe tov petaoynpatioud Unwrap UVW

Ta dyn mov Oétovpe otov petaocynuatiopnd Extrude eivar 3200mm yi to deck5,
2700mm vy to deck6 ko 2750mm yuo to deck7 (TTivoxog 1).
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o o poviélo TV TOTORATOV eKTEAOVUE Ta 0w Pruota  extdg o’ tov
petacynuatiopd Extrude apob dev £xovv Vyog g ankd eninedo. Eekiviicoue and eninedo To
0moio HETAKIVOVTOC To. VErtices tovg gépape oty embvunty Lopen. AKOUa, SMULOVPYNOAUE
TPOTEG MOTE Vo cLVOEovToL To, decks e tig oxdleg

Mo yapn mnpdéttog mopabEéTovpe Kol TIC €KOVEC TOV HOVIEA®V TOV VTOAOIT®OV
KOTOGTPOUATOV KOl TOV TOTOUATOV TOVG.

8B

puto vy TR ¢ <1 b, 1> M
et Ke I KeyFite 0 H

0 AcdTre
Ewova 2.6 : Movtéha deck6 ko deck6_ground

Yta povtéda TV ToTopdTov £xovus tomobethost évo material pe éva texture popoeng
okokiEpag (Diffuse : Checker otov Material Editor). Avté cuvn8ileton va yiveton og te0T yia
va damiotdvovpe av o UVW Mapping givat g popeng mov 0éhovpe. Edd sivar Eva amko
Planar Mapping.

[Ipoeoavac, petd oto Unity3D pmopovpe vo aAld&ovpe to checker pe omowndnmote
dAlo texture BEAovE Yo vaL EMITOYXOVUE TO EMBVUNTO ONTIKO OMOTELEGLOL.
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Ewéva 2.7 : Movtéla deck5 kou deck5_ground
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2.3

Unity3D

2.3.1 Tevika

To Aoyrouko Unity3D (17 Unity yia cvvtopia) €xet avomtuydei omd v etarpeio Unity
Technologies kot mepthoufavel po TAnpn tpdidotarn rendering unyovn kabog kol Eva
evoopoTopévo avartuélako mepiBdiiov (Integrated Development Environment 1y IDE) pe to

omoio 0 ypnom¢ umopel va dnpovpyel kot va e£eMocel SIOACTATEG 1 KOl TPLOOIACTOTES
epapuoyés [7]. T v vAomoinon TV SLVATOTATOV TOV EPUPUOYDYV YPNCILOTOLOVVTOL
Scripts mov avortbecovtal, omd TPOETIAOYY, GTO TOALATA®Y TAATEOpU®V (Cross-platform)
IDE : MonoDevelop, oALd propovv va emidexfovv kot alia IDES 6nmg to Microsoft Visual
Studio. Ymoompilovtar ot &&ng yAmooec : Boo, C# xou JavaScript. Ta peyaAdrtepa
mAeovektiuata tov Unity Bempovvran :

>
>
>

O pepdg xpovoc mov amorteiton o TNV ekpdOnon tov Pacik®dv Agttovpyudy.

H gvkoMMa avémtuéng moAdmlokmvy kot KohoicOnTtov TpiedldcTaTtmY GKNVOV.

H dmapén moAldv étotumv cuotnudtov énwg : Physics System (to yvootd PhysX),
Collision System, Graphical User Interface, Terrain Creator & Editor, Particle
System, NavMesh, Lighting & Shadows, Animation, kT, ta omoio. pmopovv va.
eVoOPaT®OoVV OpaAd GTO KUPIMG TPOYPOLLLLLOL.

H ypnon Scripts yio tnv avantuén Kot TopapeTponoincn tov EQpapuoyoy.

H dvvatdémra eoyoyng g epapuoyns o€ 21 SpopeTikég TAATOOPUES LE
Kupotepeg T1¢ €€Ng - Pc, Mac, Linux, Web Player, Android, iOS, Windows Phone 8,
BlackBerry 10, PS4, Xbox 360, Wii U xat Oculus Rift, yopig o ypfiotng va
ypewdletar va EEpet ta Egymprotd Pacikd IDES g ke miatpdpuog m.y. DirectX,
OpenGL, OpenGL ES «tA.

Avt T otiyun €xel etacel oty £kdoorn 5.0.1. Yrapyovv 600 exdocelc tov Unity, n

personal mov diatifeton ywpic kamolo koéctog kot M professional mov €yxer meprocdTEPQ
features 6mwg N avantuén epappoydv o cloud kot team licence aAAd pe kdoTOC.
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2.3.2 Tpomog Aettovpyiag

Ymv Ewova 2.8 eaivetar m demaen tov Unity, otav Ppioketar o€ KotdoToom
eneEepyooiag (edit mode) :

| File Edt Assets Component Window Help

Ewova 2.8 : Aeroen tov Unity3D (edit mode)

BAémovpe 011 ovolaotikd ywpiletar oe Ttéooepo mapabvpa. Xto kdtw (Project)
vapyovv Ohol Tol apyeion (assets) mov avAKOLY OTNV EQUPLOYN TOL OVOTTOGGOLLLE.
[Tapadeiypoto assets eivat ta LoviéAa, EKOVES, MOl KOl LOVGIKES, Ol OKNVEG TTOV OTOTEAOVV
NV €QAPUOYN, TA SLAPopa. SCripts mov Exovue avamtvéet KTA.

Amo v cvAloyn Ohwv TV assets Tov project PAEmovpe molo akpBMS XPNOYLOTOIOVUE
otV €KAoTOTE OKNVH 6710 aplotepd mapdbupo, to Hierarchy. Aniadn oto Hierarchy
VILAPYOVY OAOL TOL OVTIKEIHEVO OO TAL OOl AMOTEAEITOL 1] GLYKEKPWEVT GKNVY. AVTA OV
QOIVOVTOL LE GKOVPO UTTAE YPpOLO Eival OVTIKEIIEVA TOV £yovv TpokvyeL amd prefabs. Prefabs
glval cov KOAOUTO. OVTIKELLEVOVY, OO TO OTOI0. OTOKTOVUE OO0 OVTIKEILEVO LE KOWEG
1©010tnteg. BéPana, pmopovpe va dnpovpynocovue €va avrtikeipevo amnd kdmolo prefab won
Emerta va ToL OAAAEOVLE TIG 1O10TNTEG TOV.

Av16 yivetor oto de&10 Tapabupo, To Inspector. ‘Exovrtag emAégel TNy KEVIPIKN KApEPQ
(Main Camera) oto mapdabvpo Hierarchy, PAémovpe T1g 1010t TéC TG oto Inspector. 'Etot, €60
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umopovue vo, aAAdEov e Tiur o€ KAmola 1610TNTa, Y. TIG Hoipec Tov mediov opaong (Field Of
View, FOV). Ouoiwng kot yio 6ho too vroroura avtikeipevo oto Hierarchy. Ac tovicouvpe £6m
ot otov Inspector dwakpivovrar povo ot dnuootieg (public) petafintéc tov Scripts pag.

Y10 kevtpkd mapdbvpo (Scene) yivetar to rendering g oknvig. Ed® Oa @aivovtar kot
0l OAAOYEC TTOV KAVOVUE OTIG YMPIKEG WO10TNTEG TOV AVTIKEWUEV®V, T.Y. LETOKIVAOVTOG TO GTO
x®po 1 peyevBvvovrag pa drdotacn tovc. Otav matncovpe to button Play oto mave uépog
™G 006vng 101 10 TTOpdBvpo Scene avtikabictoton om’to mwoapdbvpo Game omov “Tpéyet”
Kavovikd 1 epoppoyn pag. To button Pause tnv otapatdel mpoocmpivd uéypt vo TaTtHoOoVUE
Eava to Play kot to de&1otepo button mpoywpdet tov ypovo katd évo frame. Tty Ewova 2.9
éyovpe matnoel to Play kot to Unity Bpioketotl og katdotoong avaroapaywyns (play mode).
Awokpivovtot kot ot emBatec mov Exovv dnuovpyNnoel Kot TEPTATAVE GTO KATAGTPWOLLA.

file Edit Assets GameObject Component Window Help
)

53 fps (19.0 ms)

Meny

Ewéva 2.9 : Aernaor tov Unity3D (play mode)

[evikd, n dnuiovpyio epoappoymdv oto Unity Bacileton otig dvo kevipikég évvoleg Game
Object kou Component. Game Object sivar 0 kd0e avtikeipevo g oknvig pog. Mepikd
Game Objects &yovv @uoikn vdceTacT, ONAAdT Ypaplkn avordpactact (Mmesh) otn oknvn
omdTE £lval Kot opatd, OTMG TO HOVTEAD EVOG KOTAGTPOUATOS, evéd dAlo Game Objects dev
avamopioTavTol Ypoelkd ot oknvi, kobmg emrelobv kdmolo Asitovpyion Omov dev eivan
amapoaitnn 1 ortikomoinon tovg, m.y. o Game Object mwov givar vevBuvVo Yo TIC KIVAGELG
oAV Tov aAMov Game Objects mov avimpocm®TEHOLY TOVG KIVOOUEVOLS YOPOKTNPES
(Agents). Emiong, kamowo Game Object umopei va yiver “moudi” kdmotov dAiov yio vo
KAnpovouel TV HETOPOPA, TEPIGTPOPT] Kol KAILOKO TOV TOTPIKOV OVTIKELLEVOU.
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H dgvtepn Pacikn évvola, to Component, divet oto Game Objects tic 1816t teg mov
Béhovpe va &rovv. Ola ta Game Objects éyovv tovAdyiotov to Component Transform to
omoio anoteleiton and Tpia tpotdotato davocuata (Vectord) : @éon (Position), Ilepiotpoon
(Rotation) ko KXiipaxa (Scale). ‘Etot, av 0éhovpe kdmoo Game Object va Aettovpyel og o
QOTEWVN TNYRH o1 6KNvN, T0v Tpocsbétovpe éva Light Component kot divovpe émetta TG
OTIC SLAPOPES TOPAUETPOVG, TT.X. TO €I00G NG poTEWN TNYNS va givar Directional. "Evo aAAdo
napdaderypa givor av Oélovpe o Game Object pog va éyel To Lok Kivnon Kot vo avTidpd.
oe ovykpovoelg pue alha Game Objects mov cuvavid, tov mpooHitovue dbo Components :
Rigidbody ka1 kdmotog popeng (w.x. Capsule) Collider.

Onwg sinope kot otn §2.2.3, éva and ta peyolvtepo mpotepruato. tov Unity sival kot n
SVVOTOTNTO TOV EYOVUE VO ONUOVPYOVUE EUELS TIG AetTtovpyieg mov Oa BéAape yloo KAmolo
Game Object av avtég dev vapyovv 1HOM ETotues. ANAadY|, LTOPOVUE VO TPOYPOUUATIGOVE
o€ KOO0 YAMGGO 0VTEG TIC AELTOVPYiES Kol va TIC amobnkevoovpe oe kamowo Script. ‘Enetrta,
npocBétovpe avtd to Script wg Component oto Game Object wov Oéhovpe, pe amotédecua
avTo Vo ookTd TIc {NTovEVES AsttovpyiEg.

2.3.3 Xpnon

H dwdkacio eicaywyng oto Unity tov 1pididotatov HOVIEA®V TOV KATOOTPOUATOV
KOl TOV TOTOUATOV TOLG Tapovcstdotnke oty §2.2.3. H ypnon tovg péoa oto mepifairov
tov Unity oAld kot m Teptypagn yuo T0 ToG povieAomomoape éva mAnboc emPatdv kot
TPOGOLOLDGOUE TN dladtkacio ekkévaong oto Unity givar ta kevipikd Bépoto Tov ETOUEVOL
Kepaiaiov.
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Kepaiaio 3

Movtédo nebodov

Ye auto 10 KedAalo o acyoAnBobue apywd pe v mponyuévn péBodo avdivong
EKKEVOOTG OVOAVOVTOG TO OKOTO TNG, TIG LIOBEGES TG KO TOV TPOTO LTOAOYIGHOD TOV
GLVOAMKOD ¥POVOV EKKEVMOTG,.

2 ovvéyela Bo avamtHEOVIE TO TAC LOVIEAOTOMCALE TOVS EMPATEG TOL TAOIOL MG
OLTOVOUES, KIVOUUEVEG KOl HE TEXVNTH VOnuoouvvn ovtotntes. [a ocvvtopio, Oo Tig
amokaiovpe Agents.

210 T€M0G, B0l TEPLYPAYOVLLE TN GUGYETIOT| TV PLGIKAOV VOU®OV KIVI|oNG KOl TOL KOO

HLog.

3.1  IIponyuevn uEBodog avaAuong EKKEVWONG

Onwg &idape kot oty §1.1, n Maritime Safety Committee (MSC) tov International
Maritime Organization (IMO) oto «Interim guidelines for evacuation analysis for new and
existing passenger ships» mpoteivel 600 StaPopeTiké peBOdOVG Yy TV avdAvon Tng
dwdkaciog exkévoons. H tpd (amlomompuévn) Bempel 1o tAnbog tov emPatdv o¢ pevotod
™V Kivnon tov omoiov opilovv ot eElomoeig Navier-Stokes. H akpifeia avtig ¢ pebodov
LELOVETAL OGO OVEAVETAL 1) TOAVTAOKOTNTA TOL TTAOIOL, dNAadN OTav avédvetal o apBudg
TOV JOPOPETIKAOV TOTOV EMPATOV KUl YDOP®V SUUOVIG, 0 0plOUdS TOV KOTAGTPOUATOV Kot
TV oKaADV. [ avTd T0 AdYo oA Ko e givan E0KOAN TNV avamTTLEY, YPNCLLOTTOELTOL
Kuplwg Lovo ot apykd 6Tadn TG oyedlaons evog vEOU TAOTIOL Y10l VoL ODGEL L0 TPOGEYYIoN
NG OVOUEVOLEVNG ATTOO0CNG TG EKKEVMOT|G.

H mponyuévn pébodog ocvvnbwmg toavtileton pe mpocopoimorn Tng eKKEVOONG o€
NAEKTPOVIKO VTOAOYIOTN, £XOVTOC OUMG M0 O UIKPOOKOMIKY OvTiIAnym tov avipodrwov
(emPdreg kou mTARpoua) [2]. Aniadr, o kabe avOpwmoc Exel Bempnbel wg pa Eeyxmpiom
ovTOTNTO e TANPOPOPIES Yo TNV TOMOAOYioL TOL HOVTEAOL TOv TAoiov kou e€etdletor m
aAMAeTiOpaon 1060 HETAED TV OVIOTNTOV OGO KOl LE TO HOVIEAOTOMUEVO TAOT0. o TV
AVOADGOLLE TEPIGGOTEPO GTIG AUECMG EMOUEVEG TOPAYPAPOVG,.

Ac tovicovpe €dm 0Tl ot amarthoelg g MSC divovton pe v popen guidelines,
OnAaodmn etvar o ToAd KatevBuvinpileg Ypappég mapd emPAAAOUEVOL KOVOVIGHOL.

30



3.1.1 ZXxomo¢ mponyuévng uebodov

O okomog NG Tponyuévng nebodov eivor va :

» Avayvopioer kot e€olelyel, 060 €ivol TPOKTIKA dLVATOV, TIC TEPLOXES OLENUEVNC
KUKAOQOPLOKNG CLHEOpNONG Tov  pmopel vo  avamtuyfovv Kotd TN Jdpkela
EKKEVOONG,.

» Emdeier O6t1 o1 pmyoviopoi So@uyng €ivol KOVOTOMTIKG EVEAIKTOL MOTE V.
KOAOWOLV Kot TNV TOavOTNTO GUYKEKPIUEVOL 0001 O10PLYNG, OTAOLOL GLYKEVTPMONG,
otabuol emPifoaonc N ocwoifieg AéuPn va unv eivor dwbéoipol Ady® KAmolov
OTUYNLOTOC.

3.1.2 YmoBéoelg mponyuévng uebodov
"Exovv yiver o €€ng voBécelc :

» Ou emPdreg ko1 TO TANPOUO OVOTOPIGTOVIOL ©OF HOVOIIKEG OVIOTNTEG UE
GLYKEKPLUEVES WO1OTNTES KO YPOVOVG ATTOKPIGTG.

Ot emPareg Kot 1o TAPOUO B0l ¥PNGUOTOGOVV TIG KOPLEG 050VG SLAPLYNC.

Ot unyoviopoti dtapuyng sivar 100% dabéoot.

To TApopa 6o Bpicketatl otic cmoTéG BEcELS Yia va BonBncovy Tovg emiParteg.

Ot emBdrec axolovHovV T0 GVGTNHO GNUOVOTG KO TIG 00NYiEG TOV TANPOUATOS Yo

YV VYV

™ dnuovpyia g mopeiag TOVG TPOG TOVS GTAOLOVS GLYKEVIPDGEWC.

O xamvog, n Begpuodmro Ko ta tofkd mpoidvia mupkaids dev emmpedlovv v
AtOd00T TOV TANPAOUATOS KoL TOV EMPATOV.

Aev vtdpyel GLUTEPLPOPA OIKOYEVELOKNG OULADOGS.

» H xivnon ko1 n kAion tov mhoiov dgv vroroyilovtat.

A\

A\

3.1.3 TpoOTog umoAoyLoHOU CUVOALKOV XPOVOU
EKKEVWONG

O ovvolikdg xpovog ekkEVmong vitoroyiletal am’tov TOTo !
Tor =125+T + =x (E + L) (3.1)

Omov T o ypoévog petoaxivnong (Travel time), to 1.25 givar o mapdyoviog ac@AaAelog
(safety factor), E eivar o ypovog emPipaocnc (Embarkation time) kot L o ypdvog kabérkvong
(Launch time). Zopowva pe tig 0dnyieg, Oa mpémet vo 1oyvet

Topp<n (=)1.25*T+§*(E+L)Sn (3.2)
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Omnov N gival 0 pHEYI0TOG EMTPENTOC YPOVOS EKKEVMOTC KOl TPOKVTTEL (MOG -

60 min, yia emBatnyd wloia (ektds Ro — Ro)ue oyt mepioodtepes and 3 kevrpikés kdOetes {wVeg (33)

60 min, yix Ro — Ro emBatnyd wlola
n=
80 min, yta emBatnyd wloia (ektdg Ro — Ro)ue mepiaadrepes and 3 kevrpikés kdbetes {wVeg

Eniong Oa mpémet va oydet :
E+L <30min (3.4)

O ypovikéc amantoelg Tov (3.2) kat (3.3) oynuotika :

T
1.25T

| I
|
i E+L
i i i i
| (1) |
' |
! |
i )
|
|

®)

Ewova 3.1 : ZuvoAikog ypovog eKKEVMOONS

Omov :

(1) eivon 0 ypovog emkarvyng (Overlap time) kot ioovtan pe (E + L) / 3,

(2) eivon o petpovpevog cuvolkog ypovog ekkévoong (Calculated evacuation time),
(3) givar 0 péyrotog emttpentdc YpoOVOg EKKEVMDGNG, N, TOL vroloyileton am’mv (3.3)



3.2  Movtedomoinon ovtotntag — Agent

Tnv «éBe oaveEdptntn ovioTNTO, NG TPOCOUOI®ONS, 7OV  OVOTUPIOTE  (TOLO
GLUUETEYOVTEG OTNV ekKEVMOT], Ba amokaiovpe Agent. 'Etot, o Agent amoteAet t Bdon g
Tpocopoiwong pnag. Tov Exovpe dMOEL TETOEG TAPAUETPOVS MGTE VA, ATT0SIOEL OGO TO dVVATOV
7o Mot TV avOpomivn kivnon. Emiong, €xel éva cvvolo cvoumepipopdv mov opilovv v
YEVIKN TOpEiat AAAG SNULOVPYOVV TOTIKES UIKPEC KIVGELS, T.Y. Y10 VO, OTOPVYEL KOO0V AALO
Kovtvo Agent.

Yougwvo pe to MSC Circular 1238, Annex 2 (1.M.O. 2007), to povtélo tov Agent Ba
TPENEL VO, EYEL TOLAAYLOTOV OLTE TOL YOPAKTNPIOTIKA,

» Kabe avbpwnoc avamapiotdton atopukd (amd Evav Agent).

» Ot Wwteg kaOBe Agent kabopilovior omd TOPAUETPOVG, UEPIKEG OO TIG OTOIES
gtvar mBavoroykég (Ba avaivboldv oty apéoms emodpevn Topdypago §3.2.1).

» H mopeio k40e Agent xataypdpetor (0 ¥pOTNG TNG TPOGOUOIMONG EMAEYEL TN
oLYVOTNTO, ONAOON TOGES POPEG TO JELTEPOAETTO YiveTal 1 KaTOypopr] TG 0éong
Tov Agent).

» Ot mopapetpotl Bo Tpémel va SoPEPOVY OVAUESOH GTA GTOLO TTOV GLYKPOTOVV TOV
mnBouopd g exkévmong (€xovue akorlovdnoel tovg mivakeg 3.1, 3.4 ko 3.5 ToV
MSC Circular 1238, Annex 2 (1.M.O. 2007) ywo T1c nMMKloKEG Kot yopieg Kot
avtioTtoryeg ToOTNTEG TV Agents).

» Ot Baowol KovOVEG Y10 ATOUIKES AMOPAGELG Kol KIVAGELS givar 10101 Yoo GAOVG Kot
TEPLYPAPOVTOL GE KATMOWOV KoBoAkd aiydpiBuo (€xovpe vioBetioer avtiv v
TEYVIKT KOL TNV TEPLYPAPOVUE GTNV Topdypapo §3.2.2).

» H ypovikn OSagopd avaueco o€ 0600 Kivioelg omotovdnmote Agent otnv
npocopoiwon de Oa mpémer va Eemepvd TO €val OELTEPOLENTO TPOGOUOIOUEVOL
ypovov (ue ™ Ponbdeia Tov TPOYpPAUUATIOUOD TOAATAGY vrudtmv, multi-threading
programming, katagépape ot Agents va gléyyouvv v kivion tovg kdOe frame. ‘Etot,
G€ VIOAOYIOTH OV EMLTVYYAVEL peydAo apBud FPS, frames per second, m.y. 60 fps, n
YPOVIKN d1apopd avdpeca og dHo kivnoelg Oa givar 1 /60 s~ 0.0167 s).

3.2.1 Tlapdpetpot Agent

2mv mapaxkdto Euwova 3.2 dakpivovtor ot Ttapdpetpot tov Agent. ITave mévo vdpyet
n boolean petapint GetValuesFromManager. Av avt givau true (mov eivon ko n default
T ™e) tote 0 Agent dev AapPAavel LVITOYN TOL TIC TYES TOV TOPAUETPOV TOL TOV EYOLV
000¢t otov Inspector g Ewdvag 3.2 aAdd Ba AdPet Tic Tyuéc am’tov AgentManager wov givot
éva Game Object mov eAléyyel GAovg Tovg Agents thg oknvic.
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Vv Agent (Script)

Movement variables
St 1g Dist

Deceleration Rate

Test Target Transform TestTarget (Transform)
ay To Muster
Path

2ecord Path Frequency

Push Radius
te Transform

Look Ahead Distance

Health variables

Ewéva 3.2 : TTapdperpor Agent

Aniodn péoo tov AgentManager, o ypfiotng umopel vo oAAdlel €0KOAN TIUES OTIG
TopapeETpovg Tov Agents palukd. Av, dpme, emBupel va 0mcel EeXMPIOTES TIUES GE LEPTKOVG
ovykekpluévovg  Agents, 1ote omAd  divet v T false oty petofint
GetValuesFromManager ota mapdBuvpa Inspector tovg, omdte avtoi or Agents 6o
YPNOUOTTOGOVY TIG TIUEG Tov @aivovtal otov Inspector (Ewdva 3.2) kot Tig onoieg pmopel
VO TOPOUETPOTOGEL Y10l TOV KABEVA YOPIOTAL.

‘Exovpe otidet, eniong, g oknvi oty omoia. pumopel 0 ¥potng va divel THES OTIg
napopétpovg tov AgentManager oe ypaewd mepiBdAiov yio peyoAdtepn vkoiia. Avtd

34



dwkpiveton omv Ewova 3.3. Ov aAloyés eaivovtor oe mpoyuatikd ypovo. Muo dAAN
EVOALOKTIKY] AVoT €ivar 0 ypnomng va dwoer omevbelag TéG 6Tl TAPOUETPOVS TOV
AgentManager otov Inspector tov.

8 Unty - Agentacd
File Edit Assets

GameObject Component Window _Hel

Agent Attributes
Movement Attributes

Exact Speed  Speed : R peed Min: — swommm—)\fpx: —e——
(Stairs Up) Sy 50 emm@uee @) (StairsUp)  Min: 0,50 s \fzy : |.§() smmm——m
(Stairs Down) Speed : 1.5() sm—-ums (Stairs Down)  Min : (.50 ewemmm—m\{5y ; |,§() emm—"—"—
Rotate Speed :

IMO
Compliant

Intermediate Dist :
Slowing Dist :
Stopping Dist :

i

Mass :
Detection Attributes
Detection Freq :
Detection Radius :
Push Radius :
LookAhead Dist :

FOV: 120

Health Attributes
Max Health :

Path Attributes
@Know Way To Muste
BRecord Path

Record Path Freq:

—-—f
—
—
@
— ) —
—@

Ewova 3.3 : I'pagikd mepifadiiov anddoong Tinav otic mapopuétpovg tov AgentManager
Apa, TEMKA, VTAPYOVV TPELS SLAPOPETIKOL TPOTOL Yia VoL TAPEL TIES KAmotog Agent :

» No 0éoovpe tég oe kabe Agent Eeyopiotd otov Inspector tov kot pe
GetValuesFromManager = false.

» Na Béoovpe Tiuég otov Inspector tov AgentManager tig omoieg Oa “kAnpovopncovy”
uetd 6cot Agents éyovv GetValuesFromManager = true.

» Na 0éoovpe oto ypagikd mepiBariov tic Twég tov AgentManager Ttig omoieg Oa
“kAnpovounocovy” petd doot Agents éxovv GetValuesFromManager = true.

e k0Be mepintwon, ol mapduetpotl mov yapoktnpilovv kébe Agent givor ot idieg, ondte
oG eMEENYNOGOLLLE TL AVTITPOCOTEVEL 1 Ko

> Apyid emAéyetor o TpOmog Koboptopov g péylotng toxvmToag otav o Agent
nepratdel o eMimedo £00POg KOl OTOV TEPTAUTAEL OTIC OKAAES - avefaivovtag kot
katefaivovtog. YTapyouv Tpelg TePUTTMOOEL :
i O ypfotng va BEoel eTokpIdC TV HEYIOTN TN Y10 TIG TPELS TOYVTNTES.
il O ypnomg va Béoet éva dpog Tywmv [mMin, max] kot n uéytot Tun vo mhpet
TUYOLO 0L TN LEGO GE OVTO TO OLUCTNLLOL.
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il O ypnotng va emAééel 0tL Ba cvuPfodicovue pe TIG KATELVOVVTAPIES YPOUUES
g MSC, ontdte o1 péyiotec Tipuég eaivovtatl otovg mivakeg 3.1, 3.2 kot 3.3 ot
omoiotl mpoékvyav am’toug wivoakeg 3.1, 3.4 ko 3.5 tov Annex 2.

Rotate Speed : IT'oviokn toydTTo TEPIGTPOPNG.

Intermediate Distance : H omdotoon oty omoio mpémel vo, mAnoidosr o Agent
omotovonmote evoldpueso kopPo tov path tov, dnAadr extdc ToL TEAELTAIOL, YO VO
BewpnOel 0TL TOV “EpTOcE” Kot va EEKIVIAGEL VAL KIVEITOL TPOG TOV EMOUEVO.

Slowing Distance : H ambotacn otnv omoia mpémel vo. minocidoer o Agent tov
televtaio kOpPo tov path tov Yy va apyicel va EAATTIOVEL TNV TAXDTNTO TOV.
Ovol0oTIKA, GE OWTAV TNV aTOOTACN 1| GLUTEPLPOPA Kivione omd Seek yivetal
Arrive. Oa avaivbei teplocdtepo ot §3.2.2.2 kou §4.2.

Stopping Distance : H ambéotacn oty omnoio mpémel vo mtAncidoel o Agent tov
tedevtaio kopPBo tov path tov yia vo Bewprioel 6Tt Exel PTAGEL TOV GTOYXO TOL KoL
OoAOKANpdGEL TO path tov.

Mass : Mélo.

Detection Frequency : H ovyvomto (méceg @opéc 10 dgvtepoAiento) o Agent
Onpovpyel o adpaT CEAIPO TOL Y10 VoL KATAYPAWYEL TOVG YEITOVIKOLG Tov Agents.
®a avaivdel tepiocotepo ot §4.2.

Detection Radius : H axtiva tng npoavagepbeicag ceoipag.

Push Radius : Eivol n aktiva mov opilet ta odpato tov Agents. Otav 600 Agents
Bpebovv ce amdotaon wkpodTepn tov 2 * Push Radius, tote Oewpeiton 011 €xet
eloépfet 0 £vag 610 YDPO TOV AAAOL Kot apyilovv va anwBovviar pExpt va Ppedodv
TaM o€ andoToon TovAdytotov 2 * Push Radius. ®a avaivbei tepiocdtepo ot §4.2.
LookAhead Distance : Eivar n péyiot amndotacn peta&d ovo Agents dote avtdg
nov BplokeTon Tow am’Tov ALO Vo apyicel TNV S10OIKAGIN TPOSTEPAGTC.

FOV (Field Of View) : To nedio dpaong tov Agent oe poipec. Alakpivetar 6to
otrypotvno g Ewovog 3.3. Oa avaivbel meprocdtepo pali xor pe ™ LookAhead
Distance ot §4.2.

Max Health : H péyiom tiufq g “vyeiog” tov Agent. Meidvetar 6tov o Agent
OLUUETEYEL GE GLYKPOLGELS He AAAovg Agents mov Bewpodvior GPodpés, dnNAaon
OTOV 1 GYETIKN TOLG TaYVTNTA EEMEPVAEL KATO10 Oplo. Oa avalvbel teptocdtepo o
§4.2.

Know Way To Muster : Boolean petafint. Av givar true, tote o Agent Eépet o
dpopo mpog to mAnciéotepo Muster Station. Av sivau false, tote o Agent de Eépet o
dpopo mpog to mAnciéotepo Muster Station omdte Oa kivnOei mpog TV KovTvoTtePN
TvaKido Yo TpEL TEPIGGOTEPEG TATPOPOPIES.

Record Path : Boolean petafint. Av eivou true, tote o Agent amobnkevel ™ 0éon
Tov o€ (o Alota amd Vectord ava toktd ypovikd dtaothpate Tov opifovtol o’y
EMOUEVT] TAPAUETPO. ATO vt ™ AloTO TPOKVMTEL GTO TEAOC 1 TMOPEIRL OV
akoAovOnoe o Agent péypt va etdoet otov Muster Station.

Record Path Frequency : H ocvyvémta (ndoeg @opéc to devtepdAiento) o Agent
Kataypaeet I B€om tov.



2V mepintmon mov emAEEOVUE VAL KOAOLONGOVUE TIG KATEVOVVINPLEG YPOUUES TNG
MSC yw tov KaBopiopd g HEYIGTNG TIUNG TNG TOYVTNTOS TEPTOATHLATOS GE EMMEO £G0POGC

Kot 6€ oKAAeg, akolovbeitat 1 €€ng dradikacia

1. O xdBe Agent evtacoetor og pa nAklokn (opiletan eniong Kot To pOA0) kaTnyopio

ocvpeova pe tig mbavotreg tov Iivaxa 3.1.

2. Avoldymg v nAklokn kotnyopio, M HEYIGTN TN TOYLTNTOG TEPTOTLOTOS GE
eninedo £60pog mpokvHTTEL TVYOiC HESO 6TO €Opog [Min, max] mov opilovtol oTOV

ITivoxa 3.2.

3. Opoimg 7y Vv toydTTO TEPMATAUOTOS OE OkdAeg - avePaivoviag Kot
KatePaivovtag, pe Tnég min ko max am’tov Iivaka 3.3.

IIAn0vopokég opaodes - Empareg

Mocoot6 emPatov (%)

Avdpag, Katw amd 30 ypovadv 7
Avdpag, 30 — 50 ypovav 7
Avdpag, Tave omd 50 ypovov 16
Avdpag, tave and 50 ypovov pe petopévn Kivntikotnto-1 10
Avdpag, Tave and 50 ypovodv e LELOUEVT KIVNTIKOTNTO-2 10
INovaika, kKato arnd 30 ypovov 7
IMovaixa, 30 — 50 ypovav 7
IMovaika, Tédve arnd 50 ypovov 16
INovaika, Tévo and 50 ypovav pe petopévn Kivnrikdtnto-1 10
IMovaika, Tédve and 50 ypovov pe petopévn Kivntikotnto-2 10
ITAnOvopokéc opadss - Mipopa IMoco616 TAnpdpatoc (%0)
Avdpog 50
TIMovaika 50

IMivaxag 3.1 : ZvvBeon TAnbucpov (Mikia kot @OA0)
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Tayvtnto o€ ewinedo £60.9p0g

i Ovopokég opadeg - Empareg

Min (m/s) Max (m/s)
Avdpag, Kato amd 30 ypovav 1.11 1.85
Avdpag, 30 — 50 ypovarv 0.97 1.62
Avdpag, Tave and 50 ypovov 0.84 1.40
Avdpag, Tave and 50 ypovov pe petopévn Kivntikotnto-1 0.64 1.06
Avdpag, Tavm ord 50 ypovmdv He LELOUEVT KIVNTIKOTNTO-2 0.55 0.91
Iovaika, kGt and 30 ypovov 0.93 1.55
TINvvaika, 30 — 50 ypovov 0.71 1.19
IMovaika, Tave ord 50 ypovov 0.56 0.94
[Mvaika, Tave ond 50 ypovav pe petmpévn kivntkotnto-1 0.43 0.71
T'ovaika, TGve amd 50 xpovdv e petpévn kvntikomra-2 0.37 0.61

Tayvtnte o€ exinedo £60.90g

M Ovopokég opadeg - lapopa

Max (m/s) Max (m/s)
Avdpog 1.11 1.85
TIMovaika 0.93 1.55

Mivakag 3.2 : Méyiot TaydTTO 08 £MINE

30 £50pog

Tayvtnto ¢ okaieg

[IAnOvopoxéc opdoeg - Empareg KO_WSB GINONEUS A\_’sﬂaivovwg

Min Max Min Max

(m/s) (m/s) (m/s) (m/s)

Avdpag, kdtm and 30 ypovdv 0.76 1.26 0.50 0.84
Avdpag, 30 — 50 ypovav 0.64 1.07 0.47 0.79
Avdpag, move amo 50 ypovav 0.50 0.84 0.38 0.64
Avépag, v oo 50 ypovav pe HELOUEVT KIvNTIKOTNTO-1 0.38 0.64 0.29 0.49
Avopag, v oo S0 ypovadv Ue HELUEVT KIVTIKOTNTO-2 0.33 0.55 0.25 0.41
TMovaika, kKétm and 30 ypovadv 0.56 0.94 0.47 0.79
T'ovaika, 30 — 50 ypovov 0.49 0.81 0.44 0.74
TI'ovaika, Tave ard 50 ypovav 0.45 0.75 0.37 0.61
TMovaika, Tavo omd 50 ypovov pe petpévn Kivntikotnto-1 0.34 0.56 0.28 0.46
Tovaika, Tave omd 50 ypovodv pe HElUEVT KIVNTIKOTNTO-2 0.29 0.49 0.23 0.39

Tayvtnta 6€ okaieg

IDmBoopaiés opddes - Ipoe Koartepaivovrag Avefaivovtag

Min Max Min Max

(m/s) (m/s) (m/s) (m/s)

Avdpog 0.76 1.26 0.50 0.84
TMovaika 0.56 0.94 0.47 0.79

MMivakag 3.3 : Méyiom toyvtto o oKdAeg
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3.2.2 Xvumepupopes kat kivnon Agent

Apykd Oo avardoovue Tig ovumeprpopis [8] mov pali cvvBétovy v kivnon tov Agent
Ko émerta O mEPLYpAYoLE TG LAOTOMONKE 1 Kivon avTY.

3.2.2.1 Xvumepupopd Seek

H Seek eival n ovumepipopd mov ypnoiponoteitan cvyvotepa. Aiver otov Agent 1o
emBountod ddvuopo ToxvTNTAG Yot Voo TaceEl Tov otdyo tov. Eyxovpe dagpopomocetl tov
aiyopiBuo tov [9] ko [10], amd Swdidotata Vectors oe tpidtdoToTo Tov YPNGILOTOIOVUE
gueic. v mopokdato wkovae 3.4 paivetor oynpotikd n vionoinon (ta cvppoira og bold givan

dwvocpota)
chrrent
() Target
Vseesteer . Q Target
Age.n.t Vesired
Position
Ewova 3.4 : Zoumepipopd Seek
AlyopBpog g Seek :

e Z&pOvUE TO SAVLGHO TNG TOPVIAG TOYVTNTOS, Veurrent -
e Eépovue 10 didvuopa BEong tov otdyov pog, Target Position.
e  Ymoloyilovpe to gemBuunTd dStdvocpa ToxOTNTOS, Vesired » ©G ENG -
Vgesirea = (normalized (TargetPosition — AgentPosition)) » maxSpeed
e [ va kataAnéer o Agent oto emBountd ddvocpa, Ba tpénel va tov aoknOel o :
VseekSteer = Vdesired - chrrent
e Télog, 10 moAlamiacidlovpe pe €va PAPOG Wseeksteer (DOTE VO UITOPOVUE VO
aAAdCovpe To OGO TOAD 1| Alyo EMOPE GTO GLVOAIKO TEAMKO dLAVLCHO Kivnomg.
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3.2.2.2 Xuumepupopd Arrive

H Arrive givaw oyedov idia pe v Seek, dniadn odnyel tov Agent mpog Kdmolo otoyo
aALG pe TN Jpopd OTL amd Kamow omdotacmn (am’tov otdxo) o Agent apyiler o
emPpadvvel [9]. H amdotaon avt givar n petafint Slowing Distance tov Agent. O Adyog
7oV yiveTon avtd givat yio va oamo@hyovpe po Oivovsa TOAGVTOOT OV YIVETOLl YOP® O’ TO
Traget Position 6tav o Agent pe v Seek £yet peydAn toydTnTa Kot TPOSTEPVAEL TOV GTOYO
UE OMOTEAEGHO VO YUPVAEL TTPOG TO MIG® Kot M OldKacio. v emovoiapfPavetal péypt vo
otouatnost. Evo, ue v Arrive, 0 Agent emifpadivel 1060 o moAd 660 1 amdoTacT o’ To
Target Position pewwvetal, kot Otav T0 TANGIOCEL, EYEL ON OYEIOV UNOEVIKT TOVTNTO.

AXly6piBpog g Arrive :
e Eépoupe To ddvuoua BEong Tov Agent, Agent Position.
e Eépovpe 1o ddvuoua BEong Tov otdyov pag, Target Position.
e  YmoAoyilovpe To dtdvooua avépeso oTig 800 0Ecelg, VigTarget » G EENG
Viorarget = (TargetPosition — AgentPosition)
e Ymoloyilovue v andotacn petald tov 6vo Bécemv, distance :
distance = magnitude(V orarget)
e  Elottdvovpe v todto (to pétpo tng) avardymg v andotacn distance kot tov

nopayovto decelerationRate mov opilel Tdc0 ypryopa emPpadvvel o Agent :
distance

speed =
p decelerationRate

e  Befoawdvoupe 6t tayvnTa O EEMEPVA TN UEYLIOTT TIUN TNG

speed = Min(speed, maxSpeed)

e Bpickovpe KavoviKomompévo to Stivospa g ETBuunTg ToydTNTOS SOPAOVIG TO
VioTarget HE TN distance (1ot eivon kot ypnyopdtepo oam’to va kdvape normalized kot
ueta eni maxSpeed 6mwg kavape oto Seek) :

speed

Vaesired = Vior *——
desired toTarget distance

o Omote TEMKA TO Varrivesteer TPOKVTTEL OG

VarriveSteer = Vdesired - chrrent
¢ Opoiwmg, o moAramAacidlovpe petd pe Eva BEAPOg Warrivesteer-
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3.2.2.3 Xvumepupopd AvoidWall

H AvoidWall evepyomoteitor 60tav o Agent Bpebei kovid o toiyo. Tvykekpéva, otov

1N amodcTacT Tov KEVIpov Tov Agent ard tn minciéotepn NavMeshEdge eivon pikpotepn amd
v Push Radius tov Agent. Téte o Tov aoknBel éva didvoopa SOVOUNG TOV ATOUAKPOVEL
tov Agent am’tov Toixo. TNV mopoKatom £wova 3.5 eaivetor oynuatikd 1 vAoroinon (ta
obupora oe bold eivor davoopota) Omov Exovpe Oswprioer OtL dev vmdpyovv GAla
epapuoldueva steering davooporo

Nearest Nav
Toiyog Position Vcurrent

Radius

Ewéva 3.5 : Zounepipopd AvoidWall

AlyopBuog g AvoidwWall :

O Agent ka0e frame extelei v function FindClosestEdge mov tov emotpépel 10
KovTvotepo onueio g minoiéotepng NavMeshEdge.
Bpiokovpe v andctacn tov Agent om’oavtd to onpelo :

distance = magnitude(NearestNavPosition — AgentPosition)
Xpnowonotovue kot Evav mapdyovto approachEdgeFactor pe tov omoio diopodpe
v distance ywa va Bpodue ™ cvuvolkn amdotacn mov Bo Oéhaue vo apyilel va
ackel o Toiyog dvvapun, finalPushRadius.
Av avtq n distance givar pkpdtepn g finalPushRadius, tote 0o acknbei otov
Agent ka0eto didvooua pe katevBuvon aroudKpLVGNS 0T’ TOV TOiYO.
To pétpo tov avoidWallSteer diovHopaTog TPOKOTTEL MG YPOUMKT TAPEUBOAT TOV
normal dwavdouatog mov TpokvITEL A’y dtopopd ¢ Béong tov Agent ue ) 0éom
NearestNavPosition mg tpoc v amdotacn Tove. AnAad :
if (distance < finalPushRadius)
Voormar = normalized(AgentPosition — NearestNavPosition)
V gvoiawaiisteer = Vector3.Lerp(V ormat, V zero, distance / finalPushRadius)
Opoiwg o molamAoctalovpe LETA P Eva PAPOS WayoidwallSteer-
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3.2.2.4 Zuumeplpopa PushAgent

H PushAgent evepyomoteital étav 600 Agents Bpebovv o évag péso 610 Y®PO TOL

dAlov, dnradn otov kOkAo pe aktiva PushRadius. H PushAgent viomoteitol 6to 1010 koppdrt
Koo poli pe v emduevn ovpmepipopd AvoidNearest kabmg katr ot 600 yperdloviot vo
eléyEouv 1 Oéom tov Agent oe oyéon pe T1g Béoelg TV yerrdvov tov. OmoTE Yo vo
amo@VOyovpe Tov EAeYY0 NG AMotag pe Tovg yertovikovg Agents yia devtepn Qopad, Exovue
YPAWEL TIG OVO GVUTEPLPOPES Mall Kot amAd emoTpEPoLE 000 davdouaTa, Eva Yia TV KAOe

GLUTEPIPOPAL.

H nepintwon g cvunepipopdsg PushAgent poiéler pe ™ AvoidWall ko tnv Separate

Behaviour tov [11]. Acg dovue oynuotikd v mepintoon g PushAgent (swova 3.6) émov
&yovpe Bempnaoet 6Tt dgv vTapyovv dAla epappoloueva steering dtavdopato,
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Pushing Agent

A ent ......
g ...................... PUSh

""""""" Radius 2

Push
Radius 1

Ewéva 3.6 : Zoumeprpopd PushAgent

AlyopiBpog g PushAgent :

O Agent ké0e frame eléyyel tn Béom T0V G€ OYEON LE TOVG YeEITOVIKOVG Tov Agents
Kol vToAoYilel To dvuoua
distanceVec = AgentPosition — PushingAgentPosition

‘Enerta vmoAoyiler v oandotaon peta&d tov dvo Agents, dniadr to pETpo Tov

TPONYOOUEVOL O1VOGLOTOG !

distance = magnitude(distanceVec)
Edv n amdotaon eivar pukpdtepn tov abpoicuaroc PushRadiusl + PushRadius2,
161e o1 0vo Agents &yovv €16épBel 610 YOPO TOL GAAOL Kot Ba TPEMEL VO TOVG
acknbei éva steering didvvopa mov Bo tovg oamopakpHvel. Koavovikomolovpe to
diavoopo distanceVec kat o ypNoYonolode 6g YPOupkn TopepPorn Onweg otnv
Avoidwall :

if (distance < totalPushRadius)
Voormar = normalized(distanceVec)
Viushagentsteer = Vector3. Lerp(Vyorman Vzero, distance / totalPushRadius)

To moloamlactalovpe Kol e TOV AvVTIGTPOPO AOY0 TV Hol®V, BoTE 0 PapvTEPOG
Agent va déxetan pikpdtepr dOvoun :



VpushAgentSteer = VpushAgentSteer * (PuShingAgentMaSS /AgentMasss)
e Opoimg to moAramlactalovpe HeTd pe Eva BAPOC WpushAgentSteer-

3.2.2.5 Zuumepipopa AvoidNearest

H PushAgent [10] evepyomotigitor yio Tov TANGIEGTEPO OO OAOVG TOVG YELTOVIKOLG
Agents mov Bpickovtor oto Field Of View tov Agent mov e&etdlovue. [12], §5.5.1, page 69.
Onwg simape kot otnv §3.2.2.4, n AvoidNearest yivetar poli pe tnv PushAgent axpifog peta
Tov €AeYY0 NG Motog pe Toug yertovikovug Agents. H Aettovpyia eivon mopdpota gite o Agent
Kol 0 TANGIESTEPOG TOV £YOLV TOLTNTEG Ue 1010 KatevOBvvon eite pe avtibetn. H mpo
nepintwon Owakpivetar oty ewkdva 3.7 kor n devtepn oty ewova 3.8. Kot otig dvo
mOavotnTeg Exovpe Bempnaoet 6t dev vTapyovv GAlo epappoloueva steering dtovoopara.

Closest Agent
Position
VclosestAgent

Closest Agent
Position

Agent
Position

Agent
Position

Ewéva 3.8 : Tounepipopd AvoidNearest pe taydnteg avtibetng katevbuvong

[Mopatmpodpe 6Tt T0 VayoidNearestSteer TAPOUEVEL TO 1010, YEYOVOG OVAPEVOUEVO KABMG
elvar aveEdpnro o’ to dtdvocpa g TavTNnTag ToL TANciEatepov Agent.
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AlyopBuog tng AvoidNearest :
e O Agent kabe frame eléyyet ) 0éom T0L O€ OYEGN LE TOVG YEITOVIKOVS ToL Agents
Ko Bpiokel Tov mAnciéotepo amd 6covg Ppiockoviar péoa oto Field Of View tov
[13]. Téte vmoAoyilovpe TO TPOGTUO TOV ECOTEPIKOD YIVOUEVOD TMV TOYLTHTMOV TOVG

cosf = VeCtors-DOt(chrrent - VclosestAgent)

e Av cost < 0 tote o1 Agents katevBhvovtar o £vag Tpog ToV AAAO Kol TPETEL VO TOVG
ackn0ei éva steering didvouopa yuo va, amoeevydei n ovykpovon. Exiong, av o Agent
Kol 0 TANGLESTEPOG TOV £xovV TayvTNTES 1010 KartehBvvong aAld o Agent mov sivor
miom &yel peyolvtepn maxsSpeed, tote oA vLapyEL | TOAVOTNTO. GHYKpOovoNS. Apa
VTOAOYILOVE TO SLEAVLGLA TOV OMOGTACEMY TOVS KOl TO LETPO TOV -

distanceVec = AgentPosition — ClosestAgentPosition
distance = magnitude(distanceVec)

e T va Bpodpe 10 KGBeTO drbvuospa (otnv HETAED TOoVg amdcTaot) ov Oa fonbnoet
OTNV amoPLYN TG cVYKpoLGNS, Ba voAoyicovpe dV0 POpPEg To eEMTEPIKO YIVOUEVO
™ TayvTnTag Tov Agent pe to distanceVec :

Viormar = normalized(Cross(Cross(distanceVec,V . rent), distanceVec))

e ’Encita 10 ¥pnoomolovpe 6e YPoUUKn TopeUPoAn Aapfdavoviag vadyn kol tnv
petafint) lookAheadDistance mov avamapiotd e molo amdotoon apyiler v
dtdtkacio TPOoTEPAONG -

V avoidNeareststeer = Vector3.Lerp(V,ormatr Vzero, distance / lookAheadDistance)

o Télog, 10 mollamAiacidlovpe eite pe 1.2 O6tav ot taydtnreg TOLg £Youv 1ol
katevBuvon, gite pe 2.4 6tav £xovv avtibetn kotevBovvon. Avtod yiveron yroti dtav Oa
&xovv avtifetn katevbuvorn, Bo cvykpovsBolv ce pIKpOTEPO YPOVO, OMATE TO
OMOTPENTIKO KAOETO d1bvuoa VoL EYEL LEYOAVTEPO UETPO.

e Opoiwg To ToAamAactalovpe HeTA Le EVa PAPOS WayoidNearestSteer-

3.2.2.6 Kivnon Agent

Onwg simape ko oty §3.1, mpoomabncape vo okoAovOGovUE 0 UIKPOCKOTIKY)|
£€kdoon povtelomoinong twv avlponwv (emPdrec Ko TAnpoua). ‘Etol, avartapacticaus tov
GvBpwmo pe P ovIOTNTO TOV LITAKOVEL TOVS VOHOLG Kivnomg Tov Nevtwva. Ondrte, yo v
kivnon tov toyvel o Oeguehidong vopog g Svvouikic (2% vopoc Nevtova) — ot bold
yopoaktpeg cupPoiilovv dovocuata :

ZnF=ma=>a=% (3.5)
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Anhaodn M emtdyvvon a evog ocopatog udlag M mpokvmTel o' To AfpolcHa TV N
duvapewv Y, F Tov acKoOLVTOL 6T0 6MOW0 814 TG Lalog Tov.

Eniong, o opiopog g emtdyyvvong eivon :

av
a= T (3.6)

Omov dV n otiypaio petaforn g taydTnTag 68 Xpovikd ddotnuo dt. Apa, amx’Tig
(3.5) ko (3.6) mpoxvmret :

W_ Lnf gy = nF gy (3.7)
dt m m

‘Etot, ko otov k®ddika Oswpavrag Tt Exovpe pia AMota, SteerList, pe afpotouéva ola
ta Steering dtavocpota, nAadn Tig duvdauelg mov aokobvtar otov Agent amd Tic ddpopeg
(evepyomompéveg) cuUTEPLPOPES TOL, Oa etvan avticTorya :

AgentList[i].velocity += SteerList[i] * deltaTime

Enmopévmg, to dtdvuopa g tayvmrog ke Agent i petafdiietor om’to GuVOAKO
steering dwavoopo i. To deltaTime givar o ypdvog avapecso ce dvo dwadoykd frames tov
rendering g epapuoyne.

Opoimg, EEKIVOVTOC o’ ToV OPIGHO TNG TOYLTNTOC, PpioKovUE OTL Yo TV peTaTOTIoN F
tov Agent, n pvoikn e&icwon elvar :

d
V= d—: = dr = Vdt (3.8)
Avéloyog glvar 0o k®dKog vevbvvog Yo v aldhayn ¢ 0éong tov Agent i otov
TPLOACTOTO YMOPO :
AgentList[i]. position += AgentList[i].velocity * deltaTime

Anrodn, n 6éon tov kKaBe Agent petafdAletor om’to dlovucHa TNG TOYVTNTOS, TOL £XEL
npokvyel am’to GOpoicpa tov Steering dwovvoudtov mov Tov gpappolovial, oE YPOVO
deltaTime.

‘Eto1, t0 povtéAo pOg vTOKOVOVTOS TOVS QUGIKOVG VOUOVLS TPOGOUOlel OGO TO
SVVATOV TOTOTEPQ L0 PUGLOAOYIKT ovOpdTIVY TpdLdoTaT Kivnom.
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Kegpaialo 4

YAotoinomn mpoocopoiwong oto Unity3D

Ye autd T0 KePAAao Oo TEPIYPAYOLUE MG VAOTOMGOUE TNV KEVIPIKN GKNVN TNG
npocopoimong ¢ dwdikooiag ekkévoong oto Unity3D. Emiong, 0o avoivcoupe
TEPLooOTEPO TO poviého Tov Agent kot Oa gpPabdvovpe oe pepPKES TEPLOYES TOV KMOKQ
SpOp@V SCripts mov £xovv 10 HEYAADTEPO EVOLAPEPOV.

4.1  Kevtpwkn oknvi

[Meprypbyape omv §2.2.3 nog Eekvaviag amd €va oy€d0 KOTAGTPOUNTOS GF
AutoCAD «atain&ope og éva TpdAGTOTO HOVTELO TOVL KataoTpduatog oto Unity. Aeod
dnuovpyncovpe dvo Directional Lights kot v Main Camera ot oknvi pog, kévovue
import ta povtéda tov kataotpoudtov pall pe ta tatodpatd toug. Ta yapakmpilovue mg
Navigation Static, onote pmopodpe va dnuovpyncovpe éva NavMesh amd ) yeopetpio tov
kaOe Cevyoaplod Deck kar Deck _ground. Eivar to yoldlio eninedo mov dtakpivetor akpipdg
v on’to Ttatopa oty Ewkova 4.1 :
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To NavMesh etidyveton oto mapdBvpo Navigation pe to button Bake. Ztnv swcova 4.1
eoivovtor kol uoP ypappéc, Kupiog otig okdieg, mov amotedovv to HeightMesh. Méow
avtob yivetaw n ovvdeon petaéy emmédov NavMesh dagopetikod dyovg. Tig okdAe Tig
dnuovpynoope eueic oto Unity, amotedlovvtar amd moAAd kvPoedn kot €ovv to Stairs
Layer. Yzndapyouvv dvo €idn, to mpdto pe Kyog 3.2m nov evaverl ta Deck5 ko Deck6 kot to
devTEPO Ue Vyog 2.7M mov evavet ta Deck6 kar Deck7. Opoimg, gtidyvovue ta NavMesh ko
v ta GAo Kataotpopato. Avtd ta NavMesh ypnowonotei to Navigation cbotuo tov
Unity yia va @tidyvet to Path mpoc to o1oy0 mov BEAovy va mwhve o1 Agents.

Xy kduepo g oknvig xovpe mpoobioel éva Script (FreeCamera.cs) vrevbuvo yio
v kivnon ™g¢. H petatomion kol n mepiotpor| TG AEITOVPYOVV e TOV 1010 YEPIGUO OTMG
otov Editor tov Unity. Mg 10 mAKtpo ‘C’ 1 KAUEPO UETAPEPETOL GE LULOL GUYKEKPLUEVT Oéom
akpPdc mévm an’ta decks kot ta Kotrtdel Tpog Ta Katw, dnAadn oav kdtoyn. Xto idto Script,
pe to TAnKTpa ‘57, ‘6°, ko 77 “eapoaviCovpe” kar “epgavifooue” to Deck5, Deck6 kot
Deck? avtiotoyo pali pe 6Aovg tovg Agents mov Ppickovtot og avtd. BAémovue oty eikdva,
4.2 éva mopaderypa 6mov givor eEapavicpévo to Decké kot ot Agents mov tepratdve 6€ ovTo:

Ewéva 4.2 : Main camera culling tov Deck6

AvT0 emtuyydvetar pe T xpNon SLASIKMOV HOGK®V TOL OvVIIoTO oLV oe kdbe Layer.
Yrapyovv tpia Layers yio ta tpia Decks xor diia tpio Layers yioa tovg Agents otav
Bpickovtar o kamowo Deck. v ewova 4.1 paivovtar pepikoi 600 dompot kvfol 610 KATM®
puépog tov okalmv. H Agttovpyia tovg eivar 0Tt dtav katePaivel kdmolrog Agent ™ okdia, va
aAldlel Layer og avtov kou ota “maidid” Game Objects tov (Script : Changelayer.cs).
Avrtictoryol T€1o101 KOPO1 LVITAPYOVY GTO TAV® AKPO TV CKAAMY MoTe vo. aAlalovv to Layer
tov Agents mov avefaivovv. O MeshRenderer tov kbpov eoagavileton étav Eekvioet 1
epapuoy” kabmg o€ yperdleton va tov PAETOLLLE.
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Ac e€nynoovpe Twg dovigvovv 1 culling mask tng Main Camera pe éva mapdaderypa. Apyikd,
LLE TIC EVTOALG -
layerDeck6Mask = LayerMask.NameToLayer("Deck6™); (éotw = 1110)
layerAgent6Mask = LayerMask.NameToLayer("Agent6"); (éotew = 1410)

Bpiokovpue Tovg akepaiovg apduovg mov avtiotoyobv ota Layers : Deck6 kot Agent6 (owtd
eivan to Layer yio 6covg Agents meprmatave oto Deck6). Otav Eekiva 1 epapuoyn, n culling
mask tng Main Camera givoun (32-bit) :

1111111111121112111211111111211111112

onradn OAa to bits g eivan 1 (evepyomomuéva), omdte dAa to. Layers sivar opatd. Otav
TOATACOVUE T.Y. TO TANKTPO ‘6’ yivovton Ta €E1G

layerDeckMask = 1 << layerDeck6Mask;

layerAgentMask = 1 << layerAgent6Mask;

ondte PTIdyVoLpE po kavovpyla pdoka, layerDeckMask, Eekivavtog omt’to :
00000000000000000000000000000001
kot to kavovpe left shift (<<) tdéoeg Béoeig 6oeg givan o axéparog Tov layerDeck6Mask = 11,
Gpa yiveton :
00000000000000000000100000000000
Opnoiwmg xat to layerAgentMask tehikd yivetan :
00000000000000000100000000000000

H endpevn evioin stvon :
camera.cullingMask "= (layerDeckMask | layerAgentMask)

omOTE EYOVLE L0 GLVOMKTY phoka Tov Tpoékvye am’to | (OR) twv 600 HacK®OV :
00000000000000000100100000000000

Kot kévovpe avty v paoka * (XOR) oty cullingMask mov teAikd yiveton :
11111111121112111210110111111111121

‘Etot tdpa n Main Camera dev kdvet render ta layers mov avikovv ota amevepyomompéva. bit
(0), og avtv v mepintwon ta Layers : Deck6 kot Agent6.

Av Eavanatoovpe to TAnktpo ‘6’ tote 1 cullingMask Oa Eavayiver XOR pe v cuvolik :
111111112111221111101101111112111212
00000000000000000100100000000000
111111112112211122111212111211112211122

apa Oa yivouv rendered mait 6Ao. ta Layers.
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['a va Aettovpyficovy cmotd ot aAliayég ota Layers mov mpokaAohv ot Acmpot kot
otovg Agents 6tav avtol mepvave and péca Tovg, Oa mpEmel TpdTa Vo £YoVE OpiGEL COOTA
6TO OLOTNUO QUOIKNG mola. Layers mpokaAobv cvykpovoelg petald Tovg. AvTd 10
kabopilovue oto Edit => Project Settings => Physics. Eivot to mapdBupo g ewcovog 4.3 :

© Inspecto

§ PhysicsManager

0 Y -9.81
) L = None (Physic Material)
Bounce Threshold 2

Sleep Velocity 0.15

Min Penetration F

Solver Iteration Count

Raycasts Hit Triggers
Collision Matrix

Default

Ewova 4.3 : M1tpa cuykpovcemv peta&y Layers

Moag evdlopépel kupiog m Layer Collision Matrix, 6mov dSwakpivovton mowo Layers
AAMAETIOPOVY PeTAED TOVG Kot TPOKAAOVV GuyKpovoels. 'Etot, m.y., ot dompot kOPot e 1o
Layer : ChangeLayer apokolodv cuykpoOoelg kot pe ta tpio Layers tov Agents, ta Agents,
Agent6 kow Agent7. Evd to ChangelLayer dev mpokaiei collisions pe to tpio Layers tov
Decks : Deck5, Deck6 ka1 Deck7. BéBata, t660 otovg Agents 66o kat 6Tovg Aompouve KOPovg
ot Collisions &yovv opiofel g Trigger, ondte dev VIAPYEL TAPEUTOIION TG KIVNONG TMV
Agents, an\d evepyomnoteital to Event : OnTriggerEnter.
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Yrapyer éva axopo Script (ShadersControl.cs) otnv Main Camera mov oAAaler ta
materials tov Decks kot tov Deck_grounds. Xe kdabe Deck xar Deck_ground éyovue
npocbécer 6vo Materials. 'Etol, Palovtag Swpopetikovg Shaders ota Materials poc,
EMTLYYAVOVLUE SLOPOPETIKOVG OTTIKOVS GUVIVAGHOVG. LTIG EIKOVEG IOV £XOVUE EETAGEL PEXPL
topo t0c0 ta. Decks 6co kot too Deck_grounds sivar pe ta Materials pe toug amhovg Diffuse
shaders. Xmmv mopokdto ewove 4.4, PrAémovpe oto Materilas tov Deck7 kai tov
Deck7_ground va vrapyet évag custom Shader, Glass, mov mpocopotdlel TV UEAVIOT| TOV
yoaAl00. To ontwkd amotéreoua ivor 6t dakpivovrar ot Agents micw om’tovg Toiyovg Tov
Deck7 aiAd kot ot Agents katm on’to Deck7_ground dniadn décot Bpickovion oto Decko :

Ewova 4.4 : Deck7 xou Deck7_ground pe Glass Shader

Al évo mopdostypo @aivetor oty gwkova 4.5 6mov €xovpe yPNGILOTOMCEL €val
ovvovacpo dvo Shaders ota Deck? kaw Deck7_ground. O mpdtog givon évag Transparent-
Diffuse pe tyun Alpha (n omoia opilel to mToc0otd ™G drapdvelag) 80 ota 256. O devtepog
eivan évac akopa custom Shader, Outline, Tov tovilel pe o podpn YPOUUT To TEPTYPOULUOTOL
tov Meshes ota omoia £yl epappocdei.

O1 cuvdvacpoi Twv Shaders evaAldocovtol Tatdvog o mAnktpa “1°, 27 kot ‘3 ya ta
Deck5/Deck5_ground, Deck6/Deck6_ground kair Deck/Deck7_ground avtictouya.
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(4

60 fps (16.6 ms)

Menu

Ewéva 4.5 : Deck7 kou Deck7_ground pe Transparent kou Outline Shaders

2NV KEVIPIKT GKNVI VILAPYEL Kot Eva ovTikeipevo mov ovopdaletor Generatorsinspector.
Avtd éyet og Component évo Editor Script (ObjectGrouplnspector.cs). To editors Scripts
npénel va Bpiockovral avaykootikd otov pakelo Editor kot dev Asrtovpyovv oto runtime. H
XPNOOTNTE ToVG TTEPLopiletanr pdvo otav to Unity eivar og edit mode. To ouykekpipévo
Script pag Bonbaer va tomobetodue ypnyopo Prefabs (dniadr éroywa Game Objects) ot
oknvn pag. To ypnowomolovpe kvpiog yoo v tomobétmon Prefabs : GeneratorAgent,
dnradn “yevwnrpuov”’ Agents. Evd eipaote og edit mode oto Unity, evepyomotovue to Editor
Script pe to mpmto tov button kot yivetoaw mpdowo. Tote, pumopodue vo emhéEovpe mo0
Prefab 0élovpe va totoBetnocovpe otn oknvi. To Script yayver to pakeho Prefabs kot 6ca
Bpet ta mapovoidlel ot Alota. ‘Etol, emléyovue to Prefab : GeneratorAgent wot
HETAPAAAOVUE TIC TOPAUETPOVS OV PBpickovtal amd Katw. Tomobeteitan otn BE€0om TOL MOUSE
cursor pe dg&i click. To interface tov Editor Script pog aivetor oty gicova 4.6 :
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’ Vv Generatorsinspector

Tag ' Untagged ¢+ Laver 'Default

) Transform

v Object Group (Script)
Use WASD to move camera and Right/Middle Click to place prefab

Choose prefab to place in scene :
AgentPrefab
GeneratorAgentPrefab

TestTargetPrefab
Generator Multitude :

Generator Range : (0 for auto-calculation)
0-10 (Float)
Is Rectangular ? (if yes, then generation will start at rect's ¢

v

Ewéva 4.6 : Editor Script yio toro0étmon Prefab : GeneratorAgent

H mopdpetpoc Generator Multitude opiCet moécovg Agents 0o dnuiovpynoet o
GeneratorAgent 6tav Eexwvnoet n epoppoyn. H enduevn mapdpetpog Generator Range opilet
™mv oktiva Tov kOkAov (av 1 televtaio mapdapetpog IsSRectangular eivon false) péoa otov
omoio Ba dnuovpynBovv or Agents. Av emiéEovpe wg Generator Range = 0 kot ) teAevtaio
napduetpoc IsRectangular givon true, tote o GeneratorAgent “exto&evel” 1€00epelg OKTIVES,
pog Poppd/voto/avatori/dhon Kol KATAUETPA TIC ATOGTACELS TOV KOVTIIVOTEP®V TOTY®OV TOV
oTapative TG aktives. Emetto peta@épel Tov €00TO TOL GTO KEVIPO TOV TOPAAANAOYPAULOV
OV €YEL OYNUATICEL A0 AVTEG TIC OmOGTACELS Kot dnpovpyet Tovg Agents oe tuyaieg B€oelg
HEGQ GE QVTO TO TAPOAANAOYPOLLLLO.

Ag dovue kot to avéroyo Script mdveo oto GeneratorAgentPrefab mov oagov
KAnpovounoetl Ti¢ mapapétpovg an’to Editor Script emitedei tig mpoavapepbeiceg evépyeieg
Yo T dnpovpyio Tov Agents :

© Inspector
- v GeneratorAgentPrefab
ad Laver 'Default

Select Revert

Transform
v Generator (Script)
Script <
Agen AgentPrefab (Transform)
Multitude
Generation_range

Generation_height

Is Rectangular

Ewdéva 4.7 : Generator Script yio onpuovpyio Agents
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[Mpogavag, uropodue vo emré€ovpe to AgentPrefab oto Editor Script kou pe to de&i
click va. tomobetovpue évav Agent oe ocvykekpiuévn 0éomn. Ov mapduetpor omd KAT® OF
Aappavovtarl voyn, kabng to Editor Script eAéyyel av to emheyuévo Prefab éyel méve tov
éva Generator Script, 1 01, ®GTE Vo TOL TEPAGEL TIG TYEG TV TOPAUETPOV.

‘Etol, épovpe éva ypryopo tpdémo va dnpiovpyovpe GeneratorAgent avtikeipevo ce
duapopeg Béaelc ta omoia e TV oelpd Tovg Ba mapa&ovv cuykekpiéva TAROn Agents.

2TV KEVIPIKY oknvi vdpyovv kot pepikd Game Objects pe 6voua CongestionArea
ov €yovv tomoBetnBel oe ouykekpiuéveg Bécelc ota Kataotpodpata. Eredn n Asttovpyia
TOVG €lval VO KOTOUETPOVV TNV KLKAOPOPLOKT GUUEOPNOT|, TOTOOETOOVTOL GE TEPLOYES TOV
OVOUEVOVLE VO TTPOKOWYOLV TPOPANLLOTA GUUPOPNONG, OTMG GE EIGOO0VE GE TEPLOYEG CKOADV.
Ipoxkerron yw Trigger Colliders mov pe to Script : Congestion.cs petpdve mdécor Agents
Bpiokovtoar péca otov Oyko tovg. O petpntig avédvetar Otav vmapyer évo Event :
OnTriggerEnter, onAadn eicodoc Agent, kot pewdveror Otav vrapyst to Event
OnTriggerExit, dnAadn otav kamolog Agent e&épyetat. Xto TELOG TNG TPOCOUOIMONG, UTOPEL
0 XPNOTNG Vo amodNKeLoEL TIC TYWES TG GLUEOPNONG Ko’ OAN T ddpKEWD TNG EKKEVMOONG.
‘Etot, ot petpioeig g tung Congestion kartapetpdvior pe cuyvotro checkFrequency kot
anobnkevovtan og o Aiota CongestionList. Exwiong xatakpotdrol kot 1 Héylotn T mov
anéktnoe N T Congestion. H dadwkacio amobrkevong avaidetor meptocdtepo otny §4.4.
Yy mapakdTo ikova dakpiveton pio Congestion Area :

Ewéva 4.8 : Congestion Area
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Ta tedevtaio avTikeipeva TG KEVIPIKNG oknvig sivar ta 6o Game Objects : Muster
Station. TIpdkettat yio Tovg 6TabHoHE GVYKEVIPMONG TPOG TOVG 0MOioVE KatedhvovTat 6AoL ot
Agents. Onmg kot ot Congestion Areas, £tot kot ot Muster Station eivar ovolootikd uovo
Trigger Colliders (ue to Script : MusterStationCollider.cs). H ypnowottd toug eivor durhn
(avodvovtal teplocdtepo oty §4.4) !

a. Noa kataoctpépovv tovg Agents o6tav avtol Toug ayyilovv. Avtd yiveton yio va punv
vrdpyel peydAn ovykévipmon Agents ce pukpd YOPO TOV CUVETAYETOL PEION TNG
amdO0oNG TS EQPAPLOYNG.

b. Na evnuepwoel tov AgentManager va eAéyéel av o Agent, mov pOAMG prnKe oTOV
YOPO TOL KOl KOTAGTPAPNKE NTOV O TEAEvTAiog Kivovuevog Agent. Av vai, toTE
TPEMEL VO PLETAPEPOOVLE GTNV KATAGTOOT OOV £YEl OAOKANPwOEL N Tpocopoimon
NG EKKEVOONG.

Yty ewova 4.9 eaiveror o Trigger Collider tov Muster Station :

Ewova 4.9 : Muster Station
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4.2  Avalvom Agent

e aut v evotnta o avaidcovpe o€ peyaivtepo Pdbog Tig Aettovpyieg mov ektelel
1660 0 Agent 6co kol o AgentManager mov eléyyel 6Aovg tovg Agents otn oknvi. Xnv
ewcova 4.10 égovue Eexvioet Ty gpoppoyn ue to Play, v épovue otouathosl TpOocwPIVA
ue to Pause ka1 Bprokduacte oto mapdbopo Scene. Tto Script tov Agent (Agent.cs) éyovpue
npocbécel katdlniec Debug evtoréc (Omwe Debug.DrawLine, Gizmos.DrawWireSphere ka1
Gizmos.DrawRay &ote va @aivovtol meplocotepeg mAnpoopieg oto mopabvpo Scene. Ot
mnpoeopieg avtéc o pag Pondnoovv oV KOADTEPN KOTOVONGN TOV EVEPYEUDV OV
emteAovv ot Agents. ToviCovpe 6Tt AVTEG O1 OTTIKES TANPOPOPieS O€ Paivovtal 6To Tapabvpo
Game 1 6tav tpéyovpe to ekteéotpo. v ewdva 4.10 elvar emieypévog o Agent wov giva
0 YOUNAG 6TV 006V :

Ewéva 4.10 : Debug mAnpogopiec oto mapabvpo Scene

Orav onpovpyeitor o Agent emtedel Tig TaPAKATO APYIKOTOMGELS :

» Eyypdoeeton og o AMota pe 6Aovg Toug Agents v onoia dotnpei o AgentManager.

»  EMéyyet 1o Dyog mov BpiokeTon kot To ouykpivet pe to Dy (dnAadn T cuvTeToyréEVn
y) tov Decks, dote va mapet to Layer tov cowoton Deck.

» Edv n boolean petapinty tov, getValuesFromManager, sivau true tote Oa mapet T1g
TIWEG TOV TOPAPETPOV Kiviong, oviyvevong kot vysiog am’tov AgentManager.
AAMDG, Ba ¥pNCIUOTOUCEL TIG OIKEG TOV TPOCMOTIKES TUUEC.

»  EMéyyet av €xet kdmola 0€on-0tdHY0. AV var , TdTE KaTeELOHVETOUL TPOG TaL EKEL. AV O,
101 “ko1tdlel” v boolean petapint) tov, knowWayToMuster, kot av givou true
101e Oo eTiaEel éva path mpog tov mAnoiéotepd tov Muster Station. AAlmg, Oa
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eT1a&eL path Tpog T KovIvOTEPT| TOV TIVOKISW Y10 VO, TAPEL TEPAUTEP® TATPOPOPIES
Yo TNV Topeia Tov.
Emiong, &exwvd v meprodikny kAnon tov functions (ba tic e€nynoovue apéomc

TOPOKATO) :
» DetectNeighbors : kaieiton pe cvuyvotta detectionFrequency.
»  ChecklfStuck : xoleiton pe cvyvomra checklfStuckFrequency.
» RecordPath : kaAgiton pe cuyvotnto recordPathFrequency.
» ChecklfOnStairs : koleiton pe cvyvotta 2 OpEC TO dEVTEPOLETTO

H DetectNeighbors extelei v function tov evoopotopévov oto Unity cuotiuatog

(QULGIKNG :
Physics.OverlapSphere()

Avt dnuiovpyel pa ceaipa pe kévipo ) 0éon tov Agent kar axtiva detectionRadius
Ko pog emotpépel 6covg Colliders vapyovv péoca e H opaipo answovifetar pe ypt
ypopo oty gikova 4.10. Xpnoonowwvrog ta cwotd Layers kot packeg, emtuyydvooue n
OverlapSphere va emotpépst puovo Agents ot Oyt GAlo  avtikeipevo, Omnog .y
TolyoUmaTduaTA, KOl GVYKEKPIEVE Agents mov gival oto 1010 Deck. T va e&umnpetn el
avti n function, ot Agents pag £yovv ta dvo Components guoikrg : Rigidbody kot Collider
(Capsule). Ag emonuavoope edm 6t to Rigidbody éxel yapaxnpiobei wg Kinematic xat o
Collider wg Trigger, pe oamotélecpo ta. coOpaTo vo punv anobodvior peta&d Tovg om’to
GUOTNUO QUOIKNG. TNV am®ONon TV TPOGOUOIBVOLLE EUELS pe T cvureprpopd (§3.2.2.4)
PushAgent 6tav Bpebovv modd wovtd. H axktiva PushRadius, an’tmv omoio e€aptdrar 1
PushAgent eppaviCetol og po pop ceaipa avaloyng axtivag oto kévepo tov Agent.

Agov n OverlapSphere pag emotpéyel 6Aovg tovg Colliders mov Pper péoa g, 1
DetectNeighbors avtiototyiet avtotvc tovg Colliders pe tovg Agents 6tovg omoiovg aviKovy,
Kot o7t cvvEXELa amobnkevel Tovg Agents oe pia Aiota, detectedAgents. Aniadm, pe avti ™
dwdkacio o kdBe Agent katainyet va £xel po Alota e Tovg yertovikovg tov Agents. Avtn
™ Moto Oa emeepyocbel petd o AgentManager otig ovumepupopéc PushAgent ko
AvoidNearest. H AvoidNearest amopedyet tov minciéotepo Agent péoa oto FOV. To FOV
anekoviletat pe TG 000 KITPIVES YPAUUES.

H ChecklfStuck extedleiton kabe éva devteporento (o tipn g checklfStuckFrequency
ov BepnOnke TPAKTIKY) Kot KaToywpel o€ po petafAnt v andotacn tov Agent om’'to
apéomg emduevo onueio tov path tov. ‘Encita eAéyyetl av  topvi] andotocn Kot 1 andotao
nov glye xotoywpndel oty mponyoduevn kinon ¢ function doeépovv katd évav pKpod
apBud. Av dapépovv, t0te 0 Agent mpoywpdesl Kovovikd Katd pnkog tov path tov. Av,
OU®G, 0 dPEPOLV, aVTO onuaivel 6Tt 0 Agent 6to Ypovikd SACTNUO EVOS SEVTEPOAETTOV
éxet petaxkwvnBel oAy Alyo, ondte iomg éxel “koAAnoel” og Kamown yovia. Avtd cvpPaivet
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UEPIKES POPEG AOYM TOV OmOONTIKAOV duvdpewmy Tov ackobvtal petald tov Agents. Xe avt
v mepinTmon, o Agent etidyvel véo path mpog tov otdyo tov Kot £Tot “Eekorhaet”.

BAémovpe éva mapddetypo oy eikova 4.11, 6mov o emaeypévog Agent €xel ompwydet
Kot “KoOAANcEL” 6TV yovia

Ewova 4.11 : TTapdostypa “stuck” Agent

H RecordPath ekteAeitan povo gév n recordPath petafint tov Agent givon true. Tote,
ue ovyvomnto recordPathFrequency o Agent kotoypdeest ™ 6éon 1oL o o Adota,
recordedPath. Zto 1élog ¢ mpooopoinong, uropovue pe to Component : Line Renderer tov
Agent vo egvdoovpe Olo to onueion ™ AMotag pe evbeio ypoppukd tpuquota. ‘Etot,
OVLGLOCTIKG ONUIOVPYEITOL L0 GUVEXOLEVT PO TTOV OmEKOVIEL TNV TopEin TOL JEVLGE O
Agent o’ v apywn tov Béon péypt tov Muster Station.

H CheckIfOnStairs ypnowonowei tv SamplePathPosition tov NavMeshAgent
Component tng :

navAgent.SamplePathPosition (-1, 0.0f, out stairsHit)

Kot eAéyyer  Oéom tov Agent péoa oto NavMesh. Xtn mapduetpo stairsHit
amoOnKevETAL TO ATOTELEGHLO TOL EAEYYOL Kot ETEWN €ivor OUt, dnAadn Asttovpyel wg pass by
reference, av n function SamplePathPosition tg aAldEer T, m kowvodpywo T Ha
mopapeivet kat PHetd to téhog ¢ kKAnong g function. ‘Etot, kévovtog petd binary AND (&)
to stairsHit.mask pe ™ pdoxo tov Layer tng okdhag umopodue va Bpovue ov o Agent
TEPTOATA TAV® GE GKAAEG 1| OE EMIMESO £S0POG.

57



Av mepratd o€ eminedo £00pog, TOTE OETovE TN peTafANTY :
maxSpeed = maxSpeedFlat
Av mepratd o€ okaha, TOTE BETOLUE TN pETAPANTY !

maxSpeed = maxSpeedStairsUp

n
maxSpeed = maxSpeedStairsDown

avardymg av avePaivel M kotefaiver ) okdia avtictoyya. H avayvopion av o Agent
avefaivel 1 kotefaivel yiveTor cvuykpivovtag 1o VYog Kamolov exduevov onueiov tov path ue
TO VYOG TG CLYKEKPIUEVNG TOL BEoncC.

Tn petafAnty maxSpeed ypnowonotei énerta o AgentManager yio. va Kiviiogt Tov Kabe
Agent. Ed® teheudvel ) apylkomoinot TV TEPLodK®V GuvapTHoE®V Tov Koiel o Agent.

‘Emetta, o Agent eAéyyetl v tyun g boolean petafintrg knowWayToMuster. Av avti
givon true, tote Bempeitar 0t 0 Agent E€pel mov Ppiokovrar 6Aot or Muster Stations, omdte
yayvel Tig anootdoelg om’tov kaféva kot tehMkd @Tidyvel path Tpog Tov mAnciéotepd Tov U
v function :

navAgent.CalculatePath()

Av givau false, tote Oswpeiton 011 de EEpet mov Bpickovrar ot Muster Stations alAdd Eépet
mov Ppiokovtal ot mvoKideg KukAoQopiac-odNyidV Kot opoimg @Tidyver path mpog v
KOVTIvoTepPN mvakido omov Oa mdper mAnpoopiec yio va @tidéel véo path eite mpog Muster
Station gite npog emduevn mvakido. T'a va propéoel o Agent va ypnotuonoei v function
CalculatePath, npémel va éxet to Component : NavMeshAgent.

Ortov extelecBet n CalculatePath, pog emotpépeton éva path, tomov NavMeshPath,
TPOg Tov 6TOY0 oL BéAel va el o Agent. Avtd to path to emefepyoalopaote Alyo pe v
function :

OffsetCorners()

BMémovpe éva otiypidtomo oty ewovo 4.12 dmov €xovpe Kol EVEPYOTOUUEVO TO
nopdBvpo Navigation, dote va PrAémovpe to dnuovpynuévo (Baked) NavMesh. Eivar to

YoAAL10 eMimedo TAV® 0T’ TO TATMLLA.

Oa eEnynoovpe T kaver | OffsetCorners pe ) Pondeta ko g ewcovog 4.13 :
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Ewova 4.12 : Function : OffsetCorners

"Exovpe ypnoyonomoset kat pio Bondntikr function, DrawPathSpheres, mov dnuovpyei
HKpEG KOKKIVEC opaipeg oTo onpeia Tov amotelodv to TeAkd path tov Agent. BéBata, ola
avtd eaivovtar udévo oto edit mode tov Unity. Xto kavovikd runtime, dwokpivetar pévo o
Agent va nepratd oto Deck.

H CalculatePath smotpépet éva path 6mov ta onueia tov, corners, givat akpPog Tovo
oto. dxpa tov NavMesh, dniadn oty ewdve 4.12 ota Popelo dkpo TOV TPAGIVOV
evBOypappmy tunpdtev. Opwg, étot, n kivon tov Agents dev @aivetal ToAd QLOGIKN Yol
KiwvoOvtal cuvéyxel oto dxpo tov NavMesh. Exmiong, 6lot o1 Agents otav £xovv tov id10
TPOOPIGHO, aKkolovBohV akpimg to idte onueioa — corners. H OffsetCorners yw 1o kd0e
€0mTEPIKO (dNAON Oyl TO TPMTO Ko Oyt TO TEAEVTAi0) onueio Tov path voroyilet Tig yovieg
oL oYNUATICEL e TO TPONYOVEVO Ko TO €mOEVO Tov. Emetta PBpioketl tn o10popd Tovg Ko
TeMKG TV pecokddeto mov oynuatifovv to dVvo evBVYpappe tupata (ewovo 4.13). Me
Baon ™ pecoxdBeto yivetar évac éleyyog, function NavMesh.Raycast, av oe o pukpn
amooTacT on’to eEeTalOpEVO onUelo VTTAPYKEL M| Oyl EMITPEMOUEVT] TEPLOYN TEPTOTILOTOC
(walking area) tov NavMesh. Av dev vmdpyel, 10T OTAQ OVTIIGTPEPOVUE TO HOVOOOLO
dtdvoope normal mwov oynuoatiCetol o't pecokadeTo.
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diffAngle = nextAngle - previousAngle

angle = previousAngle + (diffAngle/2) - 90°

normal = Vector3(cos(angle), 0, sin(angle))

Corners Tou NavMesh
nextAngle

previousAngle normal

Ewova 4.13 : Ene&nynon Function : OffsetCorners

‘Etol, og kd0e mepintmon, €yovpe va didvooua mov delyVEL TPOG TN CWOTH HEPLE TOV
NavMesh 6mov pmopodv va mepmatdve ot Agents. Xto dxpo tov normal dnuiovpyeitar to
TeEMKO onueio om’to omoio OB mepdoer o Agent. Oha ta teElkd onpeiot TOV TPOKVTTOLV
an’tv OffsetCorners ta amobnkedovue oe o véa Aioto, activePath, mov eivon kot to
npaypatiko path mov akolovBovv ot Agents. DTidyvovpe Kot TIg KOKKIVEG GQOIPES 0TO TEMKA
onueia yo v 01k pog ontiky fondeta.

Enopévmg, 10 amotéleopa eivar 6t n xivnon tov Agents @aivetotl wo QUCIOA0YIKN
kabdg mepmatobv mEPimOv o©T0 PEGO TOL ddpOpov kol Oyt otTg dxpeg. Emiong,
nolManiaocialovtag 1o normal pe kdmowo Tvyaio aplBud péoca o€ Kamowo range,
emruyydvovue ot mopeieg twv Agents va dtapépovy Katd Evo pkpd mocooTd Kol 1 Kivion
TOVG Vo, unv givar akpPaog 1ot

Metd T1¢ apykomomoelg kat T dnpovpyio Tov activePath tov, o Agent eicépyetat ot
kevipik] loop mov “Tpéyel” cuvéysia kar ekteAel to Pripatd g pa @opd to frame. Avtd
elvan :

AMayn g Tung g Finite State Machine (FSM) avaAdywc mov Bpicketat.
"Eleyyog moG0 kovtd Bpicketat 610 apéomg enduevo onueio tov activePath.
"‘EAeyyog av pmopei va kotevbuviei oto devtepo emduevo onpeio tov activePath.
"Eleyyog yio v minciéotepn NavMeshEdge.

A
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Ag Tig avalvcovpe pio pio TeplocoTEPO :

1. O Agent g\éyyer av éxer activePath, onAadr kdmoio mopeio mov mpémer vo
axoAovOnoel.

Av dev éygl, tote BéteL v FSM, 1 omoia ypnoponotei éva enumeration AlStatus{ Seek
=0, Arrive = 1, Idle = 2} kot anhd Kataypdeel o€ Tola Kotdotoor Ppiocketol o Agent, oty
TN ldle, omote o Agent dev kiveita.

Av éyel activePath kot ov Ppicketoan oe andotaon pwkpodtepn amd slowingDistance
an’to Televtaio onpeio tov activePath, tote n FSM naipvel v tyun Arrive kor o Agent 6o
YPNOUOTOMGEL TNV cvumeptpopd Arrive (§3.2.2.2) yua va Kivn0et.

Av éyer activePath kot dev Ppioketan og amdotaocn uikpdtepn omd slowingDistance
an’to teAevtaio onueio tov activePath, tote n FSM maipvel tqv tiun Seek kou o Agent 6a
ypnooromoet v cvumeprpopd Seek (§3.2.2.1) yia va kivnOet.

2. O Agent gréyyel v andoTacn TOL 0’10 OpécmG emOUEVO onueio Tov activePath,
7ov &ivol Kol mTavta to mpmdto onueio ot Aoto (List<Vector3>) mov avtiotoyel oto
activePath.

Av  ovtd elvar  gvdldueco, TOTE ypnowomolel TNV T TG HETAPANTAG
intermediateStoppingDistance kot av 1o éyel TAncldosl o tOon amodotacn Bewmpel OTL TO
“gptace” kol to ogoipel am’to activePath. MoAg apapebei to mpmdto onueio g List,
OPECMG QLTI CLTOUATO PELMVEL TIC BECELG OAMV TV LTOAOIT®V GNUEI®V KOt TO TPOTYOVUEVO
dgvtepo onueio yivetor topa TpdTo Ko o Agent apyilet kot Katevdvveratl Tpog avTo.

Av 10 onueio elvar to TEAELTAiO TOL activePath, tote ypnowomolel v T ™G
petaPAntig stoppingDistance kot ov to €yel mAncwdosl ce tOoM omdoToon Oewpel Ot
“€pTaoe” oTov TEMKO ToVL Tpooplopnd kat Kahel tnv function OnArrived. Xe avtiv umopodue
va BdAovpe 0Tt eviolés BEAov e va ektelel o Agent otav TeLeldveL TV Topeia TOV.

3. O Agent “ctélvel” o adpatn oktiva :
NavMesh.Raycast(position, activePath[1], out hit, Int32.MaxValue);

H axtiva onpadedet o devtepo onueio tov activePath (n pétpnon otig Lists ko Arrays
Eexwvael amd pundév). Av dev vapyel KOmowo eumodo ovapecsa otov Agent kot to onueio,
101e 0 Agent pmopel vo apapécet To TpdTo onueio Tov activePath kat va apyicel vo kiveitan
katevBeiov Tpog To devTEPO (TO OMOio HETA TNV apaipeon Ba £xet yivel TpOTO TAEOV).

Avto 10 Té)(vacua Ponbd tovg Agents va mepvolv KAEIGTEG YOVIEG TNG TOTOAOYING,
OTMG T.)Y. GTOLG GTEVOVS d1adpOUovs. XNy ewkova 4.14 gaiveton 6t1 0 Agent £xetl oteidel P
aKkTivo, mpog To TMPp®OTO onueio tov activePath xor dev €xer Pper eumdolo, emopévmg
katevfvveTon Tpog 10 devTEPO. To emduevo frame otédvel axtiva mpog 10 enduevo onueio,
OUMG OVTN TN POPA LIAPYEL O TOTYOG AVAUESH, OTOTE GYNUOTICETOL PO KOTOKOPLEOT] KOKKIV
YPOUUN GTO GNUEID TOL GLYKPOVOTNKE M OKTivVo e TOV TolYo Kot emiong o Agent dev aAlalet
KkatevOvvon.
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Ewoéva 4.14 1 O Agent eléyyet av pmopet vo Guvtopevsel Ty mopeio Tov

4. O Agent extelei v function :

navAgent.FindClosestEdge(out closestNavEdge)

Kot Bpiokel Tnv TAnociéstepn Tov dxpn (edge) tov NavMesh kot v anobnkevel otnv
out mapdauetpo closestNavEdge. H yprion mapapétpov out e&nynbnke otnv avaivon g
ovvaptnong ChecklfOnStairs. v closestNavEdge mepiéyetar kot m mAnpogopio NG
amoctoong TG  Gkpng am’tov  Agent kot v omoBnkedovpe oty petafintm
nearestEdgeDistance :

nearestEdgeDistance = closestNavEdge.distance;
Avt n andotacn eivar n Aomp” Ypouun oty ekova 4.15.
O AgentManager ypnowonotei v petapinty nearestEdgeDistance yw vo eiéyyet
1060 Kovtd otov Toiyo Ppioketarl o kdOe Agent. Av n nearestEdgeDistance yiver pkpdtepn

¢ axtivag PushRadius tov Agent, tote o AgentManager, pe v cvurepipopd AvoidWall,
1pocdidel Eva steering dtavucpa Tov anopakpvvel tov Agent am’tov toiyo.
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Ewéva 4.15 : Andotoon Agent and mtAinciéotepn dxpn tov NavMesh

No emonpavovpe 61t 0 Agent xst dnpovpyndei wg éva Empty Game Object 6to onoio
&yovpe mpooBécet to Script : Agent.cs, pali pe 6Aa ta. vroroure Components, Tov eKTEAEL TIC
Aertovpyiec mov HOMG avapépape. Ot YpaPIKES OVATOPOOTACELS TOV oduatog (va primitive
Game Objcet : Capsule), tov kepaiiov tov (éva primitive Game Objcet : Sphere) kot g
pote (éva primitive Game Objcet : Cube) £éxovv viomombei wg “noudid” Game Objects tov,
0omOTE PTOPOVV VO OVTIKOTOGTAOO0OV 0o TOAVTAOKO, AemTopepn, textured meshes kovovikmv
avOpOTEV Yopic va emnpeactel katd T dAAa N Aettovpyia tov Agent.

To ypdpo Tov KePaAoV €£0PTATUL O TV NAIKLOKT] KOTYOPio TOV OVIKEL GOUP®VOL LLE
tov [Tivaxa 3.1. Av dev ypnoomomcovpe tov Ilivaxa pe 11 Tipég tov IMO aAdd Bécovpe
eueic amevbeiog gite ue Exact tiun eite pe Range (evpog tymv), 10te T0 KePAAL xpwpoatiletot
ykpt. Emtiong, 1o mAdtog Tov odpatoc tpoékvuyay omd edm [14].
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4.3  AvdAvom AgentManager

O AgentManager dnuovpynonke kopiong am’tnv avaykn eAEyyov HeydAov aptBpov
Agents.

210V VTOAOY1GTH oV Epyalopachav, N amddoor TG epapuoyns (petpoduevn oe Frame
Per Second — FPS) dapyile vo mé@Tel 0ToV 0TI OKNVA DINPYOV TEPIGGOTEPOL QIO TEPITOV
teTpakoctovg Agents. Tote, pewwvotay to FPS pe amotéhecpa m xivnon tov Agents va
eowotay un ouoAn kot “omacti” kabmg to frames Sapépav KOTA ONUAVTIKG YPOVIKA
dwotmpota peta&d tovs.'Etot, énpene va Ppebdel £vag TpOTOG MGTE 1) EQAPLOYT VO UTOPEL va
yeprobet Evav peydro apOpo Agents (m.y. xiAovg) og kavomomtikd FPS.

H npdn mpoonddeio éytve ypnoonowwvrtag Coroutines g yAdwooag C#. H viomoinon
tovg oto Unity smitpémel v exkivion pog function, v maven g og kamolo onueio kot
TNV GLVEYIGN NG am’'To onueio mov &ixe otapartnoel oe apyodtepo ypovo. Epeic to
aglomomoaype g ENG -

> O AgentManager yopile toug Agents ce opddeg (T.y. tov ekatd) kot oto 1° frame
voAOYe to Steering dtavocpoto yioo tovg mpdTovg ekotd. H Coroutine éxave
TaHoN 6€ AVTO TO oNEio.

> 210 2° frame, H Coroutine Bupdtov mov giye otapariost kot cuvéyile vroroyiovtag
Y10 TOVG ETOUEVOVG EKATO.

> Opoing, péxpt va glyav vroloyiobel o Steering dtovdopata yio 6Aovg Tovg Agents,
ondte 6to endpevo frame Oa Eavapyile n dadikacio e TOVE TPATOVG EKATO.

To pelovéktnua avtg g peboddov eivar 6TL 6TOv elyape peyaro apBud Agents (m.y.
yiAMovg), n Tpdtn exatovtada Ha evnuepmvotay yio Ta Steering Stovoouato g oto 1° frame
Kot M apéomg emduevn evnuépmon Oa ywvotav petd and déko frames, oto 11° frame. Apa 0o
pecolofovoav déka frames oto omoio ot Agents Ba kvovvtav pe kdmoto Steering didvocpo
mov pmopel va punv ioyve mhéov. Ondte, o Agents pmopet va fpiokdvTovsay HEGH GTO YDOPO
dAlov M va Bpliokdviovcav TOAD KOVIQ GTovg Tolyoug ywpilg va €govv mpootebel ta
dtavoopota wov Oa to anETpETAY AVTAL.

Tehkd, o TpPOTOC OV YPNOUOTOCAUE EIVOL O TOPAAANAOC Tpoypappaticpog [15]
(Multithreading Programming). Ta vnuate (Threads) mov sivor elagpiéc depyacieg
(Processes), dniadn| po pkpn okoAovdio EVIoOA®V, umopohy vo. eKTEAOVVTOL 6 EEYWPLETONS
eneEepyaotikodg mopnives (Cores) tav ovyypoveov emefepyactav  (Processors). ‘Etot,
EMTVYYAVETOAL 1 TOVTOYPOV] EKTEAEGT] TOV VIUATOV.

INo v ernitevén tov Multithreading Programming péca oto Unity ypnoponomcape
v free éxdoon g Piprodnkne Loom. H apyn tg vAomoinong poldlel pe owthyv tov
Coroutines. Oa. tnv eENyNoovuE AUECHOS TOPAKATO :
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» Bpiokovpue tov apbuod twv Cores : SystemlInfo.processorCount (éotm téc0epeLq).

» To 1davikd sivar vo etidyvovue éva Thread ava Core. Omote doupovpe 10 TAN00G
tov Agents (éotm yilovg) pe tov apBud twv Cores ko o AgentManager, ce kd0e
frame, Oa dnuiovpyel téocepa Threads pe to kabéva va “avoraupaver” 1000/4 =
250 Agents.

» To téooepa Threads 0o “tpéyovv” TavTOYpOVO Kot LOMG £Va. O aVTO TEAEIDCEL e
TOVG VIOAOYIoNOVG TV Steering dwavvoudtov tov Agents tov Bo avédvel évav
HETPN T KOTA £VOL.

»  Ortav avtdg o petpne etdoet to mAn0oc tov Cores (= mAnboc twv Threads) tote
EEpovpe OTL £X0VV TEAEUMOEL O1 LTOAOYICUOT OA®V TV AgeENnts Kot UTopovuE 6TV
Update() tov AgentManager vo gpoppocovpe ta Steering d1oavocproto 6Tig KIVHoELS
tov Agents.

»  MndeviCovpe Tov pHeTpNTH MGTE VO, €ival ETOUEVOG Yo TO enduevo frame.

» To nopondve técoepa. fuata exovarappavovioar otnv Update() tov AgentManager

HEXPL TO TEAOG TNG EPAPLOYNC.

To Multithreading Eexva o€ kéOe frame oty Update() 6mov kokeiton 1y function :
RunAsync()

Avt dwupet to mABog twv Agents pe to mAnbog twv Cores kot dnpovpyel toécO
Threads 6oa eivor ta Stbéoia cores. Kabe dnuiovpyodpevo Thread “avarappaver” tocovg
Agents 6covg poékvyav or’ v dwipeon. Etol, m.y. 10 mpdto Thread Oa £yet tovg 1-250
Agents, 10 dg0tEPO TOVE 251-500, KTA.

H onovpyia twv Threads yiveton pe v function :

StartThread(from, to)

Onov from givaw o index tov mpmdtov Agent kot to eivar to index tov televtaiov
Agents g opdadag avtov tov Thread. H StartThread pe ™ ogipd g xakel v function
RunAsync g Biprtodnkng Loom :

Loom.RunAsync(() =>{ ... })

Méoo ot mapduetpo g RunAsync() PAémovpe to obvuPoro => g Lambda
expression. Omote 0 KMOKAG 7OV PPICKETOL OVAUESH OTIG aYKVAEC petatpéneton o€ Action
10 omoio amartel wg mapapetpo n RunAsync() g Loom. To Action sivar éva Delegate mov
dev emoTpépel kamola Ty, oniadn oav void. To Delegate g C# eivar o avtiotoryog
Function Pointer tng C++, dnAad1| o petofAntn mov amobnkevet  devbvvon piag function
omv uviun. ‘Etot, étav ypnowomolodvpe tov Function Pointer, koleitor m function oty
omoio. “deiyver”. Tovnbwg ypnowomolovvtar o¢ moapauetpor og functions, my. tHmOUL
Callbacks / Listeners.
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H RunAsync() tg Loom mpooBétel v mapduetpo Action otnv ovpd tov ThreadPool
TOL AEITOVPYIKOL cvothuatog. Mohg Ppebel éva elebbepo Thread tov ThreadPool 6a
ekteléoet Tnv Action :

ThreadPool.QueueUserWorkltem(RunAction, a);
Omnov a eivor  Action pog kot RunAction pua fonnrtcr function.

H Action, dnAadn 0 K®OKAG aVAUESH OTIS 0YKVAES, £ivat vtevBuvn yio TV Tpdobeon
oAV TV Steering S1ovueHAT®mY oL TPOKVITOLY o’ TIg cLUTEPIPOPES pag (§3.2.2.1 uéypt
kot §3.2.2.5) ko v amobnkevon tov teAikod abpoicpatoc otn Aioto SteerList mov givan pia
List<Vector3>.

‘Etot, ot voloyiopol yio va mpokdyovv ta Steering diavoopata yivovtor o€ Threads,
LE OTOTEAEGLOL VAL UMV EXOVUE TTMOGN TNG ardI00NG TNG EQAPLOYNG Hag Kot ounid FPS.

No tovicovpe €36 0Tt AOy® Tov TPOTOL OV ExEl KotookevacOei to Unity, vdpyet évog
Baocikdg mepLoplopog :

Movo to Main Thread tov Unity éyet mpdoPaon otig functions tov Unity API
(Application Programming Interface) kot oe Classes. Avté onuaiver 6t ta Threads mov
QTidyvoupe gueilg dev €xovv TPOGPRacT. Mmopobv va ¥PNGIULOTONGOVY HOVO TOVS POGIKoVg
TOomovg towv petaPintov (my. int, float, bool, ktd) ko douég Struct. Apa, oto dkd pog
Threads de prmopovpe va ekterécovpe TOAAEG Aettovpyieg Tov Unity ontmg 1 :

Physics.OverlapSphere()
Y10 TOV TPOGOLOPIGUO T®V YeEITOVIKOY Agents.
'Y awtd, 115 Aettovpyieg om’to Unity APl tig extehovpe otov kabe Agent otnv Update
oV (§4.2). Opoimg, de umopodue am’to dikd pag Threads va aAldovpe ) 0éon kdmolov
Agent ywti dev égovue mpdcoPacn otov Transform tov Agent. Xe avty v mepintwon,

ypnowonomoape povo to Main Thread 6mov oty Update tov kavovpue :

for (int i=0; i < AgentList.Count; i++)

{
AgentList[i].position += AgentList[i].velocity * deltaTime;
AgentList[i].localEulerAngles = new Vector3 (AgentList[i].localEulerAngles.x, newY,
AgentList[i].localEulerAngles.z);
}

onAaon petafairovpe ™ 0éon Ko v mEPIoTPOPN OAV TV AgeENnts avaykaoTiKG 6TO
Main Thread.
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Ouwg, expetorlevtnrape to yeyovog 0tt to Vector3 sivon Struct, ondte pmopovpe va to
ypnoonoovue ota dikd pog Threads. Apa, VAOTOMcoUE OLEG TIG CLUTEPLPOPES TV Agents
otov AgentManager pe t€1010 TpOTO MOTE VO EXOVV E1600VE TOVS PACTKOVS TOTOVS 1)/Kot
Vector3 kot 6potov tomov e€6dovc. ‘Etot, ta Threads pmopovv kot kaAovv yio tov kabe Agent
(vmevBopilovpe 6t o AgentManager dwatnpet po Aota pe dhovg toug Agents g oknvig,
v AgentList) tig functions mov viomolovv Tig cvumeplPopés pac. Méco oe aUTEG TIG
functions yivovtar ot avaykaiot vmoloyiopoi kot o cvvolkd Steering didvucpo, mTOV
TPOKLTTEL G GBpotoua OAwV TV Steering dtavoLUdTeV TmV GLUTEPIPOP®Y, amodNnKevETAL
oe . devtepn Aota tov AgentManager, tnv SteerList ) oroia kot awtr| givan List<Vector3>.
[Tpogavag, to otoyeio AgentList[i] avapépetar otov idio Agent pe to otoyeio SteerList[i],
dNAadn ot 60 Aotec £xovv ta idto. indexes yio tovg Agents. Ot Moteg avTéEC Qaivovtal Kot
otV ewova 4.16 mov amekovilel tov Inspector tov AgentManager (AgentManager.cs) :

O AgentManager £yet xat o okoua Aioto, AgentCollidedList, mov givon private dumg
Kot 0 Qatvetar onv €kova 4.16, n omola dtatnpel oot Agents cuykpovsOnkay apkeTd
o(odpa wote vo yaoovv Health [16] kot va aldaéel ypdpo to odpa tove. o v aAlayn
TOV XPOUATOC TTPENEL Vo Eyovpe mpocPacn oto material tov Agent, dpa pmopovue vo to
aAAGEovpe povo am’to Main Thread. ‘Etot, oty cvumepipopd PushAgent (mov “tpéyel” ota
dwa pog Threads) 6tav dvo Agents Bpebovv pésa oto PushRadius tov dAlov, eEléyyovpe ™
GYETIKN TOVG ToyVTNTO Ko ov vt vrepPaivel kKdmowo Oplo, 1dte 1 cLYKpoLoN Bewpeitan
o@odpn kot ot Agents amobnkevovtar otn Aioto AgentCollidedList. Ztmv Update tov Main
Thread, ka0e Agent oe avtn ™ Alota kaAei v function tov :

AgentCollidedList[j].Collided()

7oV givar vevhuvn Yo TV peimon tov Health kot v aAlayn Tov ypdpatog Tov material tov
GMOUATOG TOV.
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\gentManaget
Untagged v Layer 'Default

Transform

v Agent Manager (Script)
S ® AgentManager

Push Radius

ook Ahead Dist

ax Health
Way To Muster
=cord Path

v

Ewova 4.16 : Agent Manager

2y ewova 4.16 eaiveton ko 1 devtepn ypnom Tov AgentManager mov ivat va dmoet
TéG ot moapapétpovg tov Agents. Onwg elmape wor oty §3.2.1, av n petafinm
GetValuesFromManager kdamoiov Agent ivau true, tote awtdc o Agent de Ba. ypnoipomomost
T1G TYEG oL €xel otov Inspector tov, aAAd oty apyn ¢ oknvig Ba mdpet Tig TYWES am’Tov
AgentManager. Mg avt6 tov Tpomo, givar €DKOAO Kol YP1Yopo Yo eRAg va opilovpe Tig Tiég
TOV TOPAUETPOV 0 peydlo apBud Agents yopic va ypedletor va t1g Bétovpe otov kabéva
EexwploTd.
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Téhog va emonuavovpe 6tt o AgentManager éyet viomomOei wg Singleton [17].
[Tpoxerton yio éva TPOTLTO GYESIACUOD GTOV TPOYPUUUATICHS, OTTOV eMPAAAEL TV Vopén
evog uovo avtikewévov pag Class. T'evikd to Singleton ypnouonoeitan 6tav yperalopacte
évav YEVIKO €AEYKTN KATOLOL resource mov £xet mpocPfacn oAdkAnpo to cvotnud pog. ‘Etot,
ovvnBileton va vAomolovvtar mg Singleton 6lmv tov elddv ot Manager, 6rtmg AudioManager,
LoggingManager, SerializationManager, AgentManager, Kt.

‘Eto1, 0 AgentManager pag €xet tnv evbovn :
a. onuovpyiog Ko ypnong tov Threads mov “Tpéyovv” TaLTOXPOVO TIG CUUTEPUPOPES
oAV TV Agents,
b. Tov éAeyyo NG Kivnong kot TepioTpoPns OAwv Tv Agents.

Eniong, encidn Aertovpyei oe global scope, eivar oAb dkoro yio ta vwdAouTa Scripts
va éyovv mpdcPaon otig public petapintég ko functions tov. ‘Eva anko mapdderypo.

AgentManager.Instance.AgentList.Add(this);
AgentManager.Instance.SteerList. Add(Vector3.zero);

AnAadn, poig dnpovpyndei kdmorog Agent, apécmg eyypaget Tov eavtd tov (this) o
Mota tov AgentManager pe 6lovg touvg Agents. IlpocOéter kot éva apywd pndevikd
dtdvoopa otV avtictoyn Alota pe to Steering dtavdopoto tov Agents.

Epeig viomomocape v ékdoon Persistent Singleton, oty onoia vadpyet n evion :
DontDestroyOnLoad();

mov Aéelt oto Unity o6t avtd 1o avtikeipevo, to Singleton AgentManager, de 6Oa
KataoTpEPETOL 6TV 0ALALOVV 01 oKNVEC (OTmG cvpPaivel oe OAN TO VITOAOUTO. AVTIKEIHEVQ).
‘Eto1, 0tav Bpiokdpacte otn oknvi mov aAralovpe o€ Ypapikd mepBAAAOV TIC TIHEG TV
nopapeTpov Tov AgentManager (§3.2.1) kot ot cvvéyea petapepHovpe TNV Kupimg oknvi
¢ Tpocopoinong, o AgentManager €xet mapopeivet To 1010 avTikeipevo Kot Pe Tig 101eg TYES
TTOV TOV OMGOULLE.

‘Eva petovéktnua tov Singleton givor 6t mpémet vo dnpuovpyeitat o’ tny TpdT apyikn
GKNVI TOV KEVIPIKOD LEVOD KOl VO PNV KOTAGTPEPETAL OTOV UETOPEPOUACTE GTNV GKNVA TNG
npocopoiwons. Ouwg, av Béhovpe va gpyacBovpe oty oknvi NG TPOGOUOIMONG Kot TN
eoptooovpe otov Editor, tote de Ba vapyer AgentManager kabmg de Oa Eyovue mepdoEt
am’ TNV TPOTN oknv ®ote va onmuovpynbel. ‘Etol, otidyvovpe éva  aviiypapo Tov
AgentManager otnv oknvni mov BéAovpe va dovAéyoupie Yia va pmopovv ot Agents va mépouvv
Tipés. Otav petd tpé€ovpe v €Qapproyn am’myv opyn, o kavovikdég AgentManager 6o ofoet
T0 avTiypoo kot n Tpocopoimwon Ba Aettovpynoet cwotd. ' va gipacte ciyovpot, falovue
npmto o AgentManager.cs otnv Script Execution Order (Edit => Project Settings => Script
Execution Order). [Anuobpynoe bug Adyw tov multi-threading otnv ékdoon 4.6.4 omote d¢
ypnoonomoape teAkd v Script Execution Order]
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4.4  OAokKANpwON TPOCOUOLWOTG

Ortav kdmolog Agent gtdvel otov Muster Station, tote TovV KOTOUGTPEPOVIE DGTE VO, UMV
VILAPYEL GLYKEVIPOUEVOS TOAD peyahog aplfnog Agents e Evav Lukpd xdpo Kot TpoKaAeiTat
Hel®ON TG amOd00NG TG EPOPHOYNG 0T’ TOVG OLENUEVOVE VTTOAOYIGLOVG TTOV YivovTol AOY®
TV TmoAMATAGCIOV  Yertdvev Tov kabe Agent. Emiong, omv Aioto AgentList tov
AgentManager, 6mov eivar katoyopnuévor 6iot ot Agents oty oknvy, 0étovpe v
avtictoym Katoydpnon tov katestpoupévov Agent g null.

[Tpwv, Spwg, Tov KataoTpéWovue, ehéyyovpe av ovtdg o Agent eiye v petafintm
recordPath ion pe true, omote avtiypdoovpe v Alota pe to path tov otov AgentManager
(ocvvaptnon AddToAgentsPathsList) @ote va un dtaypagei pe v Kataotpoer tov Agent.

Axopo, otov cvykpovetar o Agent pe tov Collider tov Muster Station, eiéyyovpe av
avtdg givar o tedevtaiog evepyog Agent (ChecklfEvacuationComplete). Q¢ evepyd, Bempovpe
onotovonmote Agent mov dev éxel tebel wg null otmv AgentList (dnAadn dev €xel ptdost
axopo og Muster Station) 1 dev eivon Incapacitated. Apa, 1 Tpocouoimon Oo olokAnpdvetat
otav dev VapyeL ovTe Evag evepydc Agent. Xe kddka 1 Aoyikn etvar :

if ('AgentList.Exists( element => element != null && element.isIncapacitated == false))
6mov element eivon n Tapapetpog g lambda expression.

Ortav olokAnpwbel 1 mpocouoiwon, tOte otopataue tov timer, amofnkedovpue o610
apxeio Times otov ¢@dkedo Reports v T tov ko Oétovpe v petaPfinmm
isEvacuationComplete tov AgentManager ot true. Tote, to Script : GUIDisplay.cs pag
deilyvel téooepo emmAéov buttons, 6vo y v KuvKAOQoplaky cvopuedpnon : Show Max
Congestion, Save Congestion Information kot dAlao d0o yia ta paths tov Agents : Show Path
Routes, Save Path Routes.

To mpwto deiyver oe k@be Congestion Area ovrtikeipevo tn pEyloTn TN TOL
napotnpndnke (function ShowMaxCongestion). To devtepo amobnkedel otov pdrero Reports
éva apyeio pe filename to ovopa TOL OVTIKEWEVOL KOL TNV TUEPOUNVIOL KOl DPO, TOL
dnuovpynonke. Tapaderyua : CongestionAreaDeck7 01 230520151754. e avtd 10 apyeio
Kataypdeetat o€ kKabe ypovikn otryun (ue mepiodo checkPeriod oto Script : Congestion.cs) n
T g ovueopnong o ovtn v mepoy (Ilivakag 4.1). H tiunq mpokdntel am’to ool
Agents Bpiokovtar péca otov Collider tng Congestion Area. T'to TV TPOYPOUUATIOTIKY|
vAomoinon g évvola g Congestion dnpovpyncape v class : TimeCongestionValue kot
i AMioto CongestionList pe tipuég avtng g class. H amobrkevon yivetan e :

writer.WriteLine(CongestionList[i].Time + "," + CongestionList[i].Value);
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To button Show Path Routes deiyvel tig mopeieg dowv Agents giyav recordPath = true.
daivovtor wg yrpt ypoupéc [18] xar [19] mov dnpovpyndnkav arnd Line Renderers (function
ShowAllPathRoutes otov AgentManager). I'a kabe i onueio Tov path kévoupe :

lineRenderer.SetPosition(i++, pathPoint.Position);

‘Etot, o lineRenderer evvel 6Aa ta onpeio tov path péypt v odykpovon pe tov Collider tov
Muster Station émov o Agent kotaoTpépeTat.

To televtaio button Save Path Routes anobnkevel otov @dkedo Reports to apysio pe
filename : Paths ka1 thv nuepounvio cuv v Gpo dnuovpyiag, m.y. : Paths230520151754.
Xpnowonomoape tv class : TimePositionValue nov gtidEape oto Script : Agent.cs. 1o
apyeio mepEYovTaLl ol XpovikéEg oTiypéG Kot ol 0éoelg Tov kabe onueiov tov path, pathPoint.
IMo kéBe Béon kavoovpue (ewdva 4.17) :

writer.WriteLine(pathPoint. Time + " + pathPoint.Position.ToString());

Ewova 4.17 : OhokApwon Tpocopoimong

16
14
12
c
2 10 +——HHHHH T
7
% 8 1] i
S 6 —[H o H .
S Congestion
4 -+ —| HEHH
2 - HH
0 1l | Ll i 1
1 5 9 131721252933 374145495357 616569737781 858993
Time

IMivaxkog 4.1 : Topdaderypo petproswv Tyudv Congestion tpog ypdvo
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4.5 TeotT oknveg

v §3.1 ldape v Tponyuévn pébBodo avarvong ekkévaong g MSC cdpeova pe
10 [2]. Exei, emiong, 1 MSC mpoteiver puepikd Teot yioo v uétpnon tng moTOTNTOG TOL
TPOYPUUUOTIGTIKOD LOVTEAOV Kot AOYIGLKOV. AVTA givo :

Awotipnon otabepng TaydTNTOS 6€ S1AOPOUO.

Awatipnon otabepng ToyvTNTOS avEPaivovTag oKdAa.

Awatipnon otabepng ToyvTTOC KaTERaivovTag GKAAa.

O pvBuog pong amod pa £6060 va unv vrepPaivet : 1.33 dropo/s.

Ot Agents va £govv EexmPLoTONE TPOSHOTIKOVS XPOVOLG ATOKPIOT|G.

[Tepvavtog yovieg yopic vo SIEIGOVOVY GTA TOLYM LT,

Amddoom otovg Agents S1popETIKOV TayLTHTOV Ypnotpomoldvtog tov [ivaka 3.2.

N Ok wDdE

Awmictwon 0Tt 0 GLVOMKOG YPOVOS EKKEVOONG AVEAVETAL OTAY VITAPYEL AVTIGTPOON

pon.

9. Auwmioctwon Ot1 0 GCLVOMKOG YPOVOG EKKEVMOONG UEWDVETOL OTOV  LTAPYOLV
TEPLGGATEPOL ££0001 GTOV 1010 YMDPO.

10. OuvAgents va emthéyovv dopopeTikéG 660006 AVAAGYMG TIC AMOGTAGELS TOVC.

11. Enidei&n meployng cupupopnong o€ d140popo mov odnyel 6€ OKAACL.

YiomoinOnkav 6Aha ta Teot ekto¢ am’to TeotS, ywari onv vAomoinon pHog €yovpe
ypnoworomoet tov AgentManager mov eivatl vrevBovvog yio v kivinon o6lwv tov Agents.
‘Eto1, 6Aot or Agents apyilovv kot Kivodvtatl 6Aot pali otav 1o emAEEeL 0 xpnotg. Av o kbe
Agent éleyye v kivnon tov Ba tav moAd €0KOAO0 Va elye Kot d1kd TOV ¥POVO ATOKPIOTG.

Mmnopovpe va dovpe to vmoOrlowre Teot otig opdvopeg Test Scenes mov €yovpe
dnwovpynost. H mpdcPacn yiverar om’to kevipikd pevod emidéyovtog to button : Test
Scenes, 6mov oG HETOPEPEL OE £VOL SEVHTEPO LEVOD LE OAEG TIG OKNVEG LOG.

>1a Teot pe moAlovg Agents SlomicTAOGAUE o adVVApio. TOL TPOYPAUUATOS LOG VO
yeplodel peydro apBuo Agents oe pikpd yopo. Iapaderypa eivor to Teot4 dmov 100 Agents
elvar og éva dopdtio pe pio povo €€odo 6mov cvumiclovral mépo TOAD o’ T AmmONTIKEG
duvapelg oAwv tov dAlov Agents. ‘Etct, dev dwatnpodv tov 6®GTO TOLG OYKO KOl TO
amotédeopa etvol o puOUAS pong am’ v ££000 va etvar HEYOADTEPOG A’ TOV EMITPENTO.

Eniong, oto Teot9 mov éxovpe 1000 Agents e éva peydho ymdPo, TOPATNPTCOLE TTAOGCT

NG OmOd00oNG TOL TPOYPAUpaTog, onAadn upeimon tov apluod FPS aAld kol amoAcio
elEyyov NG Kivnong tov Agents.
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Start

Time : 4.4

Ewoéva 4.18 : [Topaderypo Test Scene

v mopondve gikovo frémovue va otrypotomo on’to Teotl0, 6mov drokpivovrot ot
Agents tov tesodpav deE1d0tepmv dopatiov va KatevBivovtal mpog T de€id £€000, evd ot
Agents mov Eekvnoay ota vTdloma dopdtio va Katevfhvovtor oty KeVIPIKY| ££000

Noa tovicovpe £d® ToV €0YPNGTO TPOTO EICAYMOYNG TNG TEPLYPOAPNS NG kbe Test Scene
7oV dtokpivetarl KAt aplotepd oty ewkova 4.18. Xpnowonoooue Eva apyeio XML [20],
0TO 07010 ElYOUE TIC TEPLYPAPES OAMV TOV GKNVOV KOl TIG S0GTAGELS TOL Tapabvpov Tov Oa
anewkoviovtat. [apadsiypatog ybpn yio to TeotlO :

<sceneRecord>
<name>Test10</name>
<description>Test 10: Exit route allocation
The passengers in the 4 right rooms are allocated the
secondary exit. All the remaining passengers are
allocated the main exit. The expected result is that
the allocated passengers move to the appropriate exits.</description>
<length>330</length>
<height>85</height>
</sceneRecord>

311 GUVEYELNL YPNOILOTOLOVTOG HEGH oTOV KMAKA pag ta : XmIDocument, XmINodeList

ko XmINode maipvape ta dedopévo mov avtioTtolyodv 6TV 6moTi oknvi Kot To epgavifopue
670 TAPABLPO LE TIC GMOTEG O1UCTAGELS.
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Kepaiaio 5

Zuumepdouato

Aovievovtag oto Unity, Sl0mGTOCALE TIG EDKOAMEG TOV TPOGPEPEL MG 10 TPLOLAGTOTY
rendering pnyavn. Xtov editor g vadpyovv moAld £toipwa Components, 6émwg Colliders,
NavMeshAgent, TextMesh, kT, aAld Kot OAOKAN PO GLGTAUATA, OTIMG TO GVGTNLO POTIGUOV
KOl OKIAGE®MV 1 TO GVOTNUA PLGIKNG. Evoopotdvovtal ypiyopa oty pappoyn mov Bélovpe
Vo avomTOEOVIE LELOVOVTOS TOV XpOvo Tov Ba ypelaloTov av ETPEME VO TO OVOTTOEOVLLE
eueic. Emiong, n yAddooa mpoypoppoaticpod C#, mov ypnowonoteiton oto Unity, poli pe to
development framework Mono pag mapéyovv moAréc PiPpriobnkeg cvpPatéc pe to .NET
development framework. "Etot, éloy1otomo100pe aKOUo TEPIGGOTEPO TOV OYKO KMAIKA TOL Ho,
TPEMEL VAL YPOWYOLLLE.

211 GUYKEKPLUEVT] EQAPLOYT], OULOGC, TPOEKLY OV SLAPOPO TPOPAN LT,

1. To navigation cbotnua NavMesh mov ypnoiporotoape yio vo pmopovv ot Agents
vo. éyovv path-finding mapoveidlel dvokorieg TavtdpovNg e&vanpéong HeydAov
apBpov Agents. TMapadeiypatog xapn, 6tav oty oknvi vrdpyovv mepimov 500
Agents, t0te 0 éheyyog toug givor mdpa TOAD KaAOS. AAAG av ot oknvh Bpebovv
nepimov 1000 Agents, tote n kivnon tovg apyilel kot yivetoaw ghattopatiky. To
QovOLEVO Elvar 1010{TEPO OPOTO GE TEPMTAOGELS GLYKEVIPOUEV®V TOAA®V Agents ce
wkpo yopo. Tote, vadpyer mBavotTa ot Agents va Bpebodv extdc tov NavMesh
Ko va teBovv telelimg extdg EAEYYOL.

[Mpoomofnoapne va @riaéovue to Okd pog ovotnua path-finding pe tov
aAyopBpo A*, addd nTov ToAd apyog yio t€toto TAnbog Agents.

2. Asv otid&ape cmwotd, o’y apyn, TNV facn e epaproyne. Avto opsiletot Kupimg
OTIG AAAOYEG TOL YIVOVIOUGOV KOTO TN OPKELD TNG OVATTVENG. X0V TOPAOEY L,
avaeépovpe to Script : Agent.cs 6to omoio apyikd yvovtovcav OAot ot EAEYYOL Kot
ot Aertovpyieg Tov Agent. AnAadn kdBe Agent fitav vtevBouvog Yo Tov E0VTO TOV Kot
puovo. Ouwg, 6tav oy mopeio eppavicOnke 10 TpoPAnua pe to peydiog mAndog
Agents, oAldEape v gpapuoyn £tor dote o Agent va mpaypatonolel Hovo Tovg
avaykaiovg eAEéyyovg (.. 10 TOGo Kovtd Ppicketal oto emduevo onueio tov path
TOV 1 010G €ivan 0 KovTivotepog Toiyog). H kivion Kot ot dtdpopes cLUTEPIPOPES
OV EKUETOALEHOVTOL QVTOVG TOVG eAEYYOVS peTapépOnkay otov AgentManager mov
elvar vmevBovvog vy 6lovg tovg Agents. ‘Etoi, éxovtag kevipwkn emifieym,
umopéocope Kot ypnotiporomooue multi-threading mpoypappationd.

Axopa Kot pe autnv v otdtaén vrapyel tepldmpio yio feAtioon, mapadelypoTog
xépn xopilovtag to Script : Agent.cs og 600 classes. Tote Ba eiyope po class pe tig
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3.

TOPAUETPOVG — YOPOKTNPLOTIKE Tov Agent Kot o deVTEPT LE TOVG EAEYYOLG OV
npaypatonolel teprodikd o Agent. H mpdtn d¢ Oa yperaldtov vo KAnpovouel o’ tnv
MonoBehaviour, apa 6o propovcape va giyaue kot thv dvvatotnto yio null Agents,
KATL TOL HOG SVOKOLEYE OPKETA.

Onog gimope Kot TponNyovpEVRGS, ypnooromoape multi-threading mpoypappotiopd
®ote va 0SI0TOMGOVIE TOVG TOAAATAOVG COreS TV CNUEPVAOV ENEEEPYOUCTMV.
AvaBéooue ouddec and Agents oe threads ta omoia e&vmnpetovviay amd TOLG
mopnves. Oumg vdpyel évag Pooikog meplopiopdg - ot functions tov Unity API
umwopovv va kohodvtor pwovo om’to main thread. 't avtd 10 AOYO ovayKaoTHKOUE
Ko agroope Tovg Agents va ektelobv tovg eAéyyovg tovg ue un multi-threading
TpOTOo. AV, Yo mapadetypa, 0éAel Evag Agent va Bpet Toug yertovikovg tov Agents,
0o mpémel va 1o Kavel o idtog oto Main thread. Ae pmopovpe va YPNGILOTOGOVLE
tov AgentManager yw vo kaiéoel avtog v function : Physics.OverlapSphere()
uéoa amd wamoto thread tov. Apa, 6Aot ot Agents v extelodv poli 6to main
thread. 'Eoto 6t o xdBe Agent Bper 10 Agents péoa omv mepoyn Tov
OverlapSPhere. Xt ovuvéyea, Oa mpémer vo kdver yw tov  Kobéva
GetComponent<Agent>(), mov givar Todd apyn function, ondte dwamiotdvovpe TOGO
moAD emPopOveTor n €QOPUOYN HE OmOTEAESHO TNV pelmon g omddoong g.
AVGTLYMOG Y10 AVTOV TOV TEPLOPIGUO OEV UTOPOVUE VO KAVOLLLE KATL.

[a v gvpeon tov yerrdvov icmg Ba Mtav kaddtepo va ypnoipomombodv KD-
trees 1 Quadtrees (2 dwotdoelg) / Octrees (3 diaotdoelg) aAld Ba Empene va
avamtuyBobv €5 oAoKANpovL.
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