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Amoayopevetol 1 aviypoen, amodnkevon Kor dwvoun g moapovoog epyaciag, €&
OAOKANPOL M TUNUOATOG OVTNG, Yo eumopikd okomd. Emtpémeton M avartdmwon,
amobnKevon Kol SlVoUn YL OKOTO U KEPSOOKOMIKO, EKTOOEVTIKNG 1 EPEVVNTIKNG
@OOoMNG, LLO TNV TPOVTOBEST) VO OVOPEPETOAL 1] TNYN TPOEAEVONG Kol Vo dlaTtnpeiToL To
mopdv upvopa. Epotipato mov agopodv mn ypnomn g £pYAciag Yyl KEPOOGKOTIKO
oKomd TPEMEL VA, amevBHVOVTOL TPOG TOV GLYYPAPEQ.

Ot amOYELS KOl TO, GUUTEPAGLOTO, TTOV TEPIEXOVTOL GE OVTO TO £YYPAPO EKQPALOVV TOV
oLYYPOPEN Kot OeV TPEMEL Vo epunveLBE] OTL avTmpocsOTEVOLV TIG enionég BEcelg Tov
EBvikov Metadfiov TToAvteyveiov.



IIporoyog — Evyaprotieg

Etvor moAd onpovtikd yua éva emPatnyo mioio, aArd kot yio kébe tHmo mhoiov,
va, YIVETAL TPOGOUOIMON TNG EKKEVOOTNG OVTOD GE TEPITTOON EKTAKTOV OVAYKNG OTMG
o€ U0 TLUPKOYLH, OOTE Vo UTopel 0 voumnyog vo 0l Tmg vo PEATIO0EL TOV TPOTO

SoppHOUIONC TOV VITEPKATACKEVMV Y10l TV KAADTEPT EKKEVMOGT TOVL TAOTOV.

O International Maritime Organization (IMO) moapabétel pepikéc doKipé, ot
omoieg Tpémel vo. oAokAnpwOovv e emtuyia yio va Oempnbel amodektd 10 LOVIELO TTOV
ypnowonomdnke. Ta neprocdTEPA OO VT ATOTEAOVY PACIKES KIVIGELS TOV OTOU®V
péca oto mhoio, eved mapdAAnAa eEETALOVV TOV XPOVO EKKEVOGNS OLAPOP®Y YDPMV TOL

TAOLOV.

Xe avto Tt0 onueio Ba MBeAa vo VYOPIOTNC® KATOWL ATOUO TOV OTOTEAEGOV

onuavtiky fonbeta oy enitevén avToH TOL £pYOL TOV OAOKANPOONKE.

Kotapyds, evyapiotd tov kvpro 'kivn mov pov £édmoe v eukaipio vo EpyocTd
Tave og avtd to Bépa pe to Unity3d. Aevtepov, Oa fbela va guyapiomom v Unity
Technologies yw ™ JSnuovpyio tov Unity3d, kot v evoopdtoon Olov Tov
gpyolreiov mov ypeldotnray oty dwpedv £kdoon. Emiong, Oa nfeka va vyopioticm
O6AoVG ekeivovg mov Pondiocav pécm tev wtdtonmv Stack Exchange, Stack Overflow
ko GitHub.

Téhog, éva pHeyGAO €VYOPIOTO OPEIA® GTNV OIKOYEVELD LOL YloL TNV OUEPLOTN

Bonbeila kot cuveyn oTPEN TOL LOL TPOGPEPOLV.



Hepiinyn

H moapobvoa epyacia pe titho «IIpocopoimon ekkévoong emPatnyod mioiov og
nepiariov Unity3d» éxet g oKomd T dnpovpyio piag tpocopoinong thg dtadikaciog
ekkévoong evog emPatnyod mioiov. o peyardtepn ainbopdvela g Tpocopoimong
aVTNG, ¥PNOoTOmONKe va LOVTELD Yo TO Sress Twv emPatdv Kot ToLv TANPMUTOG.
H nmpocopoimon avt éxet avoamtuybdei og meppdirov Unity3d, to omoio mepthopfavel
unyovi rendering kot UGIKNAG, KAOMG KoL £V, TAKETO TEYVNTNG VONUOGVVIG, TO OTOi0
ypnowonomdnke ywo to pathfinding kot opiouéveg amd ™G GLUTEPIPOPES, OTMG

TEPLYPAPOVTAL 0TTd TO LOVTELO TOV Stress.

H mpocopoimon ypnoiponolel v oty mponyuévn néBodo avaivong ekKEvmong
mov €xer viobetoel m Maritime Safety Committee (MSC) kot meprypdpetol 610
«Interim guidelines for evacuation analysis for new and existing passenger ships». Ot
avaivon avty TponAbe amd Tovg Kavoviopovg tov International Maritime Organization
(IMO) vy v acedieln. ota emPatnyd mhoia kot emPdAlovv T ypHON TNG
HOVTEAOTTOINGONG TNG EKKEVOONG Yo TNV 0EOAGYNON TOV OdpOU®Y dpUYNG, Ao
vopig otV dadtkacior oxedlacod Tov TAoiov. Avtol o1 KavoviGpol Tposkuyay AOYm
TOAALDV BovAcIL®V aTUYNUATOV LE TOAMATALG OmOAEES og emPatnyd mAoio aALd Kot

Ao VOUTNYNOELS LEYOAMV EMPATYOV TAOI®V, PE LEPIKES YIMAdES EMPOTOV.

H mpooopoimon Aowdv pmopet va dgi&el atov voaummnyd unyavikd toug ypovoug
EKKEVOONG KOl TOVG YDPOLS GLUEOPNONG, MGTE Vo Tov Pondncetl pe ™ doppvduon

TOV VIEPKATOCKEVMV Y10 BEATIOTN EKKEVOOT] AVTOV 0O TOVG EMPATEC.

Axopa, mopotifetor avdivon PEPOVG TOL KMOKO TOV YPNCLUOTOmONKE Yoo TV
TPOCOUOI®ON, TO TEPALOTO TOL TPUYUATOTOWONKAV KaOdG Kol GLUTEPAGLOTA TOV
avtAnOnkav ond avtd. Télog, vapyovy Tpotdcelg Pertivong TG TPOGOUOIMONG Yo

OGOVG EVOLAPEPOVTOL VO TTPOYWPNGOLV Kol VoL EEEAIEOVV TO HOVTEAO.

A€Eerg — Kheowa

(ITpocopoimon, EmParnyd ITioio,Unity3d, MSC, IMO, Movtelomoinon, Exkévoon,
Teyvnt Nonpoovvn, Zvueodpnon)



Abstract

The objective of this thesis, titled «Simulation of a passenger ship evacuation in
Unity3d», is to create and simulation on the evacuation process of a passenger ship. In
order for the scenarios to be more plausible, a stress model was implemented for the
passengers and the crew. This simulation was developed in the Unity3d environment,
which includes a Rendering and Physics engine, as well as an Atrtificial Intelligence
package, which was used not only for pathfinding purposes, but also for some of the

behaviors, as described by the stress model.

The simulation uses the advanced method of evacuation analysis that is authored
by the Maritime Safety Committee (MSC) and is described in «Interim guidelines for
evacuation analysis for new and existing passenger ships». This analysis was derived
from the International Maritime Organization’s (IMO) rules on passenger ships and
enforces the use of simulations of evacuation for evaluation of evacuation paths, early in
the ship’s design. These rules were introduced after a series of multi casualty incidents
in passenger ships, and also because of the building of ships with a few thousand

passengers.

The simulation is there to show the naval engineer the evacuation times and the
congestion areas, so as to help in the better layout of superstructures for optimal

evacuation paths for passengers.

Furthermore, part of the code used for the simulation is analyzed, as are the
experiments that were conducted and the conclusions drawn by them. Lastly, there are a
few suggestions for improvement, for those interested in moving the model forward and

evolving it.

Keywords:

(Simulation, Passenger Ship, Unity3d, MSC, IMO, Modelling, Evacuation, Artificial
Intelligence, Congestion)
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1 Ewoayoym

Xmv mopovco SwmAopatikny epyocic pe titho «lIpocopoiwon ekkévmong
emPatnyod mhoiov oe mepiPdArov  Unity3d» pedetiOnkav Pooikéc opyéc ko

Aertovpyieg TG TEXVNTAG vonrooHvng oto mepiariov Unity3D, pe kopidtepeg Tig

Pathfinding ypnowonowdvrag to cvotue NavMesh
Obstacle Avoidance

Following

YV V V VY

Arriving

XPNOYWOTOUDVTOG AVTEG TIG TEYVIKEG Kol TPocHETovTag Kol GAAES, OT®G dLAPOPES
oLUTEPLPOPEG TTOL B avoAOGOVE OTN GLVEXELN, KATOANEOUE GTN KOTOOKELY| €VOG
LOVTEAOD Y10 TNV VAALGT] TNG SLodIKAGTog EKKEVAOONG £VOG EMPATNYOV-0XMNULATOY®YOV
mholov mov amotedel kKol TO OO TNG UETOMTLYIOKYG OWAMUOTIKNG epyocios. Oa
npoomadnoovpe va dsi&ovpe OTL T0 HOVIEAO aVTO CLVAOEL UE TIG OMOLTHOELS TNG
nponyuévng nebodov g emtponrg Maritime Safety Committee (MSC) tov AeBvoig
Novtiiokod Opyavicpot (International Maritime Organization — IMO)VL TIpw
TPOYWPNGOVUE GTNV TEPLYPOPT, TOV HOVTEAOL HOC, 0G O0VUE TPMOTO. Uit GUVTOUN

neprypapn g MSC kot yevikd g acpdAciog ota exifoatnyd Tioia.

1.1 Xovroun meprypoen tms MSC

H Maritime Safety Committee eivar Bvyotpicri Tov cupBoviiov tov IMOUL H
EMTPOTN amoTeAEiTOl OO OAOL TaL KPATN HEAN KoL VAL TO AVATEPO TEXVIKO OPYOVO TOL
opyaviopov. Ot Asrtovpyieg g eivor va e€etdler kdbe Bépa mov eumintel otnv

O1K01000G10. TOL 0PYAVICUOD GYETILOUEVO LIE :

BondMuata vavcurhotog,
KOTOOKELY] Kot EE0MTMGUO TAOI®V,

acQALELD ETAVOPMOTG,

YV V VYV V

KAVOVEG Y10 TNV TPOANYN GUYKPOVGEMYV,



dwyeipion emkivovvov goptiov,

SLOOIKOGIEC KO AOUTOEL TG AoPAAELNG 0T BdAacaa,
VOPOYPAPIKES TANPOPOPIEC,

NUEPOLOYIO TAOIOL Kol apyeio TAOYNONG,

dtepedvnon BoAdooiwv atvynudtoy,

avéAlkvong Kot 014cwmong,

YV V V V V V VY

omolodnmote GAA0 BEpa Tov emmpedlet v acpdieia 6t BGAacoa.

H Emuponn xolkeitor emiong vo mopéyel TOLG UNYOVICUOVS Yo TNV EKTEAEOT
omolwvonmote kafnkoviov mov g ovorifevtor amd ™ ovpPfocn tov IMO 7
0TolodNTOTE KaONKOV, £vtOG TV TpoavapepBiviav Bepdtmv, Tov evOEXETAL VO TNG
avatebel amd Kamolo deBVEG Opyavo agol Yivel TPAOTO amOdEKTO OO TOV OPYUVIGUO.
‘Exet, axopa, v €vBdvn yio v g€€taon Kot v voBoAn} cLGTAGE®MV Kol 0dNY1DdV

OYETIKA [E TNV ac@dAela yio TOavY| £YKPLomn amd Tn GUVEALELGT TOL OPYAVIGLLOV.

H MSCI?2, gyovtag 7o eykpivel Tic KatevBuVTAPIES YPOUUES HLAG ATAOTOMUEVNG
avaivong ekkévoong RO-RO (Roll On — Roll Off) mloiov o¢ évav odnyd yia v
vAomoinom tov kavoviouov 11-2/28-1.3 g SOLAS (Safety Of Life At Sea), {fitnhoe tov
Méio tov 1999 an’ v vroemtponyy veLOLVN YL TNV TPOGTAGIA OO EOTIL VoL
avomTOEEL KAVOVEG Y10 TNV OVAALGOT TG EKKEVOOTG o€ emPatnyd mhoia ev Yével oAl

Ko 6€ ToYLTAON ETPATNYA.

Tov Iovvio tov 2001, petd amd TG GLGTAGCELS TNG VTOEMTPOTNG, EVEKPIVE TIG
katevBuvnpleg  ypouués ywo v amAomomuévn  péBodo  avldAvong  eKKEVMOOTNG
tayvmrowv emPatnymv. Tov Mdwo tov 2005 e&étace pua TpdtacT T VTOETITPOTNG KO
TEMKO  EVEKPIVE  KOVOUPYLEG KOTELOLVTNPLEG YPOUUEG 7OV  OVTIKOTESTNGOV TIG

TPONYOVUEVEC.

Evdibpeca, tov Mdwo tov 2002, ékave dekTég TIC KATELOLVTAPIEG YPAUUES TNG
VIOEMITPOTNG Y10 AVAAVOT EKKEVOONG Y10 VEQ Kot vrdpyovta emPotnyd mhoia. Emiong,
KOAECE TOL KPATN HEAN Vo GLAAEEOVY Kot VoL VTOPBAAAOVY GTNV VTOETITPOTN OTIONTOTE
dgdopéva N mAnpoopieg Exovv amd €pgvva, avamTuén 1 OOKIUES, ELPNUATO Yol THV
avOpOTIVN cVUTEPLPOPE TTOL Ba HITopo VGOV Vo, XPNGILOTOINOOVV Yo Vo PEATIOCOVV TIg

TaPoVGES KATEVOVVTINPLES YPOLLLES.



Tnv onuepvn popen TV katevbuvimplov ypappov dmce 1 MSC tov Oktofpro
tov 2007. Apopodv véa Kot vapyovto emPotnyd wAoio, CLUTEPIAAUPBAVOUEVOY Kot

twv RO-RO. Yrdpyovv dvo dtapopetikéc néBodot yia Ty avaAvon g EKKEVOONG:

» H amlomompévn.
» H mponyuévn.

Epeig o ypnowonomoovpe v mponyuévn pébodo kot Bo v avoAidcovpe

TEPLOCOTEPO GTO KEPAANLO 2.

1.2 Acpdlrerwa oto emPatnyd whoia

> AEN ZyoAn [TAowgpywv yivovtal o1 mopakdt® cuoTtdoelg 0cov apopd BEpata

acpdrelac o emPatnyd mhoial?S24 ;

1. H Zoppaon tov IMO yio v Acoeddrela g Zong oty Odhacoa (Safety Of
Life At Sea) amottel emapkn aplOpd ekTadeLUEVOV ATOU®MY Vo fpicKovTol 6TO
TAO10 Y10l TNV GLYKEVTPMOT KoL TV 0PWYT OVEKTOIOELTOV OTOUWMV.

2. To m\popa, 1o omoio eivar KoBopIGHEVO amd TOLG TVOKESG OLOPEGEMS VoL
BonBad toug emPdreg o MEPMTMOELS EKTAKTOV avayKodv, o mpémer va
AapPaver emmpochetn ekmaidevon, mpokeyweévov va daceoriletor 6t Oa
extedel omotd Ta kaBnkovtd tov. O apBudS TOV ekTUdELUEVOY ATOU®Y Ba
TPEMEL VO, TEPIAAUPAVETOL GTO £YYPOPO ACPUAOVG EMAVIPDCEMG TOV TAOTOV.

3. Omov mpaypartomoleitanr ekmaidevon o€ pio GEPA EKTOUOELTIKOV HoONUATOV
otV Enpd, Ba mpémel va cuumAnpdveTon omd eKmaidevon et Tov TAoiov TPV
amo TNV avOANYN TOV KaOnKOvIeov Tov avaeépovtatl ot 2. H eknaidevon Oa
TPEMEL VO IKAVOTIOLEL TO KPATog onuoaiog kot Ba mpémel va mpocsdiopilovon

Kamowo péca yuo v €EACEAAIOT OTL TO. HEAN TOL TANPOUATOS OL0THPOVV



oLVEYN] EMAPKEWL YVAOCE®V HECOH OmO TEPLOOIKEG OEPEG EMUOPPOTIKAOV

HaONUATOV, YOUVAGLO 1] GYETIKN EPYOCLOKT EUTELPIAL.

Ot gmkowvoviokég 0egl0Treg TV KabBopiopéveoy voutikav Bo mpémel va

emopkovV, TPokeWEVOL va Bonbodv tovg emPdrec Katd v dwdpkelo piog

EKTOKTNG OVAYKNG, AapPavovTag vmoyn o akdAovOa kpitnpia. :

1. mv yA®ooa M TIG YA®GGESG, 01 0moieg elval KATAAANAES Y10 TIG KLUPLOTEPES
efvikdTTEG EMPATOV TOV PETAPEPOVTOL GE Pi0L GUYKEKPIUEVT] dladpoun,

2. TV KOvVOTNTO YPNOEMS OTOWYEIMOOVG AyyAkoD Ae&hoyiov o Pacikég
oonyiec, n omoio vo mapéyel Tpdmo emkowvwviog pe évov emPatn, mov
xpN el Pondetag, eite o emPatng Kot To PEAOG TOV TANPOUATOS LIAODV o
KO YA®GGQ gite Oy,

3. v @mhovy avayKn ETKOWOVING KOTA TNV OldpKeld €VOG EKTOKTOV
TEPIOTATIKOV pE AL péca (T.Y. HEoW EMOEIEemg I vevpdToVv 1 (NTdVTog
TOV V0. TPOGEEEL TOV YDPO TOV 0ONYLDV, TOVS 6TAOLOVS CLYKEVTIPMGEMG,
O HECO OCMOEMC M TIG O1000VG EKKEVAOCEMS) OTAV 1 AEKTIKN
emKOVOVia 0V EUTNPETEL,

4. v gupdtnra pe Vv omoia £xovv mapacyedel mAnpelg odnyieg acpaieiog
GTOVG EMPATEG GTNV UNTPIKT TOVS YADOCOH 1| YADGGEC,

5. TI§ YADGGEG OTIG OToieg Umopovy vo LETAO000DV EKTAKTES AVAKOIVMDOELG
KOTA TNV OLAPKEWD P0G EKTOKTNG OVAYKNG 1 €VOG YOUVAGTOV, TPOKEIUEVOL
va petapépovv LoTikég 0dnyieg otovg emPdreg kot va fondncovy to péAn
TOV TANPAOUOTOS GTNV OPOYT| TOV EMPATOV.

H exnaidevon mov mapéyeton facet g 2. o mpénet va meprlapPavet, aArd oyt

amopoitro  vo meplopileTar, To  akOAovBa  BewpnTiKG Kol TPAKTIKE

avTIKeipeva

1. enlyvoon tov oxediov TOV COCTIKOV GULOKELVMOV Kol TV oYedlov
OVTILETOTICEWS TVPKAIDV KOl YVAOOT TOV TIVAK®V SPECENS KOl TMV
EKTOKTOV 00NY1OV GUUTEPIAAUPOVOUEVOV :

I. TOV YEVIKOV GUVOYEPUDV KoL TOV JUOTKOGLDY Y10 TV GUYKEVTIPMOT)
TV EMPATOV,
ii. TOV YOP®V EVOHVNC He EUEOoT GTOVS “TOUEIS TOV aviKOLY™ .

2. v yevikn owdtaln tov mhoiov pe Wlaitepn Eueacn oty Béon TV

oTafUdV ovyKevipmoews kot emPifdoewg oe cwoifleg AéuPovg, oTig

TPOcPAcELS Kat 6TIG d1000VE SLoPLYNG,



3. v Bom kol TV (pNom ToL EEOTAICUOD EKTAKTMV AVAYK®V GE GYECN UE

To. KoOnkovto TG 2. UE EUQOON OTOV «TOUED, TTOV OVIKOLV» Kol TIG

d1000V¢ S1oPLYNG 0o eKel,

4. v Béom TOV ATOUIK®OV GOCIPIOV Yio EVAAIKES Kol TOLoLd,

5. v Béon AAL®V £QOdIMV EKKEVOCEWMG, T.Y. KOVPEPTES, TOL OMOln TPEMEL VoL

petapepbovv ota cmoifio orden,

6. ortoyeuwdelg mpadTeg fondeteg kKot peTapopd Bupudtmy,

7. emKowovia :

iv.

APNON CLGTNUATOV EVOOEMIKOVMVING,
GNLOVGT] GLVAYEPLLOD,
gwonoinon Tov emPotdv,

avaeopd kot eldonoinom.

8. exxkévoon:

Vi.

Vii.

viii.

Xi.

Xil.

APNON KATAAOY®OV EMPATOV 1) KOTAUETPNOELS,

cuvayepoi,

GUYKEVTPMOT] - ONUAGIN TNPNCEMS TAEEMS KO OL0OIKAGIES OTOPVYNG
TOVIKOD,

£€€odot Kvovvov,

€EOMMOUOG EKKEVDGEMG,

€Eleyyog emPat®V 6TOVG O0OPOUOVS, GTA KAULOKOGTAGLO KOl GTO
TEPAGLLOTO,

dwtpnon erevbepiog S10d®V dapLYNG Ao TVYXOV EUTOd,

mapoyn Ponbetag kab’ 006V TPog TOVE GTAOUOVE GVYKEVIPDOGEMS Kol
emPacewg oe cooifieg Aéppoug,

Swbéoueg pébodot yoo TNV amopdkpuven avOpOT®V pe avamnpio
Kot 0TOp®V Tov ypnlovv wiaitepng fondetog,

TEPLOPICUOT GTNV (P01 OVEAKVGTIP®V,

£€PELVOL GTOVG YDPOLS EVOLILTNGEWG,

eEacpdiion Ot ot emPdreg eivor KATdAANAo €voedLUEVOL KOl OTL

€YoV POPECEL GMGTA T, ATOMIKE TOVS GG,

9. mepmTMOOELG TVPKATAG:

I. oviyvevon TuPKAIGC Kot apytkog TEPLOPLoUOG,
Il. onuaven cvvayepurov,

lii. kivouvog elomvong Komvoo,



10.

IV. avVOTVELGTIKY TPOOTOGIC.
10. mepimtoGELg EYKOTAAEIYEWMS TOL TAOTIOVL:
I. OMOTN YPNON OTOUIKOD OMCTIKOV €EOMMGUOV, T.Y. OTOMK®OV
ocwoBiowv, oToAdV euPonticews, KUKAMK®OV ocwoBinv, QOTEWVOV
ONUAT®V Kol KOTVOYOV®V,
ii. avaykn mapoyns fondetag o WlnitEPEC TEPUTTOGELC.
11. efowceiwon péow emavolapPavOLEVOV OPYOVOUEVOV EEVAYNCEDV GTO
mAoi0
12. egmavorappavouevn coppetoyn o€ yopvdoia mopkaidg kot emPifdcews ce
ocwoifleg AépPovg, coumepthaptfavorévng e TPOCOUOIDGENS LETOPOPAS
Bopdrov
13. emavorappavopevn e€doknon oty ypnon tov e£omAiouon, 6mwg vl N
£VOLON ATOUIK®OV GOGIPIOV KOl KOTAAANANG TPOCSTATEVTIKNG EVOLLAGTOG
14. emavoroppavopevn  e£doknon oty XpNoN  TOV  GLGTNUATOV
EVOOETIKOIVOVING, KO
15. emoavoropPavopevn eEoknon oty EKKEVOGOT.
[Ipwv amd Tov amdémlov tov mAoiov, Ba mpémel va didoviar 0dnyieg TPog Tovg
emPATEC OYETIKE UE TIC OOOIKACIES EKTOKTOV OVAYKAOV Kol EKKEVOGEMG TOV
mAoiov.
Omnov elvar epktd, Bo mpémel vo mpoPfaiieton Pivteotovio oyeTikd pe v
acQAAeln apécms petd v emPifaon tov emPatov.
Qo mpénel vo vrapyovy Tomobetnuéve GE KOTAAANAO VYOG GO onuaTa
EKTOAKTOV OVOYKAOV Y10 TV 0paYn TOV EMPOTOV, OATVTOUEVE GE pia YAOCGO
KOTOVONTN ad TNV TAELOVOTNTA TOVG, To 0Toia O LTOSEIKVHOLV TIC SLOOPOLES
TPOG TOVG GTAOLOVG CLYKEVTIPMOGEMG Kot TV 00T TV KIB®OTI®OV [IE TO ATOUIKA
ocwcifla. I' avtdév tov oxomd Bo mpémer va ypnoiponoodvtor to debvn
ovpPoia tov IMO.
Ta youvéowo emPifdocnc oe cwoifieg Aéupovg Bo mpémer va de&dyovran
ocvppwvo pe v SOLAS. Ot dAleg 6moTIKEG GLOKEVES Kol 0 e€omAiopdg Oa
TPEMEL VO EAEYYOVTOL TOKTIKA KOl VO OlLTPOVVTOL GE KOAN KATAoTOoT. O
TPETEL TAVTOTE VO, TNPOVVTAL O1 0ONYIES TOV KATAGKELOGTMV OVOPOPIK(L LE TNV
GLVTNPT O™ KOL TNV OVTIKOTAGTAGT] TOVC.
Ta cLGTAUATO GLPIYUAOV KoL ETKOVOVIOV Bo TPEMEL Vo S0KIUALOVTOL TUKTIKA

KOLL VO SLOTNPOVVTOL GE KOAT AEITOVPYIKY KOTAGTAOT).
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11. Ta yvuvdoio Kot ot dtadikaocieg yio avOpwmo ot Bdlacca Oa mpémel va

e&AyovToL TOKTIKAL.

Ta youvdoia kot ot dtadtkacies yio avOpmmo ot Bdhacoa Oa mpémetl va dieEdyovion

TOKTIKA.

1.2.1 Tpoémog Yroroyiopdg Xpovov Exkkévoong

O ypbdvog ekkévmong evog Thoiov vtoAoyiletol amd ToV TAPAKAT® TOTO:
2
To7 =125xT + §*(E+L)

Omov T o ypévog petokivnong (Travel time), to 1.25 eivar o mopdyovtog
acedlelog (safety factor), E eivan o ypovoc emPipaong (Embarkation time) kou L o

xpovog kabéikvong (Launch time). Zopeova pe tig 0dnyieg, Oo tpénet va 1oyvet :

Top SN 125T+ 25 (E+L) <n (3.2)

Omnov N glvat 0 PEYIGTOG EMTPENTOC YPOVOG EKKEVOGTG KO TPOKVTTEL (G :

60 min, yiaemfatnyd mloia(ektdsRo — Ro)ue dyimepioodtepecand 3 kevrpikeéckdfetec{ veg (33)

60 min, yiaRo — RosmBatnyd mAoia
n=
80 min, ytaemiBarnyd wloia(ektdgRo — Ro)uemepioadtepecanod 3 kevipikéck&Oeteg{dveg

Ondte omv Own pog mepintwon mov €yovpe €va emPatnyd mAoio pe tpio

KOTOOTPOUOTO O PEYIOTOG XpOVOG ekKEV@oNG toovtal pe 60 min (n=60).

Eniong Ba mpénet va woyder
E+L <30min (3.4)

O ypovikéc amantoelg Tov (3.2) kot (3.3) oymuatikd :

11



1.25T

E+L

(1)

2)

€)

Ewoéva 1.1 : Zovolikog ypovog EKKEVOGNG

Omov :
(1) givar 0 ypovog emkdAvyng (Overlap time) kot icodton pe (E + L) /3,

(2) eivar o petpovpevog cuvolikds ypovog ekkévoong (Calculated evacuation time)

(3) givar 0 péyrotog emttpentdc YpoOVOg EKKEVMDGNG, N, TOL vroloyiletor an’ v (3.3).
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2 Movtélo

Ye avtd 10 KepdAawo Oa ovamtdfovpe To povTEAO TOL dnuovpynnke otnv
TOPOVCO, EPYACia SNAAOT TNV OVAALCT] TOV TOPOUETPOV TOV YPNCILOTOMONKOV GTOVG
Agents, ev cuveyeio OBa mpaypoatomonel Kot avapopd otnv dnpovpyio TV oxedimv

oV YpnoomomOnKay.

Hopaperpor Agents

Otv avBpomor mov BéLove va amoTVTOGOVUE avorapioTavTol atopkd g Agents
SbEToVY Kamoleg HETAPANTEG O OTTOTEG TPEMEL VO GUUUOPPDOVOVTOL KOL VO THPOVV TO,
6pra Tov IMO (MSC.1/Circ.1533)l"! ot nhaktakt Stoxdpion aAié kot 6Ty ToydTToL
tov kdBe Agent Baon opopévov mvakov. Ot petafintés avtég mapabétovron

TOPOKATO :

e  ®vLO: ot agent ywpilovtal cg S0 peydreg katnyopieg Paon Tov GOHALOL TOVG.

210Vg 0poeVIKoVS Kot Toug OnAvkovg Agents (TocooTiaiog Tivakag St dPLoNg).

dvro Apcevikod Onivkod

ITocooto 50% 50%

Mivaxkag 2.1 : Avoroyioa Avtp@dv - Fovak@v

e Pbhoc: Or Agents katavépovioar ce 000 peYdAeg katnyopieg 6T0 TANPOLLO
(crew) kou otovg emiPatec (Passengers). Avtog o S1o®PIGHOG TPAYLOTOTOLEITOL
Yo TV PeAtioTonoinomn g peOMOTIKOTNTAS 0ALA Kol Yo TV e€opdAvvon g
ddkaciog g exkévoons. O oKomdg TOV TANPOUATOS Elval Vo OpyovOCOLY
aAAG ko va kafodnynoovv toug emiPdtec oto kovivotepo Muster Station
(otafpo pdlméng). Ot emPdreg katd TV SLUPKELN TNG EKKEVMOONS WVOLV TOV
KOVTWVOTEPO ATOHO TOVL TANPOUOTOS Y Vo TO aKOAovOfGovv, M Vv
KovTvoTEPT TIvakida £0d0v, 1 omoia 0o yel 6to oTaBNUO pAlmENC.

e Hiwio: H nlwuokn dSwyopion otov Agents mpoaypotomomdnke Pdon tov

nMxkov povtédwv tov IMO:
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OvAo-Hlikia [Tocoo16 (%)

KvnTikotnto

IMovaikeg vedtepeg Tmv 30 7%
IMovaikeg peta&y towv 30-50 7%
IMvaikeg dvo tov 50 16%
IMvaikeg avo tov 50 pe petopévn 20%
KWV TIKOTNTA
Avtpeg vedtepotl Tmv 30 7%
Avtpeg peta&d tov 30-50 7%
Avtpeg dvo Tov 50 16%
Avtpeg dvo Tov 50 pe petopévn 20%

Mivoxag 2.2 : Hakwokég Opadsg ava @vio

e Emineda vyeiog : Ta enineda vyelag pmopovv va petafAnBodv katd v ddpkea

™G EKKEVOONG AOY® awENIEVOL emmédov Stress, 6mmg Bo avaivbel TapaKdTo.

O1 Agents £xovv apyikod eninedo vyeiag ico pe 20.

e Taydmro: H taydmra tov agents kabopiletor amd 10 @OAO 0AAL Kot TV

nAkokn opdodo oty omoion aviker o agent. H toyvmro yopiletar otig

TOPOKATO Kotnyopiec Pdoet ta evdekTikd poviéda tov IMO:

[TinBvopokés opdoeg - EmPateg

Tayvmra o€ eninedo £6a.pog

Min (m/s) Max (m/s)
Avopag, katw omd 30 ypovav 1.11 1.85
Avdpag, 30 — 50 ypovarv 0.97 1.62
Avopag, mave amd S0 ypovav 0.84 1.40
Avdpag, Tavo amd 50 ypovov pe petmpévn Kivntikotnta-1 0.64 1.06
Avdpag, Tave and 50 ypovov e LELOUEVT KIVNTIKOTNTO-2 0.55 0.91
IMovaika, kGt and 30 ypovov 0.93 1.55
IMwvaika, 30 — 50 ypovav 0.71 1.19
INovaika, Tave and 50 ypovov 0.56 0.94
[IMvaika, Tave amd 50 ypovov pe petmpévn kivntikotra-1 0.43 0.71
IMvaika, Tave amd 50 ypovov pe Hetmpévn Kivntikotra-2 0.37 0.61
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[TinBvopakés opdoeg - [Mnpopa Tayvtro oc eninedo £00.¢pog

Max (m/s) Max (m/s)
Avdpag 1.11 1.85
IMovaika 0.93 1.55

Mivakag 2.3 : Taydtnteg ava @vio kKo nhkia

o  XoUOTIKN SGUETPOG: ZOV GOUATIKY SIAUETPOG Bempeitat 1 HEYIOTN amdGTOON

petald 6vo onueiowv tov atdpov oto 1610 VYoc. Me TV cOUATIKY SIUUETPO

nepropiletan  kivnon tov agent 6to ydpo. XtV Tapovca papuoyn xel Aneoel

COUOTIKN OldpeTpo Tov agents o katavoun amd 0.5 m éwog 0.8 m.

o Iledio Opaong : To medio medio OpAcTG LIOINADVEL TV SLVATOTNTA OPUCTS TOV

«60e agentl®! sniadn To cuvolikd eDpoC TS HPACNC TOV. TTO TAPAKATM GYLL

oatvetar 1o medio dpaong. Avtd 1o medio ivor otabepd KaBOAN TV ddpKela TG

exkévoong kot dev petafdiietar . E€aptdror dpeco omd v yeopeTpion g

KATooKEVNG (1. TOAAEG Kol AmOTOUEG OAAAYEC TNG KOTEVOVLVONG GLVETAYOVTOL

TEPLOPIGUO TOV TTEGIOV OPACTG) OALG KOL OO TNV TOPOVGI 1] LN EUTOSIMV.

Standard
" Line of Sight”

62° e;,,oCu tar 10" 62°

Standard
Line of Sight

Ewéva 2.1 : Medio 6paocng (Field of view)
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Enineda Ayyovc:. To HovTéAo Tov GyOVG TO 0010 EXOVLLE YPNCLOTOCEL Elvar

TAVOLOLOTLUTTO GE OAOVLG TOVG emPATES, OAAL OLPOPETIKO Yoo To UEAN TOV

TANPOUATOG, KOOMG vToTédnKe OTL Bl EY0VV EMOPKN EKTAIOEVOT Y VO LTTOPOVV

va avTomeEEAD0VY AmOTELEGUATIKA G TEPUTTMOCELS EKTAKTOV OVAYKNC.

To HoVTELO TTOL SUUOPPDOCALE Y10 TO AYY0G dNUoVPYHONKE PACEL KATOL®Y 10T

vrapyovTov pLoviélmv kot yopictnke otig mapaxkdtom (oveg (oe pio kKApoka omd

uNdév wg déxal):
o Drone Zone: 0.00-2.00 (23.6%)
o Performance Improving Zone: 2.00-3.75 (16%)
o Creative Calm Zone: 3.75-5.75 (19.2%)
o Fatigue Zone: 5.75-7.25 (11.52%)
o Exhaustion Zone: 7.25-8.00(7.52%)
o Il Health Zone: 8.00-9.00 (10.32%)
o Panic Zone: 9.00-9.50 (5.44%)
o Breakdown Zone: 9.50-10.00 (5.68%)

O mopandve {dveg ansikoviCovtat kot 6to akdAovBo didypapipas:

PERFORMANCE

INTENDED
PERFORMANCE

—_— -

ACTUAL
4———— PERFORMANCE

PANIC
<4—— ZONE

PERFORMANCE C’'ZONE FATIGUE

DRONE ZONE IMPROVING  (CREATIVE CALM) ZONE

AROUSAL

Awaypoppa 2-1 : Erineda Stress

O topandve {dveg avaidovior wg eENg:

BREAKDOWN

<4—— AND BURNOUT

Drone Zone: og avt) ™ {dvn, dev vdpyet Stress, mpdypo mov onuoaivel Tt ot

agents eivar vodpoi.
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e Performance Improving: oe avti ™ (dvn vrdpyet £va LUGLOAOYIKO €Tinedo
stress, to omoio BonBd oV KOAHTEPN SEKTEPOULMOT OAPOPMV EVEPYELDV, OTMC
KaOnuepvég epyaciec.

e C’Zone (Creative Calm): oe avt ™ (dvn 1o Stress axdpo givor péca oto
QLGLOAOYIKG emimedn Kol elval 1060 doTe va fondd otV GLYKEVTPOON EMAV®
oTNV €pyOcia TOL eKTEAEITAL.

e Fatigue Zone kot Exhaustion Zone: o€ avtf v mteployn to eninedo Stress eivat
TOAD VYNAG Ko gumodifovv v cwot deknepainon epyacidv. H dapopd
peta&y tov 6vo ovav givar 6t ) Exhaustion Zone Bpioketal mo kovtd oty I
Health Zone ({odvn aoBevoig vyeiog).

e |ll Health Zone: oe avt v meployn to emineda Stresseivar 16oo vVYNAQ, OV
apyifovv ko ennpedlovv TN PLGIKT VYELR TOV ATOHOV, OTIMG NUKPAVIEC.

e Panic Zone: o avt ™ {®VN TO ATOUO Eival 6TOL OPLoL TOV T UIopel Vo ovTEEEL,
HE UEYOAVTEPES EMMTAOGELS GTNV VYELX Kot peyddn mbavotnta va odnyndel oy
endpevn Lovn.

e Breakdown and Burnout Zone: g ot ™ {dvn t0 dropo dev umopei mAéov va

avtamokpdel pe Loyikd tpomo oe epebicpata Tov mepPAArovtoc.

H xopmdoin Healthy Tension dgiyvel 6t ta dtopa aviidpodv Oetikd otnv avénon
ToL Stress péypt £va onueio, VotePa 0md TO 0010 1 ATAS0CT| TOVS £ivall TOAD PIKPOTEP
™ avapevopevns, omog deiyvovv ot kaupmvAec Actual Performance kot Intended
Performance.

Katd v évapén mg ekkévaong 6mov vobétovpe OTL NyEl 0 YOG TG CEPNVOG
YL VO, EVNUEPMOCEL TO TANPOUO OAAG Kot TOLG emPAteg OTL LIAPYEL KOTAGTAON
EKTOKTNG avaykng, Olot ot Agents éxovv w¢ apyikn Tun dyyovg (starting stress level)
ton pe 2. Me v mdpodo tov ypodvov T ETImEdN AyYOVS OVEAVOVTOL YPOUUKE MCTOV
@Tacovv oty T 3.75 omov eivor n oplakn katdotacn tmg performance improving
zone. H mepartépow avénon 1 peiwon tov ogeiletor og KATOEG autieg ol omoieg £xovv
¢ amotéleopo TV avénon eite v peiwon Tov Gyyovg Kot KAToleg Lovades. AvTég
ot autieg pmopel va etvar o1 TapaKaTo :
o H Opatdémra mopkaids: Omov avEdvouy to dyxog Kot Hion Lovada.
o Koanvég gite Aépua T omoia Ppickovtar otov yopo: Omov avédvovv to

Gryxog Kotd [omn Lovada.
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o H edpeon mvokidog £6d0v : Omov peudvel To Ayyog KAt Uion HovAada.
o H é\evon tov atdépwv oto Muster Station (cvumeprpopd Arrive) : Omov

LELOVEL TO AYXOG KATA LICT] LOVADOL.

H peioon eite m avénon tov dyyovg mPOyUATOTOLEITONL HE UETAMNONON TNG
VILAPYOVCAG KOTAGTOONG OTNV TEAKT] KATA TOV HLOVAI®MY TOV aVAPEPOLE O TAV®. To
KOTATEPO OPLO AYYOVS KOTA TNV OEPKELN TNG EKKEVOONG 0V UTOPEl va EEMEPAGEL TO
3.75. Oco éva dtopo Ppioketor move omd to emimedo 3.75, 1o eminedo Stress tov
LELOVETOL YPOUUKA HE TO XPOVO OGTOV €MAVELDEL GTA PLGLOAOYIKE EMimEdO, EKTOG OV
éyel umet ot {dvn mavikov (stress level > 9) 6mov kot OewpnOnke 6t dev Bo pmopéoet
VOl EMGTPEYEL GTA PLGLOAOYIK( ETITESAL.

Kotd ™ didpkela g exkévmong, ot Agents pmopodv va exkepacovv Tic €€1g
GUUTEPLPOPEG:

e Seek: avalimomn mpoopiopov. Eta TAMCIL OVTAG TNG SUTAMUOTIKNG
epyaoiag, mpoopiopot ivar LEAN ToL TANPOUATOG, TVOKIdEG EEO00V Kot
otafuol palméng. To pérog mAnpopatog odnyel tovg emiPdrteg oto
o100u6 pnalméng, dmwg Ko  mvakida e£6d0v.

e Grouping: opadonoinon. Ta uéAn tov TANPOUOTOG TEPUEVOLY £BG OTOV
ovykevipmBel évoc aplBuog emPatodv yOpw TtoLG, TPOTOV EEKviicovV
NV Kivnon| tovg.

e Follow: o1 emPdreg akorovBovv T0 HEAOC TANPDOUATOS, EAV AVTOG NTAV
0 TIPOOPLGHOG TOVG GTNV GLUTEPLPOP Seek.

e Slow Down: pgimon toydtrog. AVt 1| CUUTEPLPOPE EKQPALETOL OTAV
ot agents £yovv dAlovg agents péca 6to onTikd mESI0 TOVG.

e Avoid Unit: amopuyn Kovivev exiatdv 1 LEADV TANPDUOUTOC.

e Avoid Wall: amopuyn toiymv katd v Kivnon.

e Wander: kivnon pe toxaio Tpoopiopd. Avth 1 cupreplpopd akoAovdel
mOavobempnTiKd povtéro. Yrapyet peyorvtepn mhoavotnrta o agent va

TOPOVGIACEL QVTH TNV CLUTEPLPOPA Y10 avENEVA emtimeda Stress.

H dwpopd avapeca oe €éva dropo 1o omoio eivar HELOC TANPOUOTOG Kol GE £Vl
dtopo to omoio avrkel 6tovg emPdrtec €ivar OTL TO PEAOG TANPOUATOS OVTIOPE e TLO
NMo TPOMO UMPOoTA G€ KIVOLVOLG. AVTO opeiletor oto OTL TO TANPOUHO givol

KOTAAANAO EKTOUOELUEVO Yo EKTOKTEC GLVONKEG, 010 OTL Yvopilovy v doun Tov
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TAOIOV Kot UTOpovV Vo, TAGovV 6to To kovtvd Muster Station pe tov mo cvvropo

opopo.

To dyyog emdpd dueca oty kivnorn tov Agent agov 660 avdvetat To dyxog
napovctaletar oAAayr] otV Kwntikn Katdotoon tov. Oco avédvetar to Stress,, m
kivnon tov Agent yivetor tayvtepn, dNAadn peTaPdAAeTon M TOOTNTA KivnoNg TOv.
Avtd amewoviletar pe v petofoin tov animations omdé walking oe running
animation. Emiong, avénon tov stress odnyei og peyorvtepn mbavotnto Wander, 6mwg
Non avaeépbnke.

Ot mopandve mopduetpol v Agents éxovv evobel petald tovg pe v Ponbdewa

eVOG OEVTPOL GUUTEPLPOPAG TTOV AVOTTUYONKE Yo TV S1EVKOAVVOT) GTNV KOTOVONOT).

Biometric
Characteristics :
o Age
e Gender

Position

Structure
Geometry

Visible Range

Body Dimension

Mobility

Awdypoppa 2-2 : Mapapetpor Agents
Ta mapomdve Oypaupoato eival n avoAlvTikn ocvumeprpopd tov Agents oe
Katdotoon ekkévoong otav evrdocovtal o Groups .0t cvumepipopés Twv Agents Ha

avaAvBovV Kol TOPUKATM EKTEVESTEPA.

19



P Leader
assengers g
el Crew Member

Stress Levels
Medium or Higher
(Dynamic Influence)

Higher Speed
Easier to lose

the exit path

Panic Levels

Act without logical
(Dynamic Influence)

thinking

Herding

Lose Time/Slower
Confuse/Lose their Evacuation

Consentration

Avdypoppe 2-3 : Topmreprpopd Agents otav evracoovtor oe Groups
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Is there a Group Leader ?

Yes
See the Crew ?
Head toward an exit

Yes No

See any exit ?

Yes

See any familiar exit ?

No

See only one
Yes exit?
WV

Yes

Set the nearest one
as goal

L
Set it as goal

Follow Crew Queue at Exit

Awdypappa 2-4 : Avdypoppe tpéTov kivong Agent
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3 Aoyiopiko

3.1 Unity3d

3.1.1 I'eviké mepi Unity3d

To mepipairov Unity3d 1 adlidg Unity éyel avamtoydet amd v etarpio Unity
Technologies kot mepthapfavet po TAnpn unxavn wavy yio 3D Rendering kabmg kot
éva evoopatopévo ovarntvoélokd mepipdirov (Integrated Development Environment 1)
IDE) pe to omoio o ypnotng Umopel vo ypnoYomolel KMAKO Yo Vo, VAOTOMGEL
omowdNToTE €Papuoyn, eite tpiodidotatn (3D) eite dwodibotarny (2D). T v
TPAYUATOTOINGT  OTOOGONTOTE  EPAPUOYNG  YPNOoTolodvTaL  SCripts ta  omoia
avomToooovTal 610 ToAAamAGY TAateopuwv (Cross Platform) evoopotopévo
nepifariov MonoDevelop, 6pmg umopodv va ypnoiporoinovv kot dAla teptpdiiovta
omwc 1o Visual Studio. Ot yAdooeg mpoypoppaticpod mov vrootnpilovior ond to
Unity eivar 1 C# o 1 JavaScript, opog €xet avokowmbet 6t | vrootpién Javascript

Bo otopatnost oto péEAAOV kKaBdg 1 C# éxetl drado0el moAd mepiocdTEPO.

Ta mheovektiuata tov Unity Oswpovvrar :

o  ®uuxn mpog tov xpnotn demaon| (Interface).

o EvkoAia ekpdOnong tov Pacik®dv Asttovpyumy.

o Ymap&n peydhov apBpod Sdaktikov vAwov (tutorials) to omoio eivan
dwféoipo dwpedv M avtl pKpov ¥PMNUATIKOD TOGOV GE TOAAOVG 16TOTOTOVG
(Udemy, Coursera, Youtube) xoi kaAdmter 1o peyoddtepo péPOC TOV
AELTOVPYUDOV TNG UNYOVIG.

o "Ymopén animator controllers ot punyovi pe TOvg 0moiovg pmopel €0KOAX O
TPOYPULUUATIOTNG VO EAEYYEL TN CUUTEPLPOPE TOL LOVTEAOV.

o Yropén £rolpumv mpog ypnorn cvuoTudtev Otmg n pnxavny evotkng (Physics
engine) n omoio tp€yel mapdAinio pe v unyavr Rendering, wavotnto yuo
dynamic lighting (dvvouikd ¢emtiopnd) oAl xor baked lighting, oniadn
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QOTICNO Yo TO omoio €YoVV VTOAOYIOTEL Ol AVAKAGCELS KOl Ol OKLEG Kol
YPNOOTO0vVTONL MG textures.

o Yrapén maxétov Al péoa ot pnyovn oArd ko e&ghypévov maxétov Al
dwbéoyov dwpedv amd to GitHub g Unity Technologies, to omoio mepiéyet
OAec i khdoelg NavMesh mov ypnoipomomndnkay.

o EvkoAn ypnion ¢ kaptog ypagikdv yio rendering, amkimg oAAalovtog Tig
pvBuiceic build.

o  YmootpiEn yio avATTUEN EQAPLOYADV EIKOVIKNG TPOYUATIKOTNTOG.

o Avvatdmra e£ay®YNG TG EQOUPUOYNS GE TOAAL GLGTHUOTO YMPIS O XPNOTNG
va ypedletar va yvopiler 1o Eeyoprotd IDES tov xkdbe ovomiporoc.
Evoewtikd ocvotfiuoto eivor to e€ng: Windows, i0S, Android, Windows
Phone, Facebook Game room, PlayStation, Nintendo Wii U, Nintendo 3ds,

Oculus Rift, x.a.

H tekevtaio £ékdoomn tov Unity sivar n 2018.1 ko mepiéyet kavovpyto Job System
nov Oo emitpénel otov xpnotn vo yphost aceain kodwko (safe multithreaded code).
AVTO 10 GUGTNUA EMTPETEL TNV EVKOATN PO OA®V TV TVPNVOV TOV ENEEEPYOCTN, LUE
AMOTEAECLLO. VO UTTOPEL O TPOYPOUUATICTAS VO EKUETOAAEVTEL OAN TNV €MEEEPYACTIKY
160, 0AAG Ba fondnoet emiong Kot 6TV KAADTEPT AEITOLPYID TOV POPNTAOV GLGKELAOV

kaBmg Ba perdveral 1 KoTavAAmon TG HraTopiog.

23



3.1.2 Tpomog Acrtovpyiag

v mapakdTo ikova (swova 3.1) pmopovpe va dodue v demapn tov Unity :

@om Inspe | Navige Lighte Servic Collet &

Ewove 3.1 : Unity’s User Interface

Mmopovpe va drakpivoovpe mévte (5) Paoikd pépn apéong:

1o aplotepd pmopovue va 600ue OAa o aSSets Tov project pog kabmg kot Tmg
avtd yopilovtal 6e PAKEAOVC.

Eniéyoviag omolovonmote oamd TOVG QPAKEAOLG UTOPOLUE VO OODUE T
TEPLEYOUEVE TOV GTN GTNAN OUECWHG EELA.

Yo 0e&14 pmopovpe vo dodue v epapyio (hierarchy), dniadn o dvopo g
oknvng kot moto. Game Objects nepiéyet.

Ae€1d G epopyiog propovpe vo dovpe Tov inspector, otov omoio PAEmovE TOL
YOPOKTNPIOTIKA TOL emdeypévov Game Object. Aimlo amnd tov inspector
&yovpe to Navigation tab oto omoio eAéyyovpe to Navmesh system (avoiveton
TOPOKATO).

Y10 kGt péPog tng 0Bovne PAémovue v koveoia (console) otnv omoia
avaypaeovtol to. opaiuato (build and runtime errors) kabmg Kot To. pnvouata,
OV O TPOYPOUUUOATIOTHS £XEL YPNOUYLOTOMGCEL GE UEPT TOL KMOKO WHE TNV

evtoln Debug.Log().
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To peyaddtepo pépog pog epapuoyng oto Unity Baciletar oto Game Objects ko ota
Components avtav.

Game Object eivar omot0dnmote avTIKEIPEVO VITAPYEL GTN GKNVI| TO OTOI0 dEV
eivan potiopog (lighting) 1 kauepa. ‘Eva Game Object pmopei va givar opatd, dniadn
vo éxel mesh omw¢ yo mapdderypa to HOVIEAN TOV KATAGTPOUAT®V, 1 Kol adpato,
omwg o Agent Parent. Mropet va mepiéyet ocadnmote Components, apketl va unv €yovv
avtikpovoueveg évvoteg (conflicts) peta&v tovc. Component eivor orotodnmote SCript 1
avTikeipevo mov divel oto Game Object pia 1610t To. Avti 1 WOTTO pIopet vor ivat
0TIONTOTE, OIS £va dtdvuopa Tov petpdet ) Béon tov Game Object, éva copa Yo vo,

umopet va €yel pvoikn (rigid body) «.a.

['o v gdkoAn xpfon TV HovTéAmV, ypnoipomotobvtat To Aeyouevo Prefabs.
Ta Prefabs eivor Game Objects mov umopei va mepiéyovv 11 6yt Components ot
pmopovv €0KoAa vo. KAnBodv amd kddka otav kol 0mov ypelaletor. e éva prefab
umopoVue vo mpocsHEcovpe Kol vo aQaipéGove COMpPONENts agold to &yovpe otn
oKNV1, OU®G UE TPOGOYN KAOMS apopdvTas To 1o1 LIAPYOVTACOMpPONeNnts pumropet va

yboovue ™ ovvdeon pe to prefab (break the prefab instance).

Kabe script mov ypaeovpe amotedei €va component, to omoio pmopodue vao.
npocBagpapovpe oe kamowo prefab yopic va emnpedleton to prefab. T vo
YPNOUOTOGOVUE TO SCHiPt pog, apkel vo to mpocbécovue oto Game Object mov pag
EVOLOPEPEL. LTV TOPAKAT® €KOVO pmopobe vo. dobue otov inspector éva Game

Object mov mepiéyet téooepa (4) script components.

Inspect:| Mavigati Lighting Service: CollabtF g .=

[ | lAgentParent [] static =

Tag| Crew ¢ | Layer | Default Eal
Prefab | Select | Revart | Apply |
b .~ Transform i %=,
> @ [+ Agent Script (Script) ﬁ o,
b |G| ¥ Create DB Script (Script) Q3 %
P@ Crew Generator (Script) ﬁ o,

Pﬁrl @ﬁgents Disabled In Muster Station ﬁ B,

[ Add Component ]

Ewéva 3.2 : Unity’s Inspector
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3.1.3 Avaiven cvotnrdTov TV YpnopoTot)dnkay

Ye avtd 10 onueio Ba avoivBodv to Pooikd cvotiuate tov Unity movu

YPTGILOTOONKAY Y10, TV VAOTOINGT THE TPoGopoinonc ekkévaoncll,

3.1.3.1 NavMesh Surface

To ovotpo NavMesh givar o eyyevnig (native) adyopiBuog mov ypnoLomotEl To
Unity ywo pathfinding. T vo xpnoyonomBei avtd eVoopotmpévo 1o GOGTNUA, APKEL O
ypnotng va petofei ommv kaptéha Navigation amd omov pmopei va pvbuicel Tig
dwotdoelc tov NavMesh Agents, dnladn tov atéumv to omoio Ho Kivobhvtot Tdvm 6To
NavMesh. Xty mapakdto ewova (ewova 3.3) pmopovue va dodue to Navigation
Window tov Unity. ITapatnpovpe o1t éxovpue técoepa (4) dapopetikd tabs, ta omoio

aVOADOVTOL TOPUKAT.

Inspect I"-.Ia'u'igati|Lighting Service: Collab F =

Areas | Bake | Object]
Agent Types
Hurnanoid
+ =
R =0.3
i
H=1.8
0.5
s0=
Mame Humanoid
Radius 0.3
Height 1.8
Step Height 0.5
Ma]{ slﬂpe -ﬂ—- su

Ewove 3.3 : Unity’s Navigation Window / Agents
Ye avtd 10 mapdbvpo pmopovue va pvhuicovpe TG doTACEL TOL agent
(mapopordletar pe koAvopo axtivag radius kot vyovg height), to péyloto okaromdrt
mov umopeil va avéPer (step height) kot v péyiotn khion omv omoio pmopei va

okop@aimoetl (Max slope oe poipeg).
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To Areas tab pag emtpénel va dnuiovpynocovpe NavMesh pe Sta@opetikd ypmdpota Kot
SPopeTIKA «kOoTn» (COStS). O aAyopiBuog mpotipwd NavMeshes pe younAidtepo

K66T0G 6TV KAVEL VTTOAOYIGHOVG (ekdva 3.4).

Marme Cost
[] Built-ino  [walkable IE |
B Built-in 1 [Not walkable I |
[] Built-in 2 [Jump [2 |
[] users [ 11 |
[] usera [ 11 |
[] users [ 11 |
[] usere [ 11 |
[] user 7 [ 1[1 |

Ewovo 3.4 : Navigation Areas
Y10 Bake tab givat o onpeio 6mov pmopovpe va dnpovpynoovpe to NavMesh
OTOV EMAEYUEVO XDPO. Xpelaletal OUmG Vo £X0VV 0PLOTEL Ol TPONYOVUEVES TOPAUETPOL
TPONYOVUEVMG KOl EMIGNG TO OVTIKEIUEVO TTPEMeL val ivan Static, dnAadr| va punv Kwveitot

Kotd T dtapkela ™G epappoyng (at runtime) (ewdva 3.5).

| Agents | Areas [N

Ewéva 3.5 : Navigation Bake & Navigation Static
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To kawvovpylo cvotue NavMesh Surface eivon 1 avtikdotacn tov NavMesh
OV €xEl EVoOUOTOUEVO To Unity kot mpoo@ipel TOAEG TeEPIEGOTEPES SOLVATOTNTESG OO
avto. [Tépav g dvvatdmrag dnuovpyiog NavMesh katd ) didpkeia g QoproyNc
(at runtime), pmopovpe va Egovue Kot dvvapikd NavMesh, eevfepo va mepiotpoeei 1
Vo LETOTOTIOTEL OTwg emBupovpue. Mmopolpe va d0OUE GTNV TOPOKATO EKOVA (EIKOVA

3.6) To NavMesh Surface Script.

Y@ [vf Naw Mesh Surface (Script) ﬁ #,

R =03

0.5 H=1.

|| s0°
Agent Type | Hurnanaid ¢ |
Collect Objects | All ¢ |
Include Layers | Everything ™
Use Geometry | Render Meshes ¢ |
Advanced

Default Area | Walkable |

Override Voxel ||
Vouel Size 0.1
2.00 voxels per agent radius
Override Tile Si[ |
Tile Size 256
25,60 world units
Build Height Me:

Clear H Bake

Ewova 3.6 : NavMesh Surface

Avtd 10 ovomua gival dabéotuo dmpeav Yo 6Aovg ard to GitHub g Unity
Techonologies. AALdaovtog tig Twég oto Voxel ko tile size umopodue va éxovue éva
kaAvtepo NavMesh, yuo mapdderypa peyolvtepn akpifelo o€ kielotég yovieg. Kolo
elvar Yo amAég YEOUETPIES VO YPTOLLOTOLOVVTOL Ol TPOEMIAOYES, KOOMG ALY QVTMOV
mlavodg va mpokorécel peimon omddoone. o va pmopécel éva Game Object va
kwvnbei oto NavMesh ypeidleton vo £xer éva. NavMeshAgent Component to omoio

OVOAVETOL TAPAKAT.
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3.1.3.2 NavMesh Agent

INo va propéoet éva GameObject va kivnei péom tov NavMesh ypetaleton éva
NavMeshAgent Component yia va ypnGILOTOOEL TIG TAPOPOPIES TOV divovTol amd

1o NavMesh (gikova 3.7).

¥ ~[¥Nav Mesh Agent ) 2.
Agent Type | Humanoid $ |
Base Offset 1]

Steering

Speed 3.5
Angular Speed 270
Acceleration 5

Stopping Distance (1.5
Auto Braking -

Obstacle Avoidance

Radius 0.2

Height 1.8

Quality | High Quality $ |
Priority 50

Path Finding

Auto Traverse Off Mi[of

Auto Repath [+

Area Mask | Walkable sl

Ewova 3.7 :NavMesh Agent

e avtd o Component opifovtot o1 TapdpeTpol Tov ekdotote agent. Apyilovrog amd
TNV KOPLQY| EYOVLUE:

e Agent Type: o tomog tov agent. Humanoid givar | Tpoemihoyn (default), evod
LITOPOVUE Va. SNUIOVPYNCOVUE TEPLooOTEPOVG TOTOVG 6To Agent tab tov
Navigation.

e Buses offset: katd néco to NavMesh agent Oa eivar petatonicpévo
KOTOKOPLQQL.

[Meproym Steering:

e Speed: n uéyrom toydTa Tov agent o povadeg Unity / second.

e Angular speed: n taydtnTO TEPIGTPOPNS OE poipeg / second.

e Acceleration: n emtdyvvon Tov agent oe povadeg Unity / second.

e Stopping Distance: n andctoon omd Tov TPOoOoPIGHO 6TV omoio o agent Ha

GTOLOTHOEL.



e Auto Braking: av emiley0ei, o agent Oa peidvel otadiokd Ty ToOTNTE TOV

MOTE VO UMV PUYEL TEPA OO TOV TPOOPIGUO.

[Teproyn Obstacle avoidance:

e Radius: n aktiva tov KVAIvOpov Tov agent.

e Height: to bYyog Tov KVAIVdpov Tov agent.

e Quality: o tpomog pe Tov omoio Oa yiveTon 1 amopuyn epumodimv (obstacle
avoidance). Mgudvovtog v mototnta EXovue avénon otny nidoon g
EQOPLOYNG OE TEPIMTOOT OV £XOVUE TOAAOVG agents evmd Bétovtag v
nototnta o€ None ot agents dev amopehyouvv o £vag Tov dAro.

e Priority: ot agents mov &govv yaunidtepn T Oo ayvoovvrar amd Evov agent
OV £XEL LYNAOTEPT TIUN.

I[Teproyn Path Finding:

e Auto Traverse Off Mesh Links: edv o agent €yet ™ dvvatotnta vo petafel og

Off Mesh Links, dniadn and éva NavMesh og diro.
e Auto Repath: edv o agent £ye1 ™ duvorotnta vo exavuroroyilet to Path tov.

e Area Mask: ta NavMesh cta omoia pmopei va petafei o agent.
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3.1.3.3 Navmesh Obstacle

Navmesh Obstacles eivat ta Aeyopevo «eumodia»y oto NavMesh. To Navmesh
obstacles powdovv pe Box Colliders, to omoia 6o avaivbodv mopoakdtm, pe Ty povn
drapopd va givar 6t ot Navmesh agents 6o mpoomadncovv vo T amo@vyovy OTaV
Bpiokovtar kovtd. o va €govpe opBdtepn cvumeplpopd OUMS, KOADTEPO givol va
emé€ovpe v evroln Carving (swova 3.8). Me avth v evtoAr, o Navmesh obstacle
Ba. dnuiovpynoer pa acvvéyeie oto Navmesh kai ot agents Oa ta amo@edyovy pe
KoAtepo tpomo. Na onueimbei 0t1 €dv ypnowwomombei to NavMeshSurface, dev
ypealeton va dnpovpyndet Eava to NavMesh, kabmg 0o evnuepwbel avtopato yio
vrapyovta obstacles to omoia dgv LVIANPYOV TPONYOLUEVOS KOOMG KOl Yo KIVOOUEVQ

obstacles.

¥ 4 & Nav Mesh Obstacle Q> #
,\‘ Shape | Box ¢]
Center
A ¥ 0 Y0 Z|0
; / Size
4 y x[1 ¥ [1 Z[1
=y Carve [
Move Threshold |0.1
Time To Stationar|0.5
Carve Only Statio [«

Ewoéva 3.8: NavMesh obstacle

3.1.3.3.1 Tpémog rerrovpyiog NavMesh

O akyopiBpog tov NavMesh ypnoyonotei ta Meshes twv GameObject to onoia
aviikovv ota Layers mov éyovue emdé€er mapandve (Include Layers, swova 3.6) , ta
yopilel o tiles avaroya pe to voxel kot to tile size (swdva 1.6) kat a@od ywpiotovv o€
tiles, ypnowomoteitor o aAdydpOpog A* dote vo vmoAoyicel tn BérTiotn Sadpoun,
péom tov akpmv tov tiles tov NavMesh (tile edges). O adyopiOuoc maipvel vEOYIY TOL
Kol To. KOOTN NG Kbe empdvelag, oe mepintmon wov o agent ypeidletar va petoPet
peta&d molhanddv meproymv oto NavMesh. Tevikd, mtpoonadel va amo@edyel TEPLOYES

pe vynAod k6oTog OTOL YiveTat.
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Tavtoypova o adydpiBuoc tov NavMesh Agent «BAéme tovg kovtivovg agents
KOl TOVG OOQEVYEL OVAAOYQ UE TNV TToldTNTe. oL €Yl emheyel. KoAvtepn mototnta
onuaivel peyolvtepn axpifela oty amopuyn sumodicov (obstacle avoidance) aArd &xet
peyodvtepn emPdpovon otov enelepyaotn. [a peydro apBud agents kodd sivor va
ypnowonoteitor oe medium 1 low yia koAdtepn amddoon. Inuavtikd givol va
onuewwbei 6Tt o GameObject meproTpépetar yOp® omd 1oV KOTOKOPLEO GEovda Tov
KOTA TN S1pKeELD TG KIivong, CUVERMG 1 ypron animations kabiotator gvkoldtepn.
Emiong, n otpo@ég kot n dei&n 6tov Tpoopicud yivoviol pe opadd Tpomo, COLPOVO LLE

TG TaPaUETPOVG OV £xovv oplotei ato NavMesh Agent.

Téhog, ta obstacles (epumddia) tov NavMesh dnpovpyodv acLVEXEIES, GUVETMG

ot agents pmwopovv e0KOAQ VAL TO ATOPEVYOLV.
3.1.3.4 Physics Colliders

‘Eva peydlo koppdtt g punyavig euotkng (physics engine) tov Unity givou ta
Colliders. Ta Colliders eivon components ta onoio divovv v 1010TNTA VO UTOPEL TO
game object va aAAnAemidpd upe drlho game objects mov emiong €yovv collider. Ta

colliders eivat tecodpav edmv: Box, Sphere, Capsule kot Mesh.

e Box collider: to anhovotepo oe oynua collider, oynua kofov. Mropodue va
e éyEovpe to péyebog (Size) kabmg kol o onueio tov kévrpo (center). Na
onuewdel 6t1 or cvvtetaypéves tov KEVIpoOL elval oe oxéon HE TO

GameObject oto omoio Bpicketar (ewdva 3.8).

iy [« Box Collider ﬁﬁ'
Edit Collider
Is Trigger [+
Material MNone (Physic Material) @
Center
=0 ¥ 0 Z\0
Size
|5 Y 3 Z|S

Eucéva 3.9: Box Collider
e Sphere Collider: collider oe oynua oceaipac. Mmopovue vo opicovue 10
kévtpo kot v oktiva (radius) (ewdvo 3.9). TGl ot cvvtetayuévee tov

KEVTPOL gival o€ oyéon pe to Game object oto onoio Ppioketar.
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¥ ¥ sphere Collider [ #,

Edit Collider
-~

Is Trigger
Material Mane (Physic Material) @
Center
x 0 ¥ 0 Z0
Radius 0.5

Ewéva 3.10: Sphere Collider
e Capsule collider: collider ce oyquo kédyoviac. Mmopodue va eréyEovpe to
KEVTIPO, TNV 0aKTiva, To VYog KoBMO¢ kol Tov kKuplo dEova g Kdyovias. Na

onuemei 611 0 d&ovag Y givar o kataxdpueog (wova 3.10).

¥ | M capsule Collider Q@ %
Edit Collider
Is Trigger -
Material Mone (Physic Material) 2
Center
X0 Tl Z|0
Radius 0.01
Height 2
Direction | ¥-Auis ¢ |

Ewova 3.11: Capsule Collider
Olo ta colliders éyovv v emloyn “IsTrigger” pe tv omoio. UITOPOLUE Va

petatpéyoope to collider oe trigger. H Bacwn dapopd peta&d collider kou trigger sivon
ot 1o trigger evepyomoteiton pev Otav épbel oe emapn pe €va collider dpwg dev éyxet
npoemAeyuévn avtidpacn. ['a va ypnoyomomoovue to triggers, apkei va £xovpe éva
script pe pia M meprocdtepeg and tic OnTrigger puebodovg tov Physics System tov

Unity, ot omoigg givau:

onTriggereEnter(collider other)
{

¥
onTriggerexit(collider other)

{

¥
onTriggerStay(colliderother)

{
}

Onwc PAémovpe kol ot TPEG oLVAPTNOES TTaipvouy ¢ Optopa éva collider,

ave&optNToL €100VC. AVTEG Ol GLVOPTNOELG EXOLV TNV WlTEPOTNTA OTL OEV YperaleTan
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Vo KaAoOVToL 6€ Kapio and T cuvaptnoelg apyikonoinong (Start() kot Awake()) ovte
otic Update() xor FixedUpdate() xoBdc kadovvial omd poOveg tovg OTavV €Yovue
«gloodo» evog collider oto trigger. Epeig ypnowwonomoope kivovpeva, colliders otovg
agents kau triggers ywo otabepd onueio 6nmg tovg otabpovg palméng (muster stations)

Ko 11§ €£600v¢ pepk®v teoT Tov IMO oV aVvaAVOVTOL TOPOUKATE.

AvtioTtotrya Opmg, Yo Kivovpeva triggers kot otabepd colliders 1 oe nepintoon

7oV Kovéva omd T dVo dev elval GTAGILO, VITAPYOVV OL:

onCollisionEnter(Collider other)

{

}
onCollisionExit(Collider other)

{

}
onCollisionstay(Colliderother)

{
}

Ot omoieg €yovv v 1010 Aettovpyio. TEAOG, VILAPYOV V KoL Ol AVTIGTOLYEG CLVAPTNOELS

Yo S1O140TATEG EPAPUOYES.

Ag onuelmbei 011 0 Edeyyog cuykpovoewv (collisions) avtdv tov cuvaptioemy
yiverar kaOe FixedDeltaTime, 0mwg kat 6Aot 01 VTTOAOYIGHOT PUGIKNG. AVTO TO XPOVIKO
dtdotnua uropovue vo to oAla&ovue nnyaivovtog oto Edit > Project Settings > Time

Ko 1) T Tov pog evolopépet sivar n FixedTimeStamp.

3.1.3.5 Physics.OverlapBox kex Physics.OverlapSphere

‘Evag axopa tpomog eAEYXov TV cLYKpoUoewV UeTOE) COUATOV givol pe TIg
uebodovg Physics.OverlapBox kow OverlapSphere. Avtéc ot 600 pébodor Aertovpyovv
ue mopouoto tpomo pe ta Colliders mov avadbOnkav mapamdve, oAAd Tepiéyovy péoa
TOVG TTEPIOGOTEPEG OLVATOTNTEG EMEEEPYACING TOV COUAT®V OV EIGEPYOVTOL GE OVTA
KoL KaAovvtal pe tov ENg Tpdmo:

collider[] objectsHit = Physics.OverlapBox (vector3 center,
Vector3 halfExtents, Quaternion orientation, int TayerMask);
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Me napdpoto tpdémo karovue ko tnv OverlapSphere, pe pévn dragopd vo givor 6t avti
yw Vector3 halfextents (OnAadn 1o od tov daotdcemv) Bétovpue float radius.
[Mapatnpodue 611 Kot ot dvo pébodot emotpépovy évay array amd Colliders, dniaon av
0éhovpe va ariniemdpd 1o OverlapBox 7 Sphere pe kdamowo GameObject, to

GameObject Oa npénet va £xet Collider omolovdnmote TOMTOV.
Mepikég amod Tig SuvaTOTNTES TOV dVO AVTAOV LeBOdWV givar:

e  Avvatomnta EMAOYNG OVTIKEWEVOV Tov BEAovue vo aAANAETIOpOVYV pEe TO
OverlapBox 1} Sphere, kaf®¢ 6tav karodue po omd t1g pebddovg opilovpe 10
layerMask, dnAadn; oe moio layer Béhovpue va avikovv ta GameObjects mov
aAAnAemdpovv pe to OverlapBox 1 Sphere.

e Avvoromnto pétpnong tov Game Objects mov Ppiokovrar péco 6to
OverlapBox 1 Sphere pe kaivtepo tpomo an’ 6t ot OnTrigger uébodot. O

ap1Buoc twv GameObjects eivatl objectsHit.Length.
Téhog pmopovpe vo oxedidoovue ta OverlapBox «ai Sphere ocoav  Gizmos
YPNOYLOTOLDVTOGS TNV:
void onDrawGizmos(){
Gizmos.color = color.yelTlow;
Gizmos.DrawwireCube (vector3 center, Vector3 size); //OverlapBox
Gizmos.DrawwireSphere (vector3 center, float radius); //OverlapSphere
}
Me avt) ™ pébodo Ba oynuartictodv kitpvor KOPot 1 kitpveg opaipeg otn Béon mov
Béhovpe pe 1o péyebog mov BEhovpe, to omoio eivan to p€yebog Tov KVLPOL M NG

cpaipag.
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3.1.3.6 Rigidbody

To Rigid body eivar éva component 1o omoio emiTtpénel 610 GO0 Vo EXEL
«PLOIKO GAOMOY, Vo, Lmopel ONAadN va, emOPd Tave Tov N PapvTnTa, Vo £XEL AVTIGTOON
oe pedupata aépa k.o. Emiong umopodue va opicovpe ™ pdlo, tv ovtiotaon, v
YOVIOKY ovtioTtaon, kabmg Kot vo, OpicOVE OV TO COU £XEL TEPLOPICUO Kivnong o€

kanoto a&ova (Ewova 3.11).

¥ .4 Rigidbody g #
Mass 1
Crag 4]
Angular Drag 0.05
Use Gravity [«
Is Kinematic -
Interpolate [ Mane sl
Collision Detection | Discrate ¢ |
Constraints
Freeze Position [ ¥ (¥ [|Z
Freeze Rotation [ X [ v [ |Z

Ewéva 3.12: Rigid body
Méoo amo script pmopovpe eniong vo dovue TV ToOTNTO, TNV YOVIOKT TOOTHTA,
v avtiotaon (drag) , yoviakn avtiotoorn (angular drag), va opicovue o péyiota
avTOV KoBOG kot vo acknoovpe dvvapelg (Forces) méve oe avtd pe TNV €VIOAN
AddForce() n omoia yivetar og e€ng:
o AddForce(vector3 force): Ackolue SUVOUN OTO GO TIC OTOING TO HETPO
etvan force.
o AddForce(float x, float y, float 2z, ForceModemode):Ackolue
dVVaUN GTO GOUA TNG OTO10G TO LETPO GTOV AEOVA X glval X Kot avTioTol L Yo
ToVg vVoroumovg GEoveg, kat Mode eivor o0 TpOTOC e TOV Omoio aoKeiTOL M
dvvoun, onAadn av eivor dvvaun (Force), emitdyyvvon (Acceleration), @bnon
(Impulse) 7 adlrhayn tayvntog (Velocity Change).

Mmopovpe emiong mapépown pe to AddForce() va Pdiovue pomq pe v
AddTorque(), va Barovue exkpnktikry dovaun (ExplosionForce), va opicovpe mokvotnta
(density) xaBdc kot moAAG dAla. Téhog, pumopovue vo opicovue av 10 ocoua o £xet
QUOIKN pe TV ypnon ™G petaPintnig isKinematic (n mpoemhoyr eivon false won

OTUOIVEL OTL TO GO EYEL PLOIKN).
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3.1.3.7 Animation Controller

O Animation Controller eivar évo. component mov pog enttpémel va, £OVE
TEPLOGOTEPO. TOV £VOG animations Ko vo. T PNOIUOTOIOVUE EDKOAN HECH ATO KOOKO.
Mmopodue va égovue KAmolo mpoemleypévo animation ko £vav mivako pe animations.
Xpnowonowdvtag tnv enthoyn Animate Physics, toa animations 6o wailovtatl otov 1610
xpovo pe v evoikn (FixedUpdate kot oyt Update). Mropobue eniong vo emdé&ovpe
vo unv éyovue animations otav dev LEAPYEL KAUEPO OO TNV OMOioL QPaiveTOl TO
gameobject pag (culling type) (Ewova 3.12).

¥ ¢ [ Animation [ %
Animation Mone (Animation Cli| @

¥ Animations
Size ]
Play Automatically [
Anirmate Physics ]
Culling Type | Always Animate

ar

Ewéva 3.13: Animation Controller

Mmnopobpe emiong vo gvdcovpe 6vo animations pe v evtodn Blend(), va
nai&ovpe évo animation ool &yel telewdoel to mponyovuevo (PlayQueued) , va

otouathoovpe  €va  animation mpwv  teleidoel kobmdg ko va  moifovpe  éva

animationavtictpopa (Rewind).
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3.2 AutoCAD

["a ) dnovpyio TV KATOYEDV TOV KOTAGSTPOUATOV TOV XPNCLOTOmOnKay,
&ywve ypnom Tov yvwotov mpoypdupatog oyediaong AUtoCAD, kvpiong Adym g
EVKOALOG TTOV TTPOGPEPEL Yoo T ONpovpyia diodtdototmv oyxediov. [Ipdkettal Yo o
mo yvootd mpodypoppa ™ etonpeiog Autodesk. Eivar oyediootikd Aoyiopucd
(Computer-Aided Design, CAD) nov vrdpyst and to 1982 xor Bewpeiton 10 7o

dwdedopévo CAD mpdypopLpa moryKoopuimg

To moio mov ypnowomomdnke vy v Tpocopoimon sivor Eva emPotnyd —
oyNUoTOy®yd mAolo pe 7 KOTAGTPAOMOTO, OO To Omoio To. avdtepo 3, dnAadn To
TEUNTO, TO €KTO, Kol To £BOopo, elvar ot ydpot émov dapévovy ot emPates Katd ™
ouwgpkelr mAebonc. Avtd eivol kKot To KOTAGTPOUOTO TO OTOio. GYESICTNKAY Kot

YPNCLOTOON KAV Y10, TV TPOGOUOIMOT).

2V TopakdTe ekdvo PAETOVE TO 6YEd0 €vOG amd avtd péca oto AutoCAD.

Ewova 3.14: Deck 7 drawing
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3.3 Rhinoceros 5.0

Mo ™MV Kotaokev] TOV TPGOGCTOTOV HOVIEA®V TOV KOTUCTPOUATOV Kol
notopdtov ypnoomomooe to Rhinoceros 5.0l To cuykexpyévo mpdypappio
e€ededeTan otV OMpovpyio TPIGOAGTATOV HOVIEA®Y PE UEYOAN AemTOpEPELD OAAGL
Kot TOAD KOATN OMpovpyio EMPAVELNS, VO EMIONG €YEL TNV dLVOTOTNTA ONUoLPYing

TOAOTAOK®V  oynudtev. Ot SooTAcES TOV TPIOV KATOCTPOUATOV  OVAPEPOVTIL

TOPOKATO .
Mnjkog IMAarog “Yyog
Deck5 ‘ ‘ ‘
Deck7

Apywd ewcayayape 1o apyeio oe .dwf popen to omoio mpoxvmTeEl amd TNV
eneEepyacia tov oyediov oty mlotedpua tov AutoCAD. Zmv emodvewn epyaciog
pog epeaviCovion téooeplg OYES TOL VIO KOTOOKELT] KATOGTPOUOTOS (KATOWYM,

npocoy , de&ld Oy kot 1 Tpoontiky Oyn, Ewova 3.14) .

Ewdéva 3.15: Rhinoceros 5.0 User Interface views
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MoAg eiodyovpe Ta apyeia amd To AutoCAD kdavovpe ypron g evioing Join
v OAheg TIG YPOUUEG TOL oxediov €1ol ®ote va dnpovpyndodv KAEoTA
otoyeia (meshes) pe undevikn avoyn (tolerance).

21N CULVEYEWD KOL EVA £YOVUE KAVEL TNV VOO OA®V TOV YPOUU®OV KOVOLLE
xpnomn g evioAng ExtrudeCrv pe emieypéva 6Aa To oTOLYEWd TAVTOHYPOVO KOl

pe evepyomompévn tnv evtoAn solid xdévovue eméktaon kaf’ Vyog mov

emBoupovpe.

“Yyog
deck5 3.200m
deck6 3.000m
deck?7 3.000m

Meténeita OnUovpyodE TO TATOUO TOL KOTOCTPMOUUTOS LE TNV EMAOYN TNG
YPOUUNG TOL TOTOUOTOS TOV KOTACTPOUOTOS Kol Kévovpe Extrude avtig g
ypopung xatd 0.1 pe evepyomomuévn v evroAn Solid .

[Mo ta kdykeho TNV GKPN TOL TATOUATOS OTUOVPYNCOALE KOKAOVG KO TOVG
enekTeiVOLE KOTA TO KOG TOV TATMUATOS, EV GLUVEYEID YPTGULOTOMGALLE TNV
evto Extrude yo va ta o€povpie 6€ TP1oOIAGTATN KATAGTOCT] KOL TO EVAOCOLE
pe to mitopo pe tnv evtoAn Boolean Union.

[No tig mépteg T duiovpynoope Pdost tov Odebvov kovovov mepl
doTAcE®V TOLg . Anuovpynioape opboydvia GTEPER COUOTO HE TIG
OIOTACELG LG KO TO APOPECALE OO TOVG TOTYOLG [LE TNV XPNON TNG EVIOAN
Boolean Difference .

210 Téh0G KAvape eE0y@YN TOV TEMK®V TPIOOICTUTOV GYES WV LE TNV LOPON
apyeiov og .fbx , apov 10 Unity dev £xel TNV dLVOTOTNTO EIGAYOYNS GE LOPON

3dm ¥ dwg.
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4 E@appoyn oto Unity

4.1 Ewoayoy

Ye avtd 10 onueio Ba avaivcovpe pePKOVS amd Tovg PACIKOVG KMOKES TOL
ypnoworombnkay oe ovtn v €poppoyn. Ot KOdKEG TOL  avoAdoviol Ogv
GLUTEPTAOUPAVOVTOL GTNV TOPOVGO OVOPOPA.

O Kkodwog kabmg Kot o1 TpdTOL VAOTOINGNG TOV HOVIEAOVL OV YPNCLOTOmONKe
Baciomke oty dmAwpatiky epyacia pe titho «llpocopoioon Exkévmong ITAn0ovg,
EmPatnyod — Oynpatayoyod ITioiov, oto Ilepipdirov Unity3Dy», tov I'ewpyiov I
Kopagotidlll, ‘Eywve mpoonadeia e£EMENG TG TOATAOKOTNTOS TOV HOVIEAODL OV
ypnooromdnke oe gkeivn v gpyacia, To omoio Nrav &va amhd HOVIEAD EKKEVOOTG
yopig stress kot yopig kvdvvovg (hazards) péoa oto mhoio. Akdua, N vVAOTOINGT TOV
pathfinding éywe pe mapopolo tpémo, ypnoponoidvrog to NavMeshSurface, to omoio
HE TN OEPAE TOL YPNOLUOTOLEL ToV aiyopiuo A* petald tov okpov tov tiles tov

NavMesh, 6nog 10 aveiddnke tapomdveoll,

4.2 MMopaooyés

Mo v gpappoyn oto Unity ywvav kdmoteg mapadoyés, Tig omoieg Oo avalvcovue

TOPAKAT.

4.2.1 Koravopéc tayvtnrog
Ot KOTOVOUEG TV TAYVTATOV GTOVS EMPATES £YIVE GUUPOVA LE TOVG TIVOKES TOV
IMO,6mm¢ gidape oto kepdrato 1, avaroyo dSNAadn He TNV NAKLOKT OpAd0 Kot TO @OAO

TOVG, AKOAOVOMVTOG KOVOVIKY] KOTOVOUN.

4.2.2 Movtého stress
To stress ywpicOnke oe (®veg OM®G mePLypdPel T0 HOVIELO TOL KePoAaiov 1.

Oeopndnke O6TL avédvetal YpoUKA HE TOV YpOVO €mG OTOL PTAGEL TNV TY| TOL
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@LoloAoyKoD, onAad” 3.75. Otav kdmowog emiPdrng Eemepldoer 10 QUGLOAOYIKO,

EMOVEPYETOL TAAL GTNV TIUN TOL 3.75 PETA ammd £vol LEYAAO XPOVIKO S1AGTNLLOL.

To péAn 1oV TANPOUATOG, AOY® TNG EMOPKOVE EKTOIOEVONG TOVG, EYOVLV EMIMESN
stressto. omoia. oyedd6V mOTE dev Eemepvohv TO QUOIOAOYIKO, KO, GE TEPITTMGN 7OV
EeMePOOTEL TO PLGLOAOYIKO, £XOVV TOAD KOADTEPN OVTOTOKPLIoT, ONAOON WITOpovV va.
TOPOUEIVOVY GUYKEVIPOUEVOL GTOV GTOYO TOLS, ONANON VoL 0dNYNGOVY TOVG EMPATEG

6TOVG 6TOOOVG LAlwENC.

Ol ta dropa (emPdreg Ko TApOLO) 0vVTIOPOLV, TOPOAL VT, dTAV SOVV EMOTLY
N Komvo, pe avénon tov emmédov Stress, eva avtictoyyo 6Ty dovv mvakida e£660v Kot

otafud pdlméng pe peimon tov emmédov Stress.

Otav xamolog agent gtdacetr ot {dvn movikov, €yel peimon g vyeiag tov pe

otafepd puOUd ®G TPOGS TO YPOVO.

Ortav évag agentetdoet otnv Breakdown Zone, Oswpricope 0tL dev umopei ma vo

EMOTPEYEL GTO, PUGLOAOYIKA ETITED QL.

4.2.3 Toumepupopég

[No v ovumeppopd Seek otovg emiPatec, €ywve 1 mopadoyr Ot or agents
avalntodv pélog mAnpopatog, mvokidoa €£60ov 1 otafud pdlméng, oOmowo eivan
Koviwvotepo. To mAnpopo yvopilet mov Ppiokoviar or otabuol pdlméng omdte

TEPUEVEL OGTOL Vo dOnovpyn et Eva groupmpty EEKIVIIGOVY vaL KIVOUVTOL.

Xe mepintoon mov ot emPdateg Ppovv mvaxida ££000v, vt TOLG 00MYEL GTNV
emopevn mvokido 1 610 otaduo palwéng. Kdébe mvaxida £xel otabepd emduevo otdyo

(target).

H ovuneprpopd Wander axolovbei éva mibovobewpntikd poviédo, 10 omoio
Bacileton oto emimedo Tov Stress. Meyoalvtepo emimedo Stress onuaivel peyoardtepn

mBavotnta yio Wander.
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4.3 Avaivon Koowka

4.3.1 Overcontrol

["a v gdkoAn ypnon 6Awv twv Tags, Layers kot yevikdtepa TV OVOUAT®V TOL
en@avifovtor moAAEG pOopEC o TOAAG SCripts, kaAd gival va. ypnolponoleital pio KAdon
1N omoia TePLExeL OAM avTA Ta ovopata TV Tags, Layers kot ta Aowtd cov Strings £tot

MOTE VO, UMV EYOVUE OVTIYPOPO KO ETLTAOKEC.

4.3.1.1 Tags

To Tags.cs amobnkedel 6Aa ta ovopata tov Tags kobmg kou twv Layers aArd
Kot Tv Animations mov ypnoyomolobvtal omd Tovg agents katd v Kivinorn tovg o€
petofAntég tomov string. Avtd pag Bonbdet vo erattdoovpe To. opBoypapicd AdOn Ko

va 1o S10pODGOVLLE EVKOAD EAV VTTAPYOLV.
4.3.1.2 UnityThread

To cvykekpipévo script Ppédnke oto GitHUb kot dgv dnuovpyndnke and eudc.
To UnityThread.cs givon éva script to omoio pag emrpénet vo kalovue to Main thread
and devtepevovto, threads. Avtd eivar 1daitepo yprowo yloti pmopovdue va
aflomomoovpe HEYOADTEPO UEPOG TNG MEEEPYASTIKNG OVUVOUNG TOL VROAOYIGTH. Me
avTd TO SCript umopovue va KoAéoovpe Tig pueboddovg mov embopovpe vo tpé€ovv og
drapopetiko thread oe pia amd t1g e&ng:

void Update()
{

/I m omola kaAeiton og kGOe frame.

}

void Fixedupdate()
{
/I m omoia kaieiton o kaOe FixedDeltaTime poli pe Toug vroloyiopobs PLOIKNC.

3
void LateUpdate()

{
/I m omola kaAeiton oto TéAOC kGOe frame, petd amd tnv Update kon tnv FixedUpdate.

}

43



Mmnopode emiong va kaAésovpe Coroutines oe kawvovpyto thread pe avtod to

scriptypnowonowmvtag tn pébodo executeCoroutine.

4.3.2 Agent Script ko Crew Generator

Ta AgentScript.cs kot CrewGenerator.cs givat ta SCripts mov ypnoyomotohvtot yio.

™ onuovpyio tewv agents (emPotcdv) kot tov Crew (mAnpopoatog). Ta dvo avtd

YPNOUOTOLOVV TOPOLO10 TPOTO SNULOLPYIOG.

Ta yopaxktpiotikd Tov KaOe agent etvor ta eENG:

1.

Hiucokn opdda (Age Group), n onoio opiletor GOUQ®VA LLE TNV KOTAVOUT TOV
TpokvTTEL 0o TG peTproelg tov IMO.

Katyoptlomoinomn avaroya pe to evio (Gender Group), n omoia opileton pe
TAPOUOL0 TPOTO OTMG 1) NAMKIOKT OUAdCL.

Yyeia (Health).

Emrinedo stress (Stress Level).

Socialization. H petafAnt opilel tnv «kowvmvikomoinen» tov agent, dniodn
1660 mBavo givat vo akoAovncel Eva LEAOG TOL TANPMUOTOG KOL VOL UMV

npocomadncet va Bpet tov otafud exkévoong Lévog Tov.

O 1pdmog pe Tov omoio dnpovpyovvTal ot EMPATES Kot TO TANPOUA EXEL WG EENG:

Apywonoteiton évag mivaxog (array) pe pnkog 6co 1o mAnfog tov emPotadv M
TOV TANPOUOTOG.

e k6Be éva and ta dropa avatifevrol TIES TV HETAPANTAOV TOV £X0VV OPIoTEl
Om®G M NAMKIOKN Opdda, TO VA0, 1 LEYIGTN KOl EAGYIOTN ToOTNTO OVOAOYDL LIE
™mv nAklok opdade, 1 vysioo (health) wor m apykn Twun tov stress. Ta
TEPLGGOTEPO OO OLTA TO, GTOLXEID GLUTANPDOVOVTOL LE TVYOLO TPOTO (dT®G M
NAKoKn opdda) PaCIGHEVO OUMG GTNV KATOVOUN OV £YEL TPOKVYEL OO TOV
IMO.

Téhog, ot emParteg kol to TAnpoua «eugaviCovraw (instantiate) oe onueio mov

ovoualovton SpawnPoints, n Aettovpyio Tov onoimv e€nyeital TopaKATo.
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4.3.3 Agent xor Crew Info

Ta Agentinfo.cs kot CrewlInfo.cs givar ta SCripts to omoio Kotorypa@ovv Katd T
dapketo, Asrtovpyiog (at runtime) v aAloyn opiopévev HETOPANTOV OTT®G TO Stress
ko n vyeio (health) kot otédvouv avtd To dedopéva ot Aot SESOUEVOV Y10 TEPALTEP®
eneEepyaocia. Axoua, avdioyo pe To emimedo Tov Stress tov emPat®v Kot TOV
TNpoOuatog oAAGlel kol M ToXdTNTO KOt M ovumeplipopd tovc. Ot Paoikég
GLUTEPIPOPES KAl 0 TPOTOC Aettovpyiog Tovg Oa avaivbodv mapakdTm.

O emPdreg (agents) avtdpodv dwapopetikd 6tav PAémovv pio eotid (to medio
0pACEMG OVOAVETOL TOPUKAT®) om0 TO TANPOUE (CreW) GLVERT®SG £Yovv TOAD
peyodvtepa emineda Stress. Avtd £yve d10TL Bewpnnke 0Tl T0 TANpOUA omoTEAEITOL
amd Eumelpo. PEAN KOl GUVERADS pmopel va avtameEéAfel 0 MEPMTMGELS EKTAKTOV
avaykng. Adym ovtov, givar moAd omdvio va dodue évo PEAOG TANPOUATOS PE KPIGHO
eminedo Stress.

To stress yopileton 6TIC KOTNYOpiEg TOV OpioTNKAV GTNV OPYN TNG AVAPOPAS, Kot
emmpealel v mbavotta évag agent va petoafei amd v ocvumepipopd seek otnv
ovumepipopd wander. Xpnowomotgitor 1 idwo KAipoka Stress mov €yet 1on oplotel o€

TPONYOVLEVO KEPHAQLO.

4.3.4 Agent kon Crew Movement

Ta dVvo avtd scripts eivar vmevBovo yoo v Kivnon Tov emPatdv Kol TOL
TAnpopatog. o v omoadnmote Kivnon mov TPAYUATOTOEITOL XPNGYLOTOLOVVTOL TO
NavMesh ce cuvévacpo pe tov NavMesh agent. Eriong, kabopilovv moto animation 6o
ypnoonomBel kotd TV Kivnon, avaioyo pe v ToydTNTO, Yo TV KAAVTEPT KOl TLO
aAnBopavn ektéleon g mpooopoimong. Emedn] m edpeon e€vOg cuyKeEKPUEVOL
npooplopo whvew oto NavMesh ypetdletor apketovg mdpovs, 1dlaitepa yio. PEYAAO
apBud agents, mpayupotonoteitan oe Coroutine étor ®ote vo. ghagplvetar to Main
Thread. Na onpeiwbei ot €yve mpoondabeia évraéne tov Pathfinding oe véo Thread,
OUmS ovTd NTOV TOAD PapLd Yo Tov emelepyaotn kabmg o kdbe agent ypetalodTav To d1KO

tov Thread, cuvendg elyoaue HeYaAN TTdON 6TV 0TOS0GT TG EQAPUOYNG.
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4.3.4.1 Topmepupopéc

Mepkég and T1g Pacikés ovumepipopés yivovior avtoépato amd To cLVOLACUO

NavMesh Surface kou NavMesh Agent avdAoyo pe Tig TapapéTpovg mov Exovue Béoet.

Této1eg cuumeppopég eivar ot:

Avoid Wall: to NavMesh Surface dnuiovpyei éva NavMesh 1o omoio, avaloya
pe Tig dnotdoelg Tov agent mov £yovpe opicet, Oa £yel o amdeTOoN ATd TOVG
TOlYOVG £TG1 MOTE 0 agent vo Unv GLYKPOLGTEL LLE TOV TOLYO.

Avoid Unit: avaloya pe v motdtnta aropuyng epnodiov (Obstacle avoidance
quality) ot agents 6o amopevyovv GAlovg agents ot omoiot Bpickovior Kovd
TOVC.

Seek Unit: n avaliton npoopiopod yivetar moAd gbkora oto NavMesh Agent

LE TNV EVTOAN SetDestination.

Epelg mpooOécape pepicéc oxépo ocvumepipopés ot omoieg dev  Ppiokovton

evoopatopéveg oto Unity. Avtég eivat ot

Arrive: 6tav o agent BpickeTol KOVIQ 6TOV TPOOPIGHO TOL, TOTE Bo emPpadvvel
Ko B0 oTOpOTOEL.

Slow Down: 6tav o agent Bpioketon micm amd Evav ailo agent, O peidoel v
TayOTNTA Tov €161 MOoTE Vo Unv vrap&el ovykpovon. H ocvumeprpopd avtm
npaypatonoOnke oto Field of View, 1o onoio avaidetor mapaxdtm.

Wander: 6tav to eminedo stress tov agent avénbei molv, Oo ydoel Tov apykod
poopiod Tov Ko Bo axolovdnoet tuyaio mopeia. Avtd mpoypoTomoOnke
xpnoworowwvtag dvo Oplo. (wander boundaries) to onoio amotehodv otabepd
onueia o oyéon pe tov agent. H mopeio Tov agent £xel og mpoopiopod éva ond
T 300 Opla Kot aAAGCEL Tuyaio HETOED TV dVO0 AV TOKTE YPOVIKA OLLGTNLOTOL.
Otav o agent gtdoel oe emimeda Stress avem tov 9, dmov Kol TO HOVTEAD HOg
delyvel 6t Oa eivo otn {dvn mavikoy (panic zone), ta e€Ng Oa evepynoovv:

o O agent dev Ba pnopéoet moté va EavaPpel o péAOG Tov TANPDOUATOG
oL akoAovBoVGE TponyoLUEVMG Kot TtavTa Ba £xel Tuyaia KatevBuvon
omwc opiCovv To Wander Boundaries.

o O agent Ba &yet avénpévn TaydTNTA Kivong Ady® movikoo.

o To enimedo Stress Tov agent dev Ba emMoTPEYEL TOTE GTA PLGLOAOYIKA.

o H vyeia tov agent Bo peidveton pe Evav pubud omov gueic opicape ®ote

va mefaivel HETA amd £val YPOVIKO AT LLOL.
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e Grouping: Ta uéAn oL TANPOUOTOS TEPIUEVOLY MOTOV Vo UalenTohv KOovid
ToVG eMPATEG, Kol apov 0 EANYIOTOC aplOUOg Exel cLUTANPWOEL, Eextvouv TV

Kkivnomn Toug Tpog Tovg oTadpovg palwéng.

[ToAAéC amd TIG GLUTEPIPOPEG UTOPOLV VA AEITOLPYOVV TAPAAANAL, OT®S Yio
napaderyua OAeg doeg eréyyxer avtopata to NavMesh (Avoid Wall, Avoid Unit) padi
ue T ovumeplpopéc kivnong (seek, follow), pepikéc dpwe evepyomotodvior KOTm® and

oplopéveg cuvinkeg, 6mmg 1 Wanderyio mopadetypa.

Me 1o Agent Animations.cs opicape g puebddovg pe tig omoieg to movement
sCripts pumopovv va ypnoyomotovy animations. Avtd €ywve pe ) ypnon tov Animation
Controller 6mwg avolbOnke mapandve, ypnoporoidvtag animations arxd to animation

array.
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4.3.5 Spawn Points

Ta Spawn Points givai ta onpeio yopm omd ta omoia epgavifovtat ol emParteg kot
TO0 TANPOUO. AVTd yiveTon pe Tov €ENG TPOTO:

e Apyka, opiletal To KEVIPO TOL KOKAOL m¢ 1 B€omn Tov Spawn Point
(transform.position) .

e Yotepa emdléyetan po toyoio aktiva amd 0m éog 660 Exovpe opicetl. O
oplopdg yivetan evkola and tov Editor,

o Téhog, opiletar pia Tuyaia yovio, omwodTe Kot £(0VUE £VOL GLYKEKPUYLEVO OMpEi0
néve otov kKuKAo. Avtd 10 onpeio ivor 1 Béomn mov Ba eppavictet o agent, eite

elvan emPdng eite mApopa.

4.3.5.1 Spawn Point Manager
To SpawnPointManager.cs eivou éva script to omoio opilel tov péyioto apud

eMPATOV Kol TANPOUATOS TOV Umopel va peaviotetl o KaBe onueio. Avtd yivetan yio

VO OTOQEVYETOAL 1] LEYAAN GLYKEVTPOGT agents oe £vav ToAD Lkpd xdpo.
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4.3.6 Field of View

To FieldOfView.cs emttpénel otovg agents va «BAémov» yopm tovg. O tpodmog pe
TOV 0moio yiveTon owTo elvar o €ENG:

e  Apywd, onuovpyeiton pio ceaipo 1 omoio €xel ¢ KEVIPO TO UEGO TOV
uwoviélov tov agent (Physics.overlapSphere). Me avty ™ ooaipa
Bpickovue Ol To avtikeipeva mov Ppickovtar pHéoa Tig 6€ cvyKekpluévo layer
(Tayermask).

e ’Encuta, onupiovpyodue o «oktivo» (Raycast) omd tov agent mpog to
avtikeipeva mov Pprikape amd T oeaipa. Av 1 okTivo QoG «YTUTNGEL CE
Kdmoto eumodo (obstacleMask) tdte 0 agent dev umopei v Sl T0 AVTIKEILEVO
miow amd To gUnOd0. Atoapopetikd PAEREL TO avTiKEiEVO.

e H 1610 pébodog ypnoiponoteiton yio vor «dovvy» ot agents tovg kovtivovg agents

KO VO LELOGOLV TNV TabTTd Toug (Zvumepipopd Slow Down).

Ot agents pmopodv va dovv og ontikd medio popeng to&ov 120 potpdv Kot aktivog
mov &yovpe opioetl epeic. H yovia kabmg kot n aktiva Tov TO6E00 pmopohv guKoAd Vo,

avénbovv kat va petwbodv and tov Editor.
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4.3.7 Create Database

To Unity dev éyel, dvotuymdg, EVOOUOTOUEVO GLOTNHO dnpovpyiag Paoemv
dedopévov. T v dnuovpyion Paong odedopévov (Database) omoeoocicaupe va
ypnowonomoovpe thv SQLite Aoym ¢ aming kot gvkoAng epapuoyne oto Unity

KaBDG Kot TG TANODPaG S1ABESTHOV SIOOKTIKOD DAIKOD Y10 QLTH.

Ta Poaowkd SCripts mov ypnowonomdnkoy yio. vt THV EQOPUOYN &ivol Ta
SQLite.cs kow to DataService.cs. To SQLite.cs ivor amattodpevo yio. Tov opiGpo
Bacikdv pebddmv £Tol MOTE Vo VIAPYEL EMKOW®Via HeTald epapuoyng Kot Baong

dedopévav ko ivon StaBéoipio Yo Ghovg omd v otocehida g SQLite, sqlite.orglsl,

To DataService.cs eivor pépog tov makétov SQLite4Unity3d, to omoio Bpnkoape
oto GitHub xot emutpémer v €dkoAn ypnon g Pdong dedopévev, tO60 OTHV

TPOGONKN TIUOV 0G0 KO TNV avAyVOo! TILAOV artd TN Baon.

4.3.7.1 SQL.ite4Unity3d

To mokéto avtd mepiEyel ToVg Oplopovs TV Poacikodv peBddwv ™G Pdong
dedopévav (SQLIte.cs) omwe 1 TpocHn KN TIUAC, N EDPEST TUNG, 1| APAIPEST TIUNG KoL
ovte kabeng, kot pe to DataService.cs pmopodpue moAd €HKOAO VO, YPNGLULOTOGOVE

OAEC OVTEC TIC OLVATOTNTEG,.

H mpooOnkn tipdv éywve avoiyovtag mpadta 1n ovvdeon (connection.open Kot
BeginTransaction), tpocOétovtag Tig Tipég mov Béhape otov ypdvo mov EMAEEALE,

KoL VOTEPA KAEIVOVTOG TN 6UVdeoN (Commit Kot connection.close).

To povadikd TpoPANUA TOV AVTILETOTIGAUE NTAV OTL OTOV EKAEVE 1) GUVOECT] KOl
ywotav 1 KoToypoen TOV IOV oty Bdon dedouévov (commit), n dwadikacio avty
gumave UmPooTA omd OAEG TIC LVEOAouteg dwadikaoieg Tov Main Thread, cuvenmg
EQOPLOYN TTAY®VE Yl TEPITOV WSO dELTEPOLETTO. AVTO AVONKE YPNOILOTOIDVTOS TO
UnityThread o6mov avaldBnke mapamdve o€  ocvvovooud pHe TNV EVIOAN

ThreadPool .QueueUserworkItem.
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4.4 TIpooopoiowon IMO Tests

O IMO éyet dnuovpynost kamowr Tests  mpocopoioonc® étor dote va
enoAnOevtel n cwot) Asttovpyic Tov povtédov mov ypnotponowovpe Ta Tests avtd
£€YOVV KATO0VE YPOVIKOVG TEPLOPIGUOVG TOLG OMOIOVE dgv TPEMEL Vo EEMEPAGTOVV.
Xpnowomombnkav cuvoAlkd kot ta £vieko tests tov IMO €161 dote va £yovpe TANPN
entyvoon tov poviéAov. Olot ot y®pol TV OOKIU®Y £XOVV KATOOKELOOTEL UE TN
BonBewor Tov Rhino. komdc ovtdv tov tests eivor vo eréyéovue €dv t0 HOVTEAO

cuUTEPLPEPETOL OTMG £ival GYESOGUEVO.

a. 1°Test:
2V mopovea SOKIUT £YOVUE KATOUOKEVAGEL VOV O1AOPOUO E GUVOAMKO UNKOGC
40 m ko mhdtog 2m . O Agent kwveitan pe tayvtta 1m/s kot mpémet vo KaAdyeL To

GLVOMKO UNKoG o€ xpovo 40 S .

Time: 17.40

Ewoéva 4.1: IMO test 1

b. 2°Test:
Xmv mapovoa OOKIUN €YOVUE KOTOOKEVACEL £vOv OLIOPOUO HE OKOAEG LE
ovvolko pnkoc 10 m kot cuvolkd mAdtog 2 m. O Agent avefaivel Tig oxdAeg pe

ToyvTTe. IM/S Ko TPEMEL VoL KOADWYEL TO GUVOAKS UfKog o€ xpdvo 10 S .

Time: 35.55

Ewoéva 4.2: IMO test 2
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c. 3°Test:

XV mapovoa SOKIUN €YOVHE KOTOOKEVACEL £VOV OLOPOUO UE OKOAEG LE
cvuvolko pnkog 10 m kot cuvolkd mhdtog 2 m. O Agent kotefaivel Tic okdAeG e

ToyvTTe. IM/S Kot Tpémetl vo KaADWEL To GUVOMKO pfkog o€ ypdvo 10 S.

Time: 3555 [

Ewoéva 4.3: IMO test 3
d. 4°Test:

2V Tapovca SOKIUT EXOVUE KATOOKEVAGEL £V OMUATIO e OGTACELS 8X5 M
kot €yovpe tomoBetnoet 100 dropo péoa oe avtd. Xe ovtny TNV OOKUN M

cvpedpnon dev mpémet va Eemepvd ta 1.33p/m?,

u | ] | | ..
II=I...l.I.' l.'l-
- ..l.l' =.l -
u s B " 2s 2" |I.
s 0 " goa"Em LE" .
m - = = o E_ = m
.. ....l.-...=l'l - :.
= i H =l‘. . e u
] u E g=
n =l|l.‘= s " 3
TANLE M T
HEN B R A
L o aom = -
i ‘. ‘ ...“..-
m ...l B u [ ] ™ '.
T % T I 11 s e

Time: §.50 . I

Ewova 4.4: IMO test 4
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e. 5°Test:

2NV mopovco SOKIUN EXOVUE KATOOKEVAGEL £va, OMUATIO HE dlooTdoelg 8X5 m
Kot Eyovpe torobetnoetl 10 dropa péoa 6e avTod. Xe AT TNV SOKIUY UETPALE TOV

TNV EKKEVAOGT] TOL YHPOV 0VTOL 6TO YPoviKd TeplBmplo amo 10S £wg 100s.

Time: 35.15

Ewova 4.5: IMO test 5
f. 6°Test:

2mv wapohoo SoKIU £YOVUE KATOAOGKELAGEL dVO JdPOLOVS o1 omoiot eivar
KkéOeTol PLETOEL TOVG  pE doTAcELS 12X2 M Kot EVOVOVTOL OTIG GKPEG TOVS . X
avtn ™ dokiun €xovpe tomobetnoet 20 dropa HECH GTO GYESI0 TOV EYOVLE KAVEL .

O oxomd¢ ™G SOKIUNG €lval va  GIYOLPELTOVUE €GV 1 UTOPOVV Vo KiviiBovv amd

v pia dKpr g KOTaoKELNG oTNV GAAN.

Time: 12.30

Ewova 4.6: IMO test 6
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g. 7°Test:

XMV Topovca OOKIUN £YOVUE YPNOLUOMOMCEL TNV KOTOOKELY omd TNV
apomdve dokun(6°Test). e avt) ™ dokyn €yovpe tomobetioet mévo amd 50
dropo péca oTo OYESI0 TOL £YOVUE , TO GTOUO, OVTA OVIKOLV GTNV MAIKIOKT
katnyopia 30-50 . O oxomdg TG SOKIUNG €ival vo. GLYOVPEVTOVUE EGV 1) TOVTATO
Kivnomng tovg glvor avtictoryn HE TNV TOYOTNTO TOV OVOYPAPETOL GTOVG TIVOKEG

TOAYVTNTOV AVOAOYMG UE TIG NAKLOKEG OULAOEC.

Time: 12.30

Ewéva 4.7: IMO test 7
h. 8°Test:
2V Tapovoa SoKUn EYovpe pia kataokeun 600 dwpdtia dtuotdoewv 10x10 m
To. omoia evovovion pe évov dtddpopo 10X2 m . Xe ovt) T Sokiur  €yovue
tonofetoel v and 100 dropo péco o©t1o 0YXEG10 TOV EYOLLUE, TO ATOMO OVTE
avikovv otnv nmAkwokn katnyopia 30-50. O okomdg tng dokung elvar va

LETPNGOLLLE TOV XPOVO EKKEVMONG TOV VOGS SUATION HEGH TOL SLadPOLLOV.

Ewova 4.8: IMO test 8
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I. 9°Test:

2v mopovca doKUn Eyovpe pio kataokevn evog dmuatiov duotdoewyv 20X20
MTo omolo £xel TEGGEPLG TOPTEG . L€ AVTN TN SOKIUN £XOVUE TOTOOETHOEL TAV® Od
1000 dropo péco ©To GYEOI0 TOL EYOVLE, TO ATOWUO AVTA CVIIKOVV GTNV NAIKIOKT
katnyopia 30-50. O oxomdg ¢ OokunNG elval va  UETPGOLUE TOV YPOVO
EKKEVMOONG TOL LIAPYOV GYESIOV OO TNV GTIYUN OV EKKEVAOVETL O YMPOS Omd TO

300° Agent £mg Tov 700°.

Time: 33.6

Ewoévo 4.9: IMO test 9

55



J- 10° Test:

2V CULYKEKPWEVN  OOKIUN €YOVUE  KOTOOKEVAGCEL £vav YMPO O ONOI0g
amoteleiton amd éva odumieypo dopatiov  dddeko otov aplud kol pe
St dpooLvG 01 0moio 0dnyolv oty ££0d0 dtapuyng . O oKomdg ATNAG TG OOKIUNG
etvor va. emPefoarmbodpe 6tL 6A0t o1 emiPdrtec mov Ppiokovtar péca ot dmpdtio Ho
TPOYUOTOTOMGOVY LE EMTUYIO. TNV EKKEVOGT] TOL YMOPOL TNYOIVOVTIOG OTIC

KovTvotepeg e£000VG d10PLYNC.

Time: 3.5

k.11°Test:

Téhog o010 evdékato melpapo eAEYYOLUE €AV OAOL TO TOPATAV® TEPAUATO
UTopoHV VoL GLVIVAGTOVV TAVTOYPOVA, ETCL MGTE VO EYOVUE L0 TANPN EIKOVA TOL

HOVTEAOL GE pia TEPLEGOTEPO aANBOPOVY| KOTAGTOG.
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4.4.1 Amnoteréopora tov IMO Tests

[Tpotov apyicel n TapdBeom kot avAALGT TOV ATOTELECUATOV, VO ONUEI®OEL OTL
ot agents tomofethOnKav pe ToYOi0 TPOTO YPNCYLOTOLOVTAG SPAWN PoInts 6mtmg Eyovv

Nnon avaAivbei Tapamave.

IIpw1o 180T:

To npdTO T€0T Mpaypotomombnke pe emrvyio. O agent tomobetnOnke ot pia
Gxpn Tov SLdPOLOV KO, KIVOOLEVOS [E ToyvTnTa. 1M/S, éptace oto téhog o€ ypovo 40

second.

AgVtePO TEOT:

To devtepo teoT Mpaypatomomdnke emtuyms. O agent avéfnke v KAipoko
ukovg 10m oe ypoévo 10 second. To mAdtog twv 2mM givar peyoAdtepo amd TIC
dwoTtdoelg tov agent, cvvendg dev vanpxe TPOPANUO  yOpNTIKOTNTOG. XTNV
TPOAYUOTIKOTNTO, G aLTO TO TAATOG YWPOVLV akOuUn kol 2 agents yopig va vmapyet

TPOPANLLAL YOPNTIKOTNTOGC.

Tpito teot:

[Mapdpota pe to Tponyoduevo teoT (dVTEPO TEGT), 0 agent OAOKANPWGE EMTLYMOC

1 doKipacia.

Téropto Teot:

Av10 10 TEGT MpaypoTtomomOnKe e pHePKN emttuyio KaOmdG Kab’ OAn ™ didpkeln
TOV OgV LVINPYAV TOPATAvE amd 2 agents va mepvoviv and v mopta e£600v, TapoOla
aVTA OUMG AOY® TOL TPOTOL pe Tov omoio £yve 1 uétpnon (Physics.OverlapBox) 6mog
avoAbOnKe Topamdve, ov petpnoelg £dsiEav OtL mepvovoav 6 agents. H mopta €xet
EMOPKEIG O100TACELS Y100 VAL LTOPOVV VoL diEPYOvVTOL PEXPL 2 agents Tautodypova aArd Oyt

TAPOTAvVe. AVTo T0 GQAANN 0peileTan 6€ 0VO TOPAYOVTES:
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® T[lpmtov, otn cuyvdTTo TOL Yivovtal ot petpnoels (kabe FixedTimestamp) ko

oYL GLVEYMG Yo EE0KOVOUNOT EMEEEPYOGTIKNG 1GYVOG,

® Acgbhtepov, otig dlaotdoelg tov OverlapBox. ‘Eywav dokipég pe moAAég

SPOPETIKEG SLOOTAGELS, OAEG OGS elyov TopdOLa GOAALATA.

O1 petpnoelg dgv Eywvav pe OnTriggerEnter kar OnTriggerExit (6nwg avaiblOnkov
TAPOTAV®) KAODG 0 GLVIVAGUOC AVTMOV TV 600 HeBdd®V dnpovpyel TpofAnuoTa, EVEO
M xpNon evog ek twv dvo divel Aabog amoteréopata. Mo mapaderypa, dtav £va GOU
mov €xer éva Physics Collider component omotovdnmote €idovg, ywo 660 ypOVO
Bpioketar péca oto trigger, kabe FixedTimestamp kaieitar  OnTriggerEnter. Zuvendg
ta amoteléopata eivar AdBog. IMapdia avtd, pmopovpe vo movue OTL TO0 TECT NTAV

LEPIKMG ETLTLYNLEVO.

[Téunto Te0T:

Avto 10 TteotT mpaypatomomOnke pe emrvyio. Ot 10 agents exkévooav To

douatio oe ypdvo TEPImOL 25 OEVTEPOAETT®V. TNV TUPOUKAT® EKOVO (POIVETOL O

teAeVTOi0G agent va EKKEVAMVEL TO SWUATLO.

Ewova 4.10 :Test 5 : Last agent evacuates the room.
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"Exto teot:

Av10 10 TE0T TIpOypatoromOnke pe emruyio. Ot agents mov tomoBethOnkov o1

pio GKpn ToL YOVIHKOD d1adpOHov EQTavay 6TV GAAN dipr Tov.

"EBdopo teot:

Av10 10 TE€GT TOPOLOLN [LE TO TPONYOVLEVO NTOV ETLTUYES.

Oyod00 te0T:

e oo To test tomobethcape 100 agents oto Tp®TO SOUATIO. ZTNV TOPAKATO KOV

QoiveTal 1 apyIKN KOTAoTOON:

Ewova 4.11: Test 8 start
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OMot ot agents exkkévomoav to dopdtio oe ypdvo mepinov 1:30 6mwg @aivetor otnv

TOPOKATO EWKOVOL:

Ewéva 4.12: Test 8 end

"Evaro teot:

AV10 10 TEGT TPAYLLOTOTOMONKE e dVO TPOTOVG:

[Ipdtog TpdémMog: Tomobetnoape Tovg agents ypNGLOTOIdVTAG HOVO £vo Spawn
point (60mwg ovaAbOnke mopomdvm), To omoio Pplokdtav 6TO KEVIPO TOV
dopatiov.

Ag0TEPOC TPOTOG: YPTCLOTOCOE TEGGEPO. SPAWN Points torofetnuéva Kovtd
oT1G YoVieg Tov dopatiov, doTE va £xovpe KaADTEPN KaTovoun TV agents oto

YDPO.

Ta aroteAéopata NTav to €Ng:

Me tov Tp®TO TPOTO, O6TOL HGAOL 01 agents ftav TomoheTnuévor Tuyaio YOP® amd
T0 KEVIPO TOL OMUOTIOV, TOPATNPNCOUE OTL ElYOUE TEPITOL OUOLOUOPPN
Katovoun Tov agents oe 6Aeg Tic €£660vG. O GUVOAMKOG XPOVOG EKKEVIOGNS TOV
dopatiov Nrav mepimov 1:46, o ypdvoc mov o 300° agent ekkéEvwoe T0 SOUATIO
nrav avapecsa o 29.20 kot 29.45 devtepOAENTO KOl O YPOVOG TOV EKKEVIOCE TO

dmpdtio o 700° agent nrav avapeca og 37.10 kot 37.60 devtepdrenta.
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e Me tov de0tepo, LE Katavoun tov agents oe mepliocodtepO Spawn points, mait
elYaE OLOIOUOPPT KATAVOUY] TOVG G€ OAOVG TIG ££000VC. O GLUVOAIKOG XPOVOG
Nrtav Alyo peyaivtepog, kovtd ota 1:58, 0 ypdvog mov o 300°%agent exkévwaoe to
dopdtio nrov petagd 30.60 kot 30.85 devtepodrenta Kot 0 YpOVOG TOL O
700°agent exkkévooe 10 dwpdtio Ntav 36.72 ¢ 36.95 devtepdrenta. Ot
dlapopéc eEnyodvtor Yo, ToAD amAd, peyaAvtepog apBudg agents Ppiokotav
apyikd kovtd og €000 (e£00 kat 0 pikpdTEPOC YPOvoc e£6dov Tov 300° agent)
aALG VINPYE UEYOAVTEPO QAIVOUEVO ayelomoinomg oTlg €£600VG, AdY® TNg
apykng Béong twv agents, n omoio Kot 0dNyNCE GTOV UEYOADTEPO GUVOAIKO

YPOVO EKKEVMOOTG.

A£KOTO TEOT:

To meipapa TpaypatoromOnke pe emrvyio. Orot o1 emPdrec katevBOVONKAY GTIG

KOVTIVOTEPEG GE AVTOVG ££000VG

Evoéékato teot:

[Mo avtd 10 180T TPOAYHATOTOMONKE GLVIVACUOG OYl OAMV TV TPONYOVUEVOV
TAVTOYPOVA, KUPIMG YloTi 0V HTOPOVGALE VO TO GLVOLVAGOLLE, OAAG 6VO 1| Kol TPLOV
teststavtoypova. o mapdostypa, €yve ekkévmon Tov d®UATIOV TOV €VOTOL TECT UE
dropo S10POPETIKNG NAMKIOKNG OLASOS LE TAPAAANAN KATAYPOPT TG CLUPOPNONG OTIG
e€ddovG.

O)ot 01 GLVOLAGLOL TOV SOKIUAGTNKOV NTOV EMLTLYEIC.
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4.5 E@appoyn oc empoatnyo wroio

Mo v gpappoyn oe emPoatnyod-oynpatoywyd mioio, OT®S avaeEPONKE TOPATAV®
(Kepdrato 3.2), ypnoyomombnkav ta oyédia to omoio Snuovpyncape oto Rhinoceros
5.0 xou votepa oaydyaps oto Unity. Anuovpyfooue Toug enBATEC Kot TO TANPOUQ
UE TUYOIO TPOTO YPNOIUOTOLOVTAS TOV aAYOpOpo Twv Spawn Points, ta omoio ftav
OKOPTIGUEVE, G€ OAN TNV EMQAVEWL TOV KATOOTpOHATOV. [ 6ha To cevapla

ypnooromOnkav 500 dropa emPatodv kot 50 dtopa TARPOLO.

"o v Tapovca avagopd mtpayuatorombnkay técoepa. (4) oevaplo oto exiornyd

TAO10:

o Am\ oevaplo ekKEVOONG, Yopic umhokapiopéves eE6dovg 1 kKivdvvovug (hazards)
OTMG PMOTLA.

e  Xevaplo EKKEVOOTG LE POTLE Kol KAEIGTO KALOKOGTAGLO.

e 2gviplo LOVO GTO TEUTTO KATAGTPMLLOL

e  Xevaplo HOVO GTO TEUTTO KATACTPOLO LE VTTOPEN TEPLOYNG TVPKATAG

H exkévmon €yive g e&ng:

e Amd 1t oTIyun mov 0 TPAOTOG EMPATNG 1| LEAOG TOV TANPAOUOTOS EPTAVE CE
avtov, apyle n avtiotpoen pétpnon yia vo evepyomomBovv ot cwoTikég AEUPot
(Yo Tic omoieg dev yprnotpomomoape poviéda). Emiong, o kébe otabuog eiye
évav péyloto aptBpd atopwv mov pmopovcoe va ympéoel. H cwoifia Aéufoc
épevye (dnAadn ot agents eCapaviCovtav) epdcov gite tedeimve 0 YpOVOG NG
avTIGTPOPNG HETPNONG EITE GLUTANPOVAITAV 1| LEYIGTT XOPNTIKOTNTOL

e Agents mov giyav wg mpoopiopud Evav otabud o omoiog yéule TPoTov PTAGOVV
ce ovtoOv, 0AAAlovV TPooploHd Kot kotevBivoviow otov dAAo otobud. H
GUVOMKY yopntikétnTa TV Vo otafumv pdlméng tov mhoiov &ivor

peyaAvTepT amd Tov apBpd twv agents mov ypnoipomoOnkay.

AVTOG 0 TPOTOG EKKEVMOONG YPNCLOTOMONKE Y100 OAOL TOL GEVAPLOL TOL OVOPEPON KOV

TOPATAV®.
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4.5.1 Xevapro eKKEVOGG Y MPIS KIvOOVOvg

Oeoproape oNUOVTIKO Vo, cvumepiAdfovpe éva GeEVAPLO YOPIG KIVOUVOUG
(hazards) ywo va. umop€covpe vo. LEAETHGOVIE TN GLUTEPIPOPE. TV agents ywpig v
emidpaon tov Stress. Xwpig Stress, ot agents mavto akoAovBovv 10 TANPOUL YOPIG Vo
TPOYLOTOTOOVV TVUYOid Kivnom. XTO TOpOKAT® OlGypOUUe UTOPOOUE VO OOVUE TN
XPOVIKY 1oTopias TG cvpeopnong (congestion) ota onueio Tov avty petpdrorl (6TIS

KAMUOKES KOl TOVG 18 pOUOVE TPV KOl UETA OO OVTEG).

3.5 I

Stress
w
—

o

= Average passanger stress
== Average crew stress
=== Average total stress

0 500 1000 1500 2000
Time (s)

Awdypoppa 4-1: Amhé cevapro - stress
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Ot meployég PETPMNONG TOLV GLVAOGTIGUOV QOIVOVTOL HE KOKKIVO YPOUO GTNV

TOPOKATO EKOVA.

Ewovae 4.13: Congestion Points Locations

[Mapakdto eaiverot To dSidypoppo copEopNoNGS:

Congestion Density

1.4
— Staircase 6 to 7 aft
— Staircase 5 to 6 left
Staircase 6 to 7 left
1.2 — Staircase 5 to 6 aft
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0 500 . 1000 1500 2000
Time (s)

Awdypoppa 4-2: Amho cevapilo — cop@épnon
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To yeyovog OTL £govpe LEYOADTEPT) CLUPOPNON OTNV KAILOKO TOL EVOVEL TO
€KTO e 10 £BOopo KOTAoTpOUO Kot BploKeTal GTNV aploTePT] TAEVPA TOV TAOIOL givor
AMyo g tuyootntog tomobétnong twv agents. Emiong, ot10 €KT0 KATAGTPWLLO

Bpiokovtat To SOUATIO SIOUOVIG TOV ETPOTAOV.
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Stress

4.5.2 Xevapro eKKEVOONGS PE POTIA KOl KAELGTO KMPNOKOOGTAGL0

Av10 10 5EVAPLO TPOGOUOIWGNE NTAV TO TLO EVOLOPEPOV KOl TPOLYLOTOTOONKE
pe 500 agents xar 50 dropa Crew, yioo vo PBplokOHOCTE KOVIQ O€ €va TPOYHOTIKO
oevaplo pe oxeddv mAnpec mhoio.

210, TUPOKAT® Olarypappato, pmopovpe va dovpe 0Tt To Stress twv agents eiye
wwitepa VYNAEG TIHEG, KaOdG emiong Kot 6Tt M éva amd To KMUOKOGTAGLH NTOV

UTAOKOPIGUEVO.
4.5
4
35— /
v
2.5 I/
== Average passanger stress
== Average crew stress
=== Average total stress
2
0 500 1000 1500 2000

Time (s)

Awaypappe 4-3: Levapro pe @oTIA Kon prhokapiopéves e£000vg - Stress
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Congestion Density
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Awaypoppa 4-4: Levapro pe QoTLO Kol priokoplopéves €£0600g - cup@épnon

Xe avtd TO oevaplo elyope OAeG TIC GLUTEPIPOPEG TOL £xovV  avoAvOEel
nopamdve, and agents mov dev emnpedotnkoy oxedov kaboAov amd Tig PoTIEG (Stress

levels < 4.5 axopa ko < 4) £mg agents ot oroiot pafkav otn {OVN TOVIKOD.

[Ipopavdg, o avtd TO GCEVAPLO O YPOVOG EKKEVOONG MTOV KOTE TOAD

UEYAAVTEPOG OO OTL GTO TTPOTYOVUEVO.
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4.5.3 Xevapro 6To TEUTTO KOTAGTPONO.

[Mpaypatomombnke cevdplo 610 TEUTTO POVO KATAGTPWOLO, Yo TN Onpovpyio
Sypapupotog Béong — ypdévov — stress. Xe avtd to dudypappo BAETOLUE TNV KATOWYN
TOV TEUMTOV KOTOOTPMUATOS, Kol TNV ¥povikn €EEMEN g ekkévoong ava 15
devtepolenta. Ot emPdreg avamapiotavtol pe X oT0 SIAYPOUUO, KOl OVOAOYX UE TO

eminedo Stress, pe O1PopeTIKO YPOLLAL.

To ypdpo oAralel 6tav Kamowog emPdtng petofel and v pio meployn TOL

Sy pAappLTog Tov Stress oty endpevn. Ta ypdpata mov ypnoiponomdnkay tvor :
o IIpaowo ya v meproyn Performance improving
o Mmne yia Vv meployr| Creative Calm
o Kitpwo yia v meproyn Fatigue Zone
o Tloptokali yio v weproyn Exhaustion Zone
o Koxkkwo yo tig meproyég 1l health & Breakdown
A6 TO KIVOOUEVO OVTO LAY PO TTOPATIOEVTOL LEPIKA GTIYUIOTUTOL:

t=15sec t =60 sec

=120 sec t =405 sec

Ewéva 4.14 : Zrrymotoma eEKKEVOONS TEPTTOV KATUGTPAONOTOG
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4.5.4 Xevapro 6TO TEPTTO KOTAGTPOUO PE VTAPEN TEPLOYTNS TVPKAIAS
Avt0 T0 Cevdplo eival maPOUOl0 pPE TO TPONYOVUEVO, OU®G Eyovpe VTapEN
TEPLOYNG TLPKATAC. AVTN M TLPKOIA PAIVETOL PE KOKKIVO YPOUO TAV®D GTO GTIYUOTLTTO
G €KKEVMOONG, KOl UTOPOVUE Vo SOVUE TNV OAAAYN TOV YPOUATOV UE TO OmTOid
avamapiotavtol ot Agents Aoy ¢ petofoing tov emimédov Stress. Akdpo, Hmopove
va doOE OTL EMAVEPYOVTOL GTO. PLGLOAOYIKA EMIMEDA HETA OO Eva YPOVIKO O1AGTNUAL,

KOOGS EMOTPEPOVY GTO OPYIKO TPAGIVO YPDLLAL.

Ta otrypdtona mopatifevror TopakdTm:

t=15sec t =45 sec

=255 sec
t=75sec

Ewova 4.15: ZTiymiétona EKKEVOONS TEPTTOV KATAGTPARUTOS, PE VTEPEN TUPKATdG

Onwc eaivetal amd To GTIYUIOTVUTO, £YOVUE dTOoUO TO. OTTOlo £QPTAGAV WG TNV
Exhaustion Zone, aALd, petd amd Eva ypovikod ddotnua, EToviAboV oTa PUGIOAOYIKA

eninedo.
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4.5.5 IlpopMpata pe Ta ogvapra

Apykd, vip&e TpoPAnpa pe to rendering tov cknvov, To 0100 Opmg AVONKE

yYpryopa ypnoponotmdvtag thy kapto ypagikov (GPU) ywa rendering.

To TpdTO KOl ATAOVGTEPO GEVAPLO OEV TOPOVGINGE KOVEVA TPOPANLO KATH TNV
eKTEAEON TOV, €KTOC Omd WIKPY TTOON TG omddoonNG mMPog TO TEAOG, TPV

TpoypoTtonomn el n ekkévaoon.

To devtepo cevhplo emiong dev mapovciace Wwoitepa TPOPANUATO KATO TNV
EKTEAEDT] TOV, OUMG VINPYE CNUOAVTIKY TTMOCT NG AmOO0CNS TPV TpoypaTonomel n
exkévoon. Katd 1 dAha, mapoéio mov vanpyov opketd particle systems (ewtiég), ta
omoio. pmopovv va. yivouv 1dwaitepa dVOKOAM Yoo TOV emeepyooty|, siyope KoAn

amOo00M.

To 1pito ko Té€TOPTO GEVAPLO OV TOpOLGiacaV oxedOV Koo TTOOM NG
amOO0oNG, Tapd LOVO TPV YivEL 1 EKKEVOGT), OTOV 01 agents NTav cLYKEVTIPOUEVOL GTa.

muster stations.

210 000 mpAdTA cEVApPL glyape o kaBuoTtépnon 6to Eekivnuo g Kivnong tov
agents. Avtd ovvéfn  Aydtepo AOym Tov Tpdémov mov ywotav to pathfinding
(coroutines) kot meprocdtepo ot popen tov NavMesh. e dokipéc pe amhovotepo
NavMesh pe émg 1000 agents dev vpye kavéva omolbtmg Tpofinua oto Eekivnua,

00TE Kol 6TV am6d00T, Kabdg 1 papproyn uropovoe gvkora va drotnproet 30-40 fps.
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4.6 Xoumepaonoro,

A6 T0 TUpOTAVE UITOPOovLE VoL SOVUE OTL TO LOVTEAO LG OOVAEYE OTWC TEPIUEVALLE !

e (1 agents, avaroya pe to eminedo Stress ekepalovv TIG CLUTEPIPOPES OTIMG TIG
éyovpue opioet: seek, follow, wander.

e To m\popa, mov Bewpndnke O6tL €xel gumepio, moté dev umnke otn CoOvn
TOVIKOV, KOt T0L T0600Td Wander fjtav oD pkpd.

e H ekkévoon €ywe pe €vav TpOTO KOVTO GTNV TPAYHOTIKOTNTO. OO Umopovce
BéPara va Pertiwbetl, dOmmg avapépeTal TOPAKAT®.

o To dwypappota Stress deiyvovv 6Tt OAoL 01 agents akoAovOncav 10 LOVTELO TOV
stress mov avaAVGALLE TOPATAVO.

e Ot agents kot to TAMPOUO UTOPESAY VO, «doVVy» GAAOLG agents kot Kivovuvovg
(hazards) pe o Field Of View kat vo avtidpdoovy o€ autd mov EPAemay.

e H Paocwn dapopd ftav otov ¥pdvo eKKEVOONGC, 0 0Toiog avENONKe TOAD GtV

OgvTEPN OOKIUN UE TNV VTTOPEN POTLAC.

H mpocopoimwon avty oe cuvévacud HE TO HOVIEAO TOL OvVOAVONKE, 1| KATOLOL
EQOPUOYN TOPOUOLOG GUONG, Ba pumopovcoe va amoteAésel LEPOG NG oyedioong evog
emPatnyod — oynuaToy®yod mloiov, oAAG Kot Yo 0ToovVONTOTE TOTO TAoiov. Mmopet
va Bonnoet tov voaurmyd unyavikd vo. PEATIGTOMOMCEL TV KOTOGKELY MG TPOG TNV
EKKEVOON G€ TEPIMTMCELS EKTAKTOVL avaykng. duvowkd, Bo mpénel vo AneBodv vdym
O\ TOL KOTOGTPOUATO TOV MPatnyod mhoiov, kabmg mbavov va Ppickovtal emiPateg
OT0 KOTOOTPAOUOTO YOpwV otdbpevong. Axoua, mpénet vo Anebel vmdyn 10

UNYOVOoTAG10, S10TL LEAT TOL TANP®UTOG eivarl Tavov vo. Bpiokovtot el
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5 Tpomor Bertiooong Tng eQapuoyng

Ymhpyovv 1€66Ep1c KOPLOL TPOTOL PEATIOONC VNG TNE EPAPLOYNC:

1. Apywd Bo propovace va yivel Bedtioon Tov Hoviélov:

a.

o «Q —Hh @

Xpnon tov Becpod ™G otkoyévelng cav éva group, to omoio mePUEVEL
Kot fonBd Oda Ta LEAN TOL.

Xpnon «opaxtipo» yo. Tovg agents. Mepkoi agents Bo propovcav va
BonOncovy Toug VITOAOITOVS KOTA TNV EKKEVAOGT).

Beltiotonoinon tov mBavobfewpntikod HOVIEAOL TNG GLUTEPLPOPAS

Wander.

‘Evtaén ovunepipopdg Explore: ov emParteg e&gpevvodv tov ydpo kat

avTIOPOVV OVAAOYO HE OVTA OV £YOVV EVIOC TOL TEdiOV opdcews. '
TOPAOELY D, €AV €YOVV HEAOG TOL TANPAOUOTOS, 0KOAOVOOVV avtd, €dv

dovv 6tafpud palméng myaivouy ekel, Kot 00T KabeEnc.

‘Evtaén tpavpaticpudv 6tovg agents katd v ekkEvmon).

"Evtaén cvotpartog katdsfeonc tov mhoiov (vepod, Enpog avOpakag).

Xpnon kelvtepov 3dpoviédwmv kot animations.
Xpnon TEPOUATIKAOV O£O0UEVOV 1) OEOOUEVOV A0 EKKEVMDGELS TAOI®V,

KaTd TO duVaTOV.

2. Xpnon koAvtepmv eéapmmudtov yuo. tov vmoioylot (hardware) kabdg évog

ene€epyootg pe kaAvtepn single threaded dvvaun Oa pmopovoe va emttoyvvel

Kotd TOAD TV omddoon Tov Main thread kou katd cuvénewo tov pathfinding.

3. Xpfion tov véov Job System mov mpooeéper to Unity. Oa to eiyaue Mom

ypnoonomoet aAld dvotuymg  Unity Technologies 1o ékave diobéoipo dtav

elyape MO mpaypatomomoel O6Aa T mepduato. Evoopdtmon avtov Tov

GLGTNUATOG CNUOIVEL SPOPETIKOG TPOTOG KOJIKA. AVTO TO GVCTNUO EMTPETEL

OTOV YPNOTN VO XPNOHOTOlEl OAOLG TOLG TVLPNVES TOL EMEEEPYOOTH KO

EMUTPENEL OTOV TPOYPOUUATIOTH Vo ypawyel gdkolo multithreaded wkmdika
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ypnowonotwvtag Jobs avti yioa Threads. To Jobs pe ™ 6€1pd TOVG KATAVELOLY

TO (OPTiO 6€ GAOVG TOL TLPNVEG,.

4. Xpnon tov ovothuoatog ECS (entity component system). Avtd 1o ovoThuo
EMTPENEL GTOV TPOYPOALUATIOTN VO, YPAPEL KOOIKO UE TOAD KOAT amdO0GN, Kot
emedn to Unity emtpéner hybrid ECS extog and pure ECS, n petafoon sivot
gvkorotepn. To ECS oe ovvdvooud pe to Job System pmopovv va @épouvv
TEPAOTIO PEATIOON GTNV 0IOO0GN EPAPLOYDV, KOADTEPN KOTAVOUN TOL POPTIOL
OTOV EMEEEPYOOTH] KOl GUVETMG YOUNAOTEPES Oepuoxkpacies, peyordtepn

OlgpKELN UTaTOpiog 6 POPNTEG CLOKEVEG Kot GALQL.

5. Xpnon tovScriptable Render Pipeline mov emtpénel otov ypriiot npodcPacn 6to
Render Thread kot Beltiotomoinomn TV HEPDY OLTOD TOV O TPOYPOLULOTIGTNG
Béher. Emiong, divel kalvtepn vmoompiEn o€ kawvovpyla hardware, ta omoia

umopet va ypnoomrotovy DX12 1 Vulkan.

Mupn| Bertioon Oa umopovoav va ddoovv ko kaAvtepot shaders, kol epdcoov 1
Unity Technologies £yel ayopdoet to shader graph kot to divel dwpedv pe v éxdoon
2018.1 ywr 6Aovg, TPAyHo OV oNUaivel OTL eV YPELALETOL VO YPAPOVLE KOIKO Y10
shaders ywti to shader graph mpocoeépetr évav visual editor pe nodes, ta omoio o

YPNOTNG UTOPEL VO EVOGEL Y10, VO TETVYEL TO EMOLUNTO OTMOTEAEG LA

Axépa, oAdayr Tov TPOMOL EKKEVOONG, OO Yot TOPAOELYUO T CTUOLOKY|
amevepyomoinom peptkadv agents o umopovce va ddcel pio Bedtioon oty e@appoyn,

wwitepa TPV TNV EKKEVOON.

Téhog, évag kaAdTEPOG TPOMOG emkowvaviag pe v Pdaon dedouévov Ha
Bonboboe ommv avénon g oamddoong. ‘Eywav  dokiég ywplc tO  mMOKETO
SQLited4Unity3d, pe yprion onmiadn kmdwo oe SQL ywo emkowwmvio pe v Pdon
oedopévmv, ol omoieg odnynoav o€ pelwon TG amdooong kol omédelsay OTL TO

SQLite4Unity3d eivot ToA0 kaAd opyovoUEVO TAKETO.
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6 Emiloyog

To Unity3d eivon pio pmyovi mov éxel Tpocpépel 6ToV ¥pNoTn Evo TOAD eyl
mAn0o¢ duvatotitov, mEpo and T dnuovpyic games. To Render Engine pali pe to
Physics Engine divouv otov ypfiotn Suvatdtnteg vo KOAVEL OTIONTOTE WTOPEl Vo
QovTaoTel, 10iTepa e TO KOvOoUpYlo epyareic. TOV EVOOUOTOOMKOV otV €Kd00T

2018.1 kou voTEPO.

2V Topovca OWAMUATIKY] gpyoacio ypnowomomnkoy HepKd ond ovtd ta
gpyoieia Yoo TNV TPOGOUOIMON EVOG LOVTEAO EKKEVOONS EMPATIYOL TAOIOL, GTO OTOi0
coumeptAapupdvovtal po povteAomoinon tov Stress kabmg kot pio AMota SlopopeTIK®OV

GLUTEPLPOPADV, O1 OTTOTEG ELPAVILOVTAL KO GTNV TPAYLLOTIKOTNTAL.

Ta mepapota mov Bételt 0 IMO o T€T01EG TPOGOUOUDGELS TPOAYLATOTOWONKAY [LE
emruyia. Ta mepdpoto mov Tpoypotomomoape eRelg Tdveo 6to mAoio givor amd amid
€m¢ apketd moAOTAOKO, Kol OAa deliyvouv OTL TO HOVIEAO pOG O0VAEYE OMMG MTaV

OVOUEVOLEVO.

[Taporo avtd, n epapuoyn pog dev eivor TéAel, Kot PEPKOl amd TOLG TPOTOVG
BeAtioong éyxovv mapatebel mapoamdve. Oa NTav TOAD evOldPEPOV va. dOVUE TO
JobSystem o¢ cuvdvaocud pe 1o ECS, xobdc xar t Bertictonoinon tov Scriptable
Render Pipeline og mpdén yio avth v €pappoyn. Akoun, éva kaAdTepo poviélo Oa

£€dwve éva peyaAdtepo emimedo aAnboedvelag otnv Qapuroym.
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