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ATayopeveTal n ovILypaQr, OmOONKELON Kol JVOUn TG mMopovGas epyociog, €&
OAOKANPOL M TUAUOTOG LTS, Yo gumopikd okomd. Emurpémetor m ovordnmwon,
amofnKevon Kot Olovoun Yo 6Komd N KEPOOOKOTIKO, EKTOOEVTIKNG 1| EPEVLVNTIKNG
@HoNG, VO TV TPOHTOOESN VO AVAPEPETOL 1] TN YT TPOEAEVONG KOl VoL dtatnpeital To
Tapov unvopo. Epotipate mov a@opodv T ypnom g £pyaciog yio KEPOOCKOTIKO
GKOTO TPEMEL VO AmEVOVVOVTOL TPOG TOV GLYYPAPEQ.

Ol amOYELS KOl TO. GUUTEPAGLOLTO TTOV TEPLEXOVTOL GE OVTO TO £YYPAPO EKOPALOVV TOV
oLYYPAPEN KOt OV TTPEMEL VO EPUNVELOEL OTL AVTUTPOCOTEVOVV TIG eMioNES BEGELS TOV
EBvucod Metodfrov TToAvteyveiov.



[Lepiinyn

H mopovca epyacia pe titho «Moviehomoinon ekkévoong emiPatnyov
OYMNUATOY®YOV TAOIOV GE TPLoAAGTATO TEPPAAAOVY ExEl ®G GTOYXO TN ONovPYia VO
HOVTEAOV  GUUTEPIPOPAS, TO omoio emnpedaletor dueca omd To emImEdQ (yYOLS Yo
ypnon oe 1prodldotory mpocouoiwon H mpocopoiwon avty €xer vAomomnbel oe
tprodidotato mepPdirov (Unity3D) , to omoio meptlapfdver punyov rendering ot
QLGIKNG, KAOMG Kol Eva TOKETO TEXVITNG VONUOGVUVIG, TO OTTO10 YPNOLUOTOONKE Yo TO
pathfinding kot opiopéveg amd g CLUTEPIPOPES, OTMC TEPTYPAPOVTOL A0 TO HOVTEAO

TOVL Stress.

H mpocopoiwon ypnoyonotel v wponyuévn néBodo avaAvons ekKKEVOONG TOL
éyel viobetnoer n Maritime Safety Committee (MSC) kot meprypdoetor oto «Interim
guidelines for evacuation analysis for new and existing passenger ships». H
npoavapepbeioa avdivon mponAbe omd tovg Kavovicpove tov International Maritime
Organization (IMO) yia v acedlelo ota emPotnyd TAoia kot exfdrlovv 0 ypnon
NG LOVTEAOTOINOTG TG EKKEVOONG Yol TNV AE0AGYNON TOV JAdPOUDV dAPLYNG, Ao
vopig otnv dwdwkacio oyedlacpod tov mAoiov. [evesiovpydc autio avtodv TV
Kavoviou®v ftav 1 TAn0dpa Bovatneopmv aTuYNUATOV LE TOALATAES OTOAEES GE
emPoatikd mAoio, 0AAL KOl OO VOLTNYNCES HEYEA®V emPatny®V TAOI®V, LE UEPIKES

AMAdES emPOTOV.

H mpocopoimon Aowmdv, pmopet va deiEel 6TOV VOOTTNYO pUNYOVIKO TOVG XPOVOLG
EKKEVOOTG KOL  TOLG YMPOLS GLUPOPNONG, MGTE Vo Tov Pondncel oty dappvdon
TOV VIEPKATACKEVADV Yo PEATIOT EKKEVOOTN OTOV 0mtd ToVG emPATeg, Kabdg Kot otV

TPOTOMOINGT TOL UNYOVIGLOV KOTAGPEONC .

Axopa, mopatifevtor SoKUEG TOV TPAYILOTOTOMONKAY LE OLPOPETIKE GEVAPLL.
Téhog, VILAPYOLY TPOTAGELS PEATIOONG TNG TPOCOUOIMONG Y10 OGOVS EVILAPEPOVTOL VL

TPOYMPNGOLY Kot VoL EEEAIEOVV TO HOVTEAO.

A&Earg — kKAe1da
(Movtehomoinon, EmPotnyo IMhoio, Unity3d, MSC, IMO, Exkévwon)



Abstract

The objective of this thesis, titled «Modelling of a passenger ship evacuation in
3D environmenty, is to create and simulatee 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 Artificial Intelligence
package, which was used not only for pathfinding purposes, but also for some of the

behaviours, 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
leverages 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 available 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 analysed, as are the
experiments that were conducted and the conclusions drawn by them. Lastly, there are a
few suggestions for optimization, for those interested in moving the model forward and

evolving it.

Keywords:
(Modelling, Passenger Ship, Unity3d, MSC, IMO, Evacuation)
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Kepdraio 1

Elcaywnyn

H mopovoa dimhopatikn epyacio pe titho «Ilpocopoimon ekkévmong empotnyov
OYNUOTAY®YOV GE TPLoAACTOTO TEPPAALOV » £XEL WG AMMTEPO GKOTO TNV LOVIEAOTOIN O
EKKEVOOTNG €VOG eMPATYOD TAOIOL KO TNV UEAETN TNG OUVOUIKNG GULUTEPLPOPIS TMV
emPatodv 0AAL KOL TOL TANPAOUOTOS O Katdotaorn EKtaktng ekkévoons. H dvvapuxm
coumeplpopd Tov KA emPdrn Eexywplotd emmpedletor amd KATOW TPOCMITIKE
YOPAKTNPLOTIKA, To ool ywpilovion o€ otafepd -PlopeTpikd YapaKINPIGTIKA- Y. NATKiQ
, @OAAO, POAOG K.T.A. GAAG KO GE YOPOKTINPIOTIKA TO. omoio peTafdiiovion  Pdoel Tov
XPOVOL aAAG Kot TOV TEPIBAALOVTOC (.Y, TO AyY0G , Mia £KTOKTN KATAGTAOT EKKEVMONG
o€ TETOL0 €VPOG etvar pio SVGKOAN Kot TePIMAOKT GLVONKN APoD avapepopacTte oe HALES
oAAd Kol oe dTopo To. omoia pmopel var TapovclAcovVy akpaieg cvumeppopés . o v
dnuovpyio Tov TPIGAIAGTATOL HOVTEAOL KAvape ypnon Tov Aoyiopikod AutoCAD aAld
Ko Tov Tpoypappatog oxediaong Rhino. Oco yuo v viomoinon g ekkévmong  kavoue
yonon ¢ mhoteopuag Unity 3D.Ov Poaoikotepec apyég Kot Agrtovpyieg  Tov
npoypdupotog Unity 3D ftav ot akoAovdeg :

» Pathfinding ypnowonoidvroc to cvotnuo Nav Mesh mov vrdpyet 16m otmv
mAoTeoppa Unity 3D.

» Pathfollowing pe v pondewa tov Pathfinding

> Obstacle Avoidance

> Arriving

XPNGUOTOUDVTAG OVTEG TIG TEYVIKES KOl TPOCHETOVTOS Kol AALES, OTMG SLAPOPES
CLUTEPLPOPEG TTOL B AVOADGOVE OTN CULVEXELD, KOTOANEQUE OTY] KOTOOKEVLT €VOG
HOVTEAOL YioL TNV OVOALGN TNG OOIKAGIOG EKKEVOONG €VOG EMPOTITYOV-OYNUOTAY®DYOD
mAoiov, To omoio amoterel Kol TO O TG IIMA®UATIKNG epyacias. o Tpocmabncovue va
ogiEovpe 0Tt TO HOVTELO OVTO GLVAOEL UE TIG AMOLTNOELS TNG TPoNyUEVNG HeBOOoV NG
emrtpomng Maritime Safety Committee (MSC) tov Atebvoig Navtikakod Opyaviopov

(International Maritime Organization — IMO). IIpwv mpoywpnioovUE GTNV TEPLYPAPT] TOV
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povtédov pag, Bo dodue mpodTo poe cvvioun meprypagn e MSC kot yevikd g

acdrelag ota emPatnyd mhoia.

1.1 Zovroun weprypaoen e MSC

H Maritime Safety Committee eivon Bvyatpikny tov ovpfoviriov tov IMO [1]. H
EMTPOTN amoteAEitOl omd OAo Ta KPATN HEAN KOl EIVOL TO OVOTEPO TEYVIKO OPYOVO TOV
opyaviopov. O polog ¢ etvan va e€etdlel ke Bpa mov gumintel 6TV dkoodocior TOV

OPYOVIGHOV CGYETILOUEVO LE :

BonOnpata vavoimioiog,

KOTOOKELN Kot eE0TAMGHO TAolwV,

AcPAAELD ETAVIPOONGC,

KOVOVEG Y1 TNV TPOANYN GLYKPOVGE®MV,

dwxeipion emikivovvev eoptimv,

dladkacies Kol amontnoels TG acpdAelag ot 0dhacaoa,
VOPOYPUAPIKES TANPOPOPIES,

NUEPOLOYIO TAOIOL Kol apyeia TAOYNONG,

depevvnon BordcoioV aTuynUdTOV,

avéAkvong Kot 014cwong,

V V.V V V V V V V V V

omolodnTote AALo BEpa Tov emnpealel v acedieia otn Balacoa.

H Emupom wodeiton emiong vo mop€yel TOLG PNYOVIGHOVS Yol TV EKTEAEOT
omolwvonTote kobnkoOviov g avatifevror and 1 cvupoaocn tov IMO 1 omolovdonmote
Kkafnkovtog, eviog twv mpoovoaeephiviav Bepdtwv, mov evoéyetol va ¢ avortedel amod
Kdmolo deBvég Opyavo, ePOGOV £xel YivEL TPONYOLUEVMG ATOOEKTO amd TOV OPYOVIGUO.
‘Exet, akdpa v €vbivn yoo v e€€tacn Kot v VToPoi ] GLGTAGE®V KOl 0ONYIDV TOV

oyetilovton e TV ac@dAelo Kot TV mlovi £YKpion amd 11 GUVEAELCT TOL OPYAVIGUOD.

H MSC [26], éxovtag dn €ykpivel Tig KatevhuvTipleg YPOUIES HLOG ATAOTTOINUEVTG
avalvong ekkévoong RO-RO (Roll On-Roll Off) nhoiov ®g évav odnyd yw v
vAomoinomn tov kovoviopov 11-2/28-1.3 g SOLAS (Safety Of Life At Sea), (itmoe tov

Mdw tov 1999 an’ v vmoemitpony] LVAEVOVYT YO TNV TPOGTAGIN OO TLPKAYLL VO

10
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aVOmTOEEL KOVOVEG Yo TV avAALGN TG eKKEVOONG o€ emPatnyd mAoia ev yével AL Kot

o€ tayvmloa emPatnyd.

Tov Iovvio Tov 2001, petd and Tic cvatdoelg ™ vroemtponns, 1 MSC evékpive Tig
Katevbouvinpieg Ypoupég yo TV amAomomuévn néBodo avdivong eKKEVMONG TOYLTAOWY
emPamycdv. Tov Mdaio tov 2005 e&étace pio mpoOTOoT TNG VTOEMITPOTNG KOl TEAMKE

EVEKPIVE KOVOVPYLEG KATELOLVTIPLES YPOUUUES TTOL OVTIKATEGTNGOV TIG TPOTYOVEVEC.

Evdibdpeca, tov Mdawo tov 2002, ékave OekTéc TIC KOTELOLVINPIEG YPOUUES TNG
VTOETMITPOTNG YL AVAAVOT EKKEVMONG Yo Ve Kol vtapyovto emPatnyd mioia. Emiong,
KéAeoe Ta KpATN PEAN Vo GLAAEEOLV Kot VoL LTOPAAAOVY GTNV VIOEMITPOTY| OTOLONTOTE
dgdopéva | TANpogopiec £xovv amd €pgvva, OVATTLEN N OOKIUES, ELPMUOTO YLl TNV
avOpomvn cvumeprpopd mov Bo pmopovoay va ypnoyorombovv yio va BEATIOGOVLV TIg

TapoVGES KATEVOVVINPLES YPOLLLES.

Tnv onuepv pope TV katevbvvimplov ypappodv £dmce 1 MSC tov Oxtofplo
tov 2007. A@opovv véa kat vrdpyovta emPatnyd TAoio, CLUTEPIAOUPAVOUEVOV KOl TOV

RO-RO. Ynapyovv 600 dtapopetikég néBodot yio v avdAvon g eKkEVOONG :

» H omAomompévn.
» H mponyuévn.

Epeig 6o ypnoomomocovpe v mponyuévn pébodo tnv omoia Bo avorvcovpe

TEPLGGATEPO GTO TPITO KEPAAOLO.

11
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1.2 Acpdlela ota emPatnyd TAola

> AEN ZyoAn [Thowgpywv yivovtol o1 mopaKdt® cLeTACELS OGOV apopd BEpata

ac@aAelog og emPatnyd mioia [3] :

1.

3.

H Zoppacn tov IMO yuo v Acedieto g Zong oty Odracoa (Safety Of Life
At Sea) amattel vo Bpickovion 6To TAOL0 ETAPKNG OUPOUOC EKTALOELUEVMV ATOUMV
Y10 TNV GLYKEVIPMOT] KOL TNV OPOYN OVEKTOUOEVTWOV ATOU®V.

To mpopa, To oroio eivar KaBOPIGUEVO Ao TOVG TIvaKeS dlpEcEmS va ondd

TOUG €MPATEG GE TEPMMTMOOEIS EKTAKTOV OvVOYK®OV, Bo mpémer vo, Aapfavel

emmpochen ekmaidevoT TPOKEWEVOL Vo dcPoriletal 0Tt Ba ektedel COGTA TO

kafnkovid tov. O oplBudc TtV ekmowevpévov atdpov Bo mpémer va
nepLopPaveTatl 6To £YYpapo ac@AA0VS ETAVOPDOCGEDS TOL TAOIOL.

Onov mpaypoatomoteital oyetikn ekmaidgvon Oa TPEMEL VO GUUTANPOVETOL Lo

OEPA EKTAOEVTIKOV Honuatov oty Enpd, kabmg Kot amapaitnto ekmaideuon

eML TOV TAOIOL TPV AmO TNV AVAANYN TOV KOONKOVI®V TOL OVAPEPOVTOL GTNV

napandve topdypago. H exkmaidevon Ba mpénel va uwcavorotel to kKpdtog onpaiog
kot Oo wpémer va mpocdiopilovion Kamowo péoa to. onoio e&ac@aiilovv OtL Ta

LEAT TOL TANPAOUATOG O1ATNPOVV GLVEXY| EMAPKELN YVACEMV LEGO OO TEPLOOIKES

OEPEG EMUOPPOTIKOV HOONUATOV, YOUVAGLO 1] GYETIKT EPYACLOKT EUTELPTaL.

Ov gmkowoviokés 0e€10tteg TV Kobopiopéveov voutikov Bo mpénel vo

EMOPKOVV, TPOKEWEVOL va Ponbovv tovg emiPdreg katd tnv dudpkelo piog

EKTOKTNG avAYKNGS, Aapfdvovtag voyn to akdiovba kpitipia :

» MV YA®ooO N TS YADOOES, Ol 0moieg efval KATAAMANAEG Yo TIG KUPLOTEPES
eBvikoTEG EMPATOV TOV LETOPEPOVTOL GE IO GLYKEKPIUEVT] dtodpoun,

» MV KovOTTa YPNOoNG OTOWEIMOoVS Ayyhkolh Ae&lhoyiov yia Pootkéc
oomyiec, n omoia va mopEyeL TPOTO emkovmviag [e Evav emPdrn, mov ypniet
BonBelag, eite o emPac ko T0 PEAOG TOV TANPOUOTOS WAOLY pio KOV
YAOGGQ gite OYL,

» mv mhovy ovAayKn EmKOWOVIoG KOTA TNV Oudpkel evOC  EKTOKTOV
TePOTATIKOV pe GAAa péca (). pécm emdeifewg 1 vevpdtov 1 ntdviog
TOV VO TPOGEEEL TOV YDPO TWV 0ONYLDV, TOVG GTUOUOVS CLYKEVTIPMGEMG, TO.
HEGA JCADCEMS 1 TIG O1000VG EKKEVAGEMG) OTAV 1) AEKTIKT EMKOVOViD, OV

eEumnperel,

12
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» Vv gupumnTo pE TNV omoia €yovv mapooyedel TANpelg odnyleg acpoieiog
6TOVG EMPATEG GTNV UNTPIKT TOVS YADOCOH 1 YADGGEC,

» T YADGGEG OTIG OTOIEC LopoVV va, LETAS0000V EKTOKTEG AVAKOIVADCELS KOTA
Vv SlgpKewL Hiog EKTAKTNG OVAYKNG N €VOC YLUVOGIOV, TPOKEUEVOL VO
petapépovv {oTiKéG 0dnyleg otovg emiPateg Kot vo fondnocovv ta péAN Tov
TANPOUATOG CTNV AP®YN TOV ETPATOV.

5. H exnaidevon mov mapéyeton Pdoel g dgvTEPNS mapaypdeov o mpémel va
wepAapPavet, aAld Oyl omapaitnTa va mepropiletar, To akdAovba BempnTiKd Kot
TPOKTIKA OVTIKEIPEVA
» emiyvoon TovV  oxedlov TV OOOTIKOV GULOKELMV, TV  oYedimv

QVTILETOTICEDS TLPKAYIDV, TOV TIVOKOV OlPECEMS KOl TOV EKTOKTMV

00MNY1OV GLUTEPIAAUPAVOUEVAV :

I. TOV YEVIKOV GUVOYEPUMV Kol TOV OOIKOGLDY YL TNV GLYKEVTPMON
TOV EMPATOV Kot

ii. TOV YOPOV EVOVVNG LE ELPOCT] GTOVS “TOLEIS TOV VKoLV .

» v yevikn ddtaén tov mhoiov pe iaitepn Epeoaon oty Béon TV otabuov
OLYKEVIPOCEMS Kol eMPIPdcenc oe cwaoifieg AéuPovg, otic TpooPacelc Kot
oT1G 01000VG dLPVYNG,

> v Béom Kot v xpNomn Tov eE0MMGHOD EKTAKTOV OVOYK®DV GE GYEON UE TO
KadnKovia g 2. pe EUGOCT] OTOV TOUED TTOV OVIKOLV» Kot TIG O1000V¢
OlopLYNG amod exel,

» Vv Béomn TOV ATOUIK®OV GOGPIOV Yio EVAAKES Kol TodLd,

> v 0éon GAL®V £QOdi®V EKKEVOOEMG, T.Y. KOVPEPTEG, TO. OTOioL TPEMEL VoL
petapepBovv ota cooiflo oKaen,

»  OTOEIMOELS TPpmTEG Pfonbeleg Ko peTapopd Bupdtmv,

»  emkowovia
I. YPNOTN CLGTNUATOV EVOOETIKOVOVING
ii. GNULOVGT GUVOAYEPLLOV

iii. gvomoinon Tov emPatdv
iv. avaQopd Kot £100moinom

»  eKkKévoon :

I. PO KATOAOY®OV EMPATOV 1] KOTOUETPTOELS

ii. cuvayepuol

13
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.  ovykévipmon - onpocio TNPHoEDS TAEEMG KOl O0OIKAGIEG ATOPVYNG
TOVIKOD,
iv.  éEodot Kivovvov
V. €EOMMOUOG EKKEVDGEMV
Vi. éleyyoc emPoatdv otovg O100pOUOVE, OTA KAUOKOGTACLL KOl OTO
TEPAGLOLTOL
Vii. dtatnpnon erevdepiag d100®V dapLYNS amd TVYXOV EUTOOLL
viii. mopoyn Pondetog kb’ 006V TPOg TOVE GTAOUOVS CLYKEVIPMOGEMS Kol
emPifdoewg e cwaoifieg AépPoug
IX. dwbéoueg péBodoL yo TV amopdkpuvern avlpOTemv pe avornpio Kot

atopmv ov yprovv Waitepng Pondetag

X. TEPLOPIGLLOL GTNV YPNOT| AVEAKLG TPV
Xi. £PEVLVA GTOVG YDPOLG EVOLALTNONG
Xii. eEacpdiion 6Tt ot emPdreg eivor KaTdAANAL EVOESLUEVOL KOl OTL £YOVV

(POPEGEL GOGTA TO ATOUIKA TOVG COGIPLa.
» Ilepumtmoelg mopkayldg
I.  oviyvevon TupKayldg Kot apyikog TepLoptopds
il. onuaven cvvayepron
iii. kivdvuvog elomvong agpiwv
IV. OVOmTVELGTIKY TPOGTOGIN
»  TMEPUTTAOCELS EYKATAAEWYNC TOV TAOTIOV
I. oMOTN YPNON OTOUIKOD GCMOOTIKOL €EOMTAMGHOV, T.Y. OTOUK®OV
cwoBiov, otoldv eufanticemns, KLKMKOV coCIPiov, EOTEWVOV
ONUATOV KOl KOTVOYOV®V,
ii. avaykn mopoyng Pondelag oe 110iTEPEG TEPIMTAOGELS.
» efokeimon pHéow emovolopuBavouevVOV opyavoUEVOVY EEVOYNCE®MY GTO TAOTO
»  emovaAouPovOUEVT] CUUUETOYN G€ Yuuvdacio Tupkaylds kol emPipdoemg o
ocwoifleg Aéppovg, cuumEPIAAUPOVOUEVIG TG TPOCOUOIDGEMS UETAPOPAS
Bopdrov
» emovalopPavouevn e€doknon oty ypnon Tov €EOMAMGUOD, 0TS givol M
£vOVoT] ATOUIKAOV COGIPIOV Kot KOTAAANANG TPOGTATEVTIKNG EVOLUACTOG
> enavolopPovopevn  gdoknon oty XpNoN TOV  GLUGTHUATOV
EVOOEMIKOVOVING, Kot

»  emovalopPoavopevn EGoKNCT OTNV EKKEVMOOT).
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[Ipv amd tov amdmAov Tov mAoiov, Ba mpémer va didovtar 0dNyieg TPOG TOVG
emPareg oYeTIKA HE TIC OUOIKOGIEG EKTAKTOV OVAYKMOV KOl EKKEVOGEMG TOL
mAoiov.

Onov eivan epiktd, Bo mpémer vo mpoPdAietal Prvteotaivion GYETIK HE TNV
acPUAELD QpECWOG HeTd TV emBifaon Tov emPatdv.

®a mpémer va vadpyovv TomobeTnuéva o€ KATOAANAO VYOG GOoOn CHUATO
EKTAKTOV OVOYK®OV Yol TNV 0pOyN TOV eMPATOV, SOTVTOUEVO GE (o YAOCoO
KOTOVONTN ot TNV TAEOVOTNTA TOVG, TO. 0moia Bo VTOOEIKVOOLV TIG OLUOPOUES
TPOG TOVG 6TABUOVE GLYKEVIPMOGE®S Kot TV Béom Tov KIPOTIOV HE TO. ATOUIKA
ocwcifia. 'V’ avtoév Tov okomd Ba mpémet va ypnoyorotovviot Ta diebvi cupfolra
tov IMO.

Ta yopvacwo emPifdoewng oe cwoifeg AéuPovg Ba mpémer va dedyovran
ovpowvo pe v SOLAS. Ot dAleg cmoTikég cuokevég Kot o eEomAioudg Oa
TPETEL VAL EAEYYOVTOL TOKTIKA KoL VO 1T poVVTaL GE KOAN KATAGTAOT). Qo pémet
TAvVTOTE VO TNPOVVIOL Ol 0dNYlEG TMV KATOCKELAGTMOV OVOQOPIKE He TNV
GUVTNPNOT KOl TNV OVTIKATAGTAGT] TOVG.

Ta cvotHuaTe GUPIYUAOV KOl ETIKOWVOVIOV Bo Tpémel va doKIAlovTal TOKTIKG
KoL va 01T povVTaL GE KOAN AEITOVPYIKY] KOTAGTOGN.

Ta yopvdowe kot ov dadikacieg yw avBpomo oty O0diacca Bo mpémer va

dteEdyovTot TOKTIKAL.
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1.3 Tpomog Yroroyiopotd Xpovov Exkévoong
O ypbdvoc ekkévmong evog Thoiov vtodoyiletol amd ToV TaPaKATO TOTO:

2
Toa =1.25*T + 5*(E+L)

Omov T o ypdvog petaxivnong (Travel time), to 1.25 givar o mopdyoviog acQArELng
(safety factor), E eivar o ypdovog emPipacng (Embarkation time) xar L o ypdvog

kabélkvong (Launch time). Lopemva pe t1g 0dnyiec, Bo mpémel va 1oydet :

Top<n & 1.25%T+ 2% (E+L)<n (1.3.1)

Omnov N glvat 0 PEYI6TOG EMTPENTOS YPOVOG EKKEVAOGTG KO TPOKVTTEL (G :

60 min, yia emBatnyé mAoia (ektés Ro — Ro)ue oyt meploadtepes amo 3 kevipikés kdOetes {wveg (1.3.2)

60 min, yiwx Ro — Ro emiffatnya mloia
n=
80 min, yia emiBatnyd wAoia (ektég Ro — Ro)UE TEPIOTOTEPES ATO 3 KEVTPULKES KAOETES {hVeS

JUVENMG, OTNV OKN HOG TEPITT®OOTN Tov €yovpe éva emiPoatnyd mioio pe tpia

KOTAOTPOUOTO O PEYIOTOG XpOVOG ekKEV@ONG toovtal e 60 min (n=60).
Eniong Ba mpénet va 1oydet :

E+L <30min (1.3.3)
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O ypovikéc amartnoelg tov (1.3.2) kot (1.3.3) oynuatika :

1.25T

E+L

(1)

(2)

Ewéva 1.3 : Zovolikog (povog eKKEVOONS (3)

———A e ————— — ——

Omnov :

(1) etvon 0 ypovog emkarvyng (Overlap time) kot icovton pe (E + L) / 3,
(2) givar 0 petpovpevoc cuvolkds xpovog ekkévmong (Calculated evacuation time)

(3) elvan 0 péyrotog emTpentog povog EKKEVOONG, N.

O Aiebvig Navtimakog Opyaviepds (IMO) cdppova pe to kepdiato I tov kavoviopov
SOLAS 21.1.4 amoutel 6A0 T0. GOGTIKA GKAPN LE TO TANPEG TOVG TANOOC TPOCHOT®Y HUEGH
oe 30 Aentd amd T oTrypn mov divetor To onpa eyKatdAetyng. 26tdG0, 0 KOVOVIGUOG
avtdg opilet 6t 10 Ypovikd opro tv 30 Aemtdv apyilel pdvo OTaV GVYKEVTP®VOVTOL OAOL
ol emPareg pe o YéKa cwoifo.
O ovvoAMKOG ¥pdvog eKKEVMOONG TOL emPBatnyod mAoiov Oa mepthapPavet eriong to ypodvo
oV yperdlovTot ot EMPATES KOL TO TANPOLLA Y10 TNV TPAYUATIKY APLEN TOVS 61OV 6TabUd
GLYKEVTIPOONG amd OOV KOl 0V TPAYLOTOTOOVTOV GTO TAOI0 HOMG aKOVGTEL O OPYLKOG
ovuvayeppoc. Ov katevbuvipleg ypappés tov IMO vy po amhomomuévn avaivon
EKKEVOONG Y10, VE Kol vidpyovta emioatnyd mAoio mov keAvrtovtal and to MSC Circ
1033 kot amd tov 61056t Tov MSC Circ 1238 GuvicTtovv PEYIGTO EMTPETOUEVO YPOVO
EKKEVMOOTG TOV GLVOAMKOV eMPatdv Kupavopevo and 60 g 80 Aemtd:

* 60 Aemtd mpémel va 1GYVOLV Yoo TAOIDL TOL OV £YOLV TMEPIGCOTEPES amMO TPELS KOPLEG

KOTaKOPLEES COVES (TVPKAYIES): KOt
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* 80 Aemtd yw Ta mAOlL WOV £YOVV TEPLOCOTEPES OAMO TPELS KUPLEG KOTAKOPVOES
(moprayiég) Lave.

Agdopévov 6Tt avtég givorl enl tov moapdvtog puoévo kotevbuvvtipleg ypappég tov IMO,
EVOTOKELTOL OTIS UELOVOUEVES KUPEPVNOELS TOV KPUTOV UEADV VO ATOQOGIcovV £Gv Oa
EVOOUATMOGOVV OAEC N OPLOUEVEG Ao TIC 0dnyieg oV €Bvikn Tovg vopobesia 1 Ba Tovg
APNOOVV AMAMG MG KKATELOLVTAPLEG YPOUUUESH. ZOUPOVO LE TIG KOTEVOLVTNPLES YPOUUUES,
N EKKEVOOT TOV EMPATN YOV TAOIOV TPENEL VO AELOAOYEITOL LE VTTOAOYIGTIKA LEGO KATA TN
QAo oYedlOGHOD, (OTE VO TOPEYOVIOL TANPOQOPIES OYETIKA UE TN OIPKEWL TNG
EKKEVOOTG, TIC LETOKIVAGELS TV eMPAT®V 6€ OAO TO TAOIO Kol Vo EvTomifovTal Kol, GTO
pétpo tov dvvatov, va eEaleipovtal TeployEg cupueopnons. Ot katevBouvinpleg YPoUUES
mpoPfAémovv T dvvatotnTa Vo avaAneet eite amhovotevpuévn gite mo mponypévn péBodog
avdivong exkkévoong emiPoatnyod mAoiov. Opilel TOLAAYIGTOV TECCEPLS TEPIMTMOGELS
ekkévoong tov emPoatdv mov mwpémnel va AneBovv vdoyn povtelomoinon g TANPovS
ekkévoong tov emParnyod TAoiov Kotd T SdpKELD TG NUEPOS KOl TNG VOYTOS KOl GE L0l
AN mepinTmon mov agopd povo pia amd TG KOpLeg KatakOpueeg (dves mupkaylds, aAld
vroBétovtag OtL povo to 50% tov Kipoakoostaciov givar dabéoieg 1 0Tt Eva emmAfov
50% tov emPoatov and po yertovikn {ovn avaykdlovtol petakivndeite ot (ovn yo va
TPOYWPNCETE GTO GNUEI0 GLVOPLOAIYNONG KoL KOTA TN SIAPKELD TNG NUEPOS KOL TN VOYTA.
H Emtpon Novtkng Aocoedieng tov IMO {moe omd v Ymoemrpon
[Mupompootaciag vo ovartdler KatevOLVTAPLEG YPOUUES YL TIS EKKEVAOOCELS TWOV
emPammyov mroiov, kabmng o MSC Circ 1033 mpoopildtay TAVIOTE MG TPOCMPIVY|
katevBuvpla ypopun. TToAAd amd to cToryEia Yoo VTRV TNV EYKVKALO TPOoEPYOovTaL amd
T pétpnon g kivnong tov avlpodnwv oty okodduncn s yns. [apodro mov vrdpyovv
TOAAEG QUOIKEG OMOLOTNTEG, VTAPYOLV EMIONG TOAAEG OVOPAOTIVEG KOl EMLYEPNCLOKES
OPOPES Yo TNV EKKEVOGOT EMPATN YOV TAOIOVL, GE GXECT e OTOLUONTTOTE AAAT TTEPIMTMOOT)
ekkévoong og dAAeg cuvOnkeg extdktov avaykne. H dwdwoacio ekkévmong yuo Eva KTiplo
Ba amortovoe Kavovikd ot emPATeS Vo KOTeELBHIVOVTOL ATAMS TPOG TOL TANGIEGTEPO. GNUEID
eEddov. Xe éva mhoio ot dradkacieg ivar mo ovvheteg. Ot emPdteg pnopet va xpelactel
VO EMOTPEYOLV GTIC KAUTIVEG TOVG Y10 VO GUAAEEOLY GMOGIPLO TPV TPOYWPNGOLV GE EVaV
npokafopiopévo  otabud  ocvihoyfig(Muster Station). Xtn  cuvéyeln, mpémel  va
gykataieiyovuv 10 mhoio pHécm TOAD dyvootwv puebddwv, dnwg N emiPifacn o cwoifieg
Aéppovug, cooifia k.T.A. Aviipetonilovv mBavovg emmpoOcHeTovs KIvoLVOLG e&otTiog g
éxBeong Tov Kapov, TS Kivnong Tov 6KAeovs 1 akoun Kot T avénong tov mhoiov Ot

Oladpopég pmopel var etvat TOADTAOKES KOl OTonTOVV ard TOLG EMPATES VA TAEIOEVOVY TPOG
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TOL IOV 1 TPOG TO KAT® GE KATACTPAOUOTA 0mtd TNV TpEYovsa BEon Tovg 1 va petafaivovy
0€ GUYKEKPUUEVT TAELPEA TOL TAOIOV.

Ta dedopéva Tov ¥pdvov amdkpione Tov emPatomv givor Bepelmoovg onuaciog yow v
avélvon ekkévoong evog mTAolov kal aroteAovVv Pactkn mapdueTpo mov kabopiletor 610
TPOTOKOAAO avaivong ekkévoons. H Evponaiky Emupomy  dieényaye dedopéva
BO0ALACOIOV JOKIUMV GYETIKA LE TOVS XPOVOLS OMOKPIONG EKKEVAOONG TOV EMPATAV, EVD
TEPLOPICUEVO  TTOGOOTO  amédEEe  OTL  TO.  0€dopéva  YpOVOL  amOKPIoONG 7OV
ypnowonomdnkov oto MSC Circ 1033 dev ftav  apketd mAodolL ©OOCTE Vv
OVTITPOCGMOTEVOVY e OKPIPE TNV TPAYUOTIKOTNTO KOU ©OC €K TOOTOV Ogv Topeiyov
KOTAAANAN Bdom glte yio T ¥pNoN TPOYPAUUATOV TPOCOUOIMONG EKKEVMOONG ETE Yo TNV
emkvpwon toug. Ta dedopéva amd T1g doKIpEG ekkévaoong tov mhoiov SHEBA oyetkd pe
TOVG YPOVOVS AmOKPIoNG TV emPatdv vroPAndnkav otov IMO Kot eveopat®OnKoy 6to

VEO TPOTOKOAAO avdivong MCS Cir 1238.[2]
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KepdAiaio 2

AOYIGUIKO

Ye outd 10 KEQAAoo Bo mEpyphyovpe TEPUANTTIKG TO Tpio. oNUAVTIKOTEPO
TPOYPAUUOTO 7OV  ¥pnolpomomdnkay vy v ekmovnorn ¢ epyaciag. o kdbe
npdypappo, 0o avaeépovpe yevikéc mAnpoeopiec kol Bo eEnynoovue oG aSlomoOnke

Y TV €mTELEN NG ONUIOVPYING HOVIEAOV TPOGOUOIMONG TNG SLOOIKOGTIOG EKKEVMOOTG.

2.1 AutoCAD

2.1.1 T'evikd

IIpokerton yioo 10 mo yvootrd mpdypoupo t™¢ etopeiog Autodesk [4]. Eivau
oyedaotikd Aoywopikd (Computer-Aided Design, CAD) mov vrdpyet amd to 1982 kau
Bewpeitar To o dadedopévo CAD mpdypappo moykoopimg. Xpnoomoteitatl kupimg amod

punyovikovg Kot Yy’ awtd vrdpyovv e€etdikevpéveg ekddoelg Tov [17], dnmg :

e T apyrtéktoveg unyavikovg : AutoCAD Architecture.

e T molTikovg pnyovikovg : AutoCAD Civil 3D.

e T nAektpordyovg punyavikovg : AutoCAD Electrical.

e T unyavordyovg unyoavikovg : AutoCAD Mechanical.

e [0 tomoypdovg unyoavikovg : AutoCAD Map 3D (GIS).

o T pnyovikovg kotaokevng ktpiov : AutoCAD MEP.

o T pnyovikovg Kotackewns coinvacewy : AUtoCAD P&ID.

e [ unyovikodg katackevng epyootaciov : AutoCAD Plant 3D.
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2.1.2 Tpdmog Aettovpyiog

H oyediaon oto AUtoCAD Baociletar ot gpnomn Pacik®v oynUdtomv Onmg YPOoUUES,
TOAVY®VO, KOKAOL KO TNV TPOTOMOINGCT TOLG Yo VO EMTUYOVUE TO OKPPES YN TOL
0éhovpe. H tpomomoinom yivetar pe METAGYNUATIONOVS, 7). : meploTpoen (rotate),
petatomon oto yopo (offset), adlayn peyébovg (scale), dnuovpyior €WddIov (Mirror),
éktaomn mpog Kamola katevbuvon (stretch), mepikonn (trim), évoon pe KopmdAn ypouun
(fillet), évoon opowdv avtikewévav og éva (Join), S1GoTACT EVOG AVIIKEWEVOD O0€ KATOL0
onueio (break), avtiotpoen g devbvvong piag evbeiag | KoumdANg ypauung (reverse)

Kot GAAOL TOALOT SEVTEPEVOVTEG,.

Eniong, vndpyovv moAréc Bondntikég Asttovpyieg mov devkoAvVoLY TV pyacia
pog 6mmg n onpovpyio Kot 1 eneEepyacio avTiKEWEVOV ®¢ pio opdoa (group), n xpnon
emeEnynuatikod keywévov, M Evtaln aviikelwévov o Kamowo eminedo (layer) dote va
pumopovpe va epyalOHacte o€ avTtd YPIc vo ennpedlovE TA OVTIKEIULEVO T®V VTOAOIT®V
layers, n kotopétpnon akpifav dootdoswv (distance) kot 0 TpoypappaTicHog dSapdpmV
npocbetv Aettovpyldv otig YAdooes : VBA, .NET, AutoLISP, Visual LISP, ObjectARX
(Baciopévn ot C++).

Ewova 2.1.1 : Katdotpopa yépupag — deck? AutoCAD
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2.1.3 Xpnon

Epeic doviéyope pe v yevikny éxdoon AUtOCAD 2017. XExedidoape tpia
KOTAGTPOUATO EVOG EMPOATYOV-0YNULATAY®OYOD TAOI0V TO 0010 YPTCLOTOMGOLE Y10 THV
ekkévoon. Zmv Ewova 2.1 eaivetarl to ox£d10 tov Kotaotpouatog yépupag (bridge deck
N deck7 émwg éxovue ovouartiost To mopoyBEVTO TPIOIIACTATO AVTIKEIUEVO GTO AOYIOUIKO
Unity3D). Oa eEnynoovpe ) S1001KAGI0L UETATPOTNG O TPLGOLICTOUTO OVTIKEILEVO OTN

mopaypoeo §2.2.3.

21c mopokdTe ewoves 2.2 kor 2.3 PAEmovpe To oY€d0 TOV KATAGTPOUATMV
emPotdv (passenger deck — deck6) wou emPipaocng (embarkation deck — deck5)

avTicTotyO.

Ewova 2.1.2 : Katdotpopa empardv — decké AutoCAD

Ewéva 2.1.3 : Kotdotpopa empipacng — deck5 AutoCAD
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Aovriéyape kupiog pe apyeio DWG, mov givar ta cuvnbéotepa oto AutoCAD. Ta
apxeio avtd Oo elcdyovue otV Guvéxeln oto Aoywoutkd Rhino yw va @tia&ovue
TPLOOIIOTOTO, LOVTEAD TNG TOTOAOYIOG TMV KOTOGTPOUATOV OAAG KOl TO LOVIEAD TV
TOTOUATOV TOV KOTACTPOUATOV. X& avtd Ta poviéha Bo kivovvion votepa ot Agents cto

hoyiopukd Unity3D yia v Tpocopoimon g EKKEVOONG.

O1 100TACELG TOV TPLOV KOTACTPOUATOV Elvar :

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

Mivokog 2.1 : Al06TAGEIS KATAGTPOUATOV

H axolovbio tov epyacidv mpaypatonomdnke og NG, ONAadn 0Tt Eexvape and
kdmolo oyédo AUtOCAD ywplg meputtég ypappéc, émerta e€dyovpe 10 apyeio mov
dnuovpynooue og .dwf popen yio va pmopodue vo €160yovpre TO TEMKO 0pyeio 61O

Loyiopukd Tov Rhino.

2.2 Rhinoceros 5.0

2.2.1 I'evikd Xapoaktnplotikd

[0 Vv KotookeLr] TOV TPIGOUCTATOV HOVIEAMV TOV KOTAGTPOUATOV Kol
natoudtov ypnowonomoaue o Rhino 5 . To ocvykekpuévo mpdypoupa EetdikedeTan
TNV ONOVPYie TPIGOIICTAT®V HOVIEA®V UE HEYAAN AETTOUEPELD OAAL KO TOAD KOAN
onuovpyio emedvelng, evd emiong €xel v dvvatdTTa OMpovpyiog TOAOTAOK®V

oymuérov [18].

2.2.2 Xpnfon

Apyikd ecdyope 1o apyeio oe .dwf popen 1o omoio mpokvmTEL OMO TNV

eneEepyaoia tov oyxediov oty mhateopuo tov AUtoCAD. Xty emodvela epyociog pog
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eppaviCovior T€606ep1g OYELG TOL VIO KATOOKEVT KATOCTPOUOTOS (KAtoym , Tpocoyn ,

de&1d oy ko 1 Tpoontiky 6ym, Ewdva ) .

Ewoéva 2.2.1 Emoavsw. Epyaciog Rhino

e  MobMg etodyovpe ta apyeio and to AUtoCAD kdévovpe yprion g evioAng Join yio
OAeG TG YPOUUESG TOL G)ediov, €Tl OGTE vo. dNUIOVPYNBOLY KAEGTA GTOtKElR
(meshes) pe undév tolerance.

o X211 GLVEYEWDL KO EVA £(OVUE KAVEL TNV EVOOT] OAOV TOV YPOUUADV KAVOLUE Xp1on
g evtoAng ExtrudeCrv pe emdeypévo OA0 TO GTOWXEWL TOVTOXPOVO, KOL LE

gvepyomomuévn v evtoAn solid kdvovpe enéktaomn 610 KOG TOV ETOVUOVLLE.

"Yyog
deck5 3.200m
deck6 3.000m
deck? 3.000m

MMivokog 2.2.1 'Yyn KOTa6TpORATOV

e Meténeita SNUIOVPYOVUE TO TMOATOWUO TOV KATOOTPOUOTOC HE TNV EMAOYN NG
YPOUUNG TOL TOTMOUATOS TOV KOTOOTPMUATOS Kot kdvovue Extrude avtig tng
ypoppng kotd 0.1 pe evepyomompuévn v evtoAn Solid .

e T to KAyKeAo oTNV GKPY TOV TOTOUOTOS ONUOLPYNCOUE KOKAOVLS KOl TOVLG

enekTeivale KOTO TO UNKOG TOL TotOpatos. Ev cvveyelo ypnoylonomocape mmy
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evtoM Extrude yio va to pépovpe o€ TPLOIIACTOTY KOTAGTAGT] KOl TO EVAOCOLE LIE
10 At pe v vioAn Boolean Union.

e Ocov apopd otig mopTec, TIC dnpiovpynoape Pacel tov debvav kavéveov Tov
OloTACE®V TOVG.  Anovpynoape opfoydvia 6TeEPER COUATO UE TIC OLOGTAGELS
HOG KOl TO OPOIPECOUE OO TOVG TOLYOVUG HE TNV ypnom g €vioAr] Boolean
Difference .

210 téh0g Kavape eEaymyn TOV TEMK®OV TPIGOACTAT®OV GYedimV Pe TNV Hopen apyeiov

oe .fbx , apov to Unity dev éyel v duvatdmra elcaywyng oe popen . 3dm 7 .dwf.

2.3Unity3d

2.3.1 I'evikd wepi Unity3d

To mepPdirov Unity3d 7 adhmdg Unity €xel avamtuydei amd v etoupio Unity
Technologies kot teplapfavert o mnpn pnyovn wkavn yo 3D Rendering, kafobg kot Eva
evoopatopévo avartuélaokd mepifdiiov (Integrated Development Environment # IDE),
He to omoio 0 YPNoTNG Umopel va YPNOLUOTOIEL KMOTKA Y1o. VO, VAOTTOW|GEL OTOLOONTOTE
epapuoyn, eite tprodidotarn(3D), eite diodidotam(2D). Te v zmpayportomoinon
OTOLGONTOTE  EPAPUOYNAC  YPNOLLOTOloVVTAL SCrptS, Ta omoio. OvVamTOGGOVTOL GTO
nolomAdv TAateoppmv (Cross Platform) evoopatopévo mepipariiov MonDevelop, opmg
uopovv va ypnoiporombovv kot ahia mepariiovia omws to Visual Studio. Ot yAdooeg
TPOYPUULOTIGHOD 10V VrrooTtnpilovtar amd to Unity eivon np C# ko 1 JavaScript, opmg éyet
avaxkowvmbel 6t1 n vroothpiEn JavaScript 6o otapaticel oto péAdov kabng n C# £xet

dad00el T TeprocdTEPO.[19]

Ta mheovektiuata tov Unity Oswpovvran :

o D1 pog Tov ypnotn demapn (Interface)

e Evkolio expddnong tov factkdv Aeltovpyldv

o Ymopén peydrov apiBpod dSdaktikov vAwkov (tutorials), to omoio eivor dwbécipo
dwpedv N avti pKpod ypNUaTIKoO 1060 o€ moALoVg otdtomovg (Udemy, Coursera,

Youtube) kot KaADTTEL TO HEYOADTEPO HEPOG TV AEITOVPYLDY TNE UNXOVNG.
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e ‘Yrnoapén animator controllers oty unyovy pe tovg omoiovg wpmopel €VKOAM O
TPOYPOUUUOTIOTNS VO EAEYYEL TN CUUTEPLPOPA TOV LLOVTEAOV.

o 'Yroapén £totumv mpog ypromn cvotnudtov o6mmg n unyovi euoikng (Physics engine) n
omoio Tpéyel TapdAAnia pe v unyavn Rendering, wovotra yioo dynamic lighting
(dvvapukd eotiond) aArd kot baked lighting, dniadn ewtiopd yio 1o omoio &xovv
VTOAOYIGTEL 01 AVOKAGGELS KO 01 OKLEG KO YPMOLULOTOI00VTOL (¢ textures.

o Ymopén mokétov Al péca ot pnyovn aAld kot e&ehypévon makétov Al, dabéoiov
dwpedv and to GitHub tng Unity Technologies, to omoio mepiéyel Oheg 1 KAAOELG
NavMesh ov ypnoiomomonkay.

e EvkoAn ypnon g kdptog ypopik®dv yio. oxt pnovo rendering ywpic o ypnotng vo
ypewaletar va yvopilet CUDA 1 kdmowo avtictoym yADooo Kot yopic Kovovpyleg
eEmtepikéc PifAtodniec.

o Ymoot)pi&n yio avamTuEn EQUPLOYDV EKOVIKNG TPALYLATIKOTNTOG.

e  Avvoromra €éaymyng e €QAPUOYNG G€ TOAAG cLoTHpATO YOPIG O YPNOTNG Vo
ypewdletan va yvopiler 1o Eeympiotd IDES tov kdbe ocvomiuotog. Evdewtikd
ovotiuato givan ta e€ng: Windows, i0S, Android, Windows Phone, Facebook

Gameroom, PlayStation, Nintendo WiiU, Nintendo 3ds, Oculus Rift, k.a.

2.3.2 Tpomog Aettovpyiag
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Xy mapakdTo wova (ewdva 1.1) pmopovpe va dodue v demapn tov Unity :

| Navig. Ughte Servic Collat & -

.....

Ewova 2.3.1: Unity’s User Interface

Apéowg pmopodpe va dwakpivovpe mévte (5) Paocikd pépn:

Yt aplotepd pmopovue va dodue OA To assets tov project pog kabdg Kot Toe
avtd yopiloviol 6€ PaKELOLGS.

Eniéyoviag omotovonmote oamd TOVG QOKEAOVG UTOPOVHE Vo, OOVUE  TO
TEPLEYOUEVE TOV GTN GTNAN AUECHG dEELA.

Yt 0e€ld pmopovue va dovpe v epapyio (hierarchy), dniadn to dvopa ™g
oknvig kot woto. Game Objects mepiéyet.

Ag&1d ¢ epapyiog pmopodue va 60due tov iNspector, otov omoio PAémovpe Ta
YOPOKTNPIOTIKA TOV emdeypévov Game Object. Aimha amd tov inspector £yovpue
to Navigation tab oto omoio &léyyovue to Navmesh system (oavaAideton
TOPOKATO).

Y10 KGt® pépoc g 00ovng PAEmovpe v koveOAa (console) otmv omoio
avaypaeovtol to oedApata (build and runtime errors) kabmg kot Tor pnvopaTa

TOV O TPOYPOLUATICTNG EXEL YPTCLOTOMGEL GE UEPT TOL KAOJIKA [LE TNV EVTOAN|

Debug.Log().

To peyaidtepo pépog oG epoppoyng oto Unity Baoiletonr ota Game Objects kot

ota Components avtdv.
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Game Object gival 0mo100ToTE AVTIKEILEVO VIAPYEL GTN OKNVT, TO 07010 deV givarl
eotiopdc (lighting) 1 kauepa. "Eva Game Object umopel va givar opatd, dniadn va. €xet
mesh 6m®w¢ ylo. TOPASELYHO. TO. HOVIEAN TOV KOTOCTPOUATOV, 1| KOl 00paTo, Om®E O
AgentParent. Mmnopel vo mepiéyer ocadnmote Components, apkel vo unv  €yovv
avtikpovoueveg évvoteg (conflicts) peta&d tovg. Component eival omolodnmote SCript M
avtikeipevo mov divel oto Game Object o 16O, Avt 1 WOTTO Propei vor eivan
oTNmoTE, OMME €vo. ddvvoua mov petpdet T Beon tov Game Object, éva coua yio va

umopel va éxel puokn (rigidbody) k.a.

['o v €dkoAn yprion TV Hoviélmv, ypnoponotodvtol ta Aeyoueva Prefabs. Ta
Prefabs eivar Game Objects mov umopei va mepiéyovv 1 oyt Components kot propovv
EVKOAG Vo, KANBoOV amd k®ddika dtav Kot 0mov ypelaletor. Xe éva prefab umopovue va
npocOécovpe Kol Vo a@opECOVLE COMPONENtS a@od TO €YOLHE OTN OKNVY, OU®G
ypetdletar mpocoyn kabdc agapdvtog ta built-in components mov pmopel va éyovue

Badetr pmopet va ydoovpe ) ovvdson e to prefab (break the prefab instance).

KaBe script mov ypapovue amotedei évo component, to omoio UTOPOLUE Vo
npocbagpapovpe oe kamowo prefab ywpic vo emnpedleron 1o prefab. T va
XPNOWOTOMGOLLE TO SCript pog, apkel va 1o mpochiécovpe oto Game Object mov pog

EVOLUQEPEL.
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Kepdiaio 3

Movtélo

210 mopdv KeQAAoo O TEPIYPAYOLE TO HOVIELO OV ONULOVPYNCOUE YO TNV
eKkévmon Tov TAolov kot emiong Bo TOPOVGIOGTOOV  AVAAVTIKA OAO TO YOPOKTINPIOTIKA
TOV EMPOTOV KOl TOV TANPOUOTOC TOL  GLUUETEXOVV OTO TEipapa pog. Apykd Oa
Kévovpe TV Tapadoy 0Tt OA0L Ol EMPATEG KOt OAQ TO TANPOUN TOV GUUUETEXOLV GTO
nelipopo  pog Ba  ovoudlovror Agents kot Oxt  emPdteg Ko TANPOUO, OVTO
TPAYUOTOTOEITOL Y1o. TNV O1EVKOAVVOT] HOG GTNV OVOUOGIOL TOVS GTNV TAATQOPLLO. TOV
Unity. Ot 1810tteg tov ekdotote Agent kabopilovot omd KATOEG TOPAUETPOVS Ol OTTOLES
yopiloviar o otabepéc TapapéTpous Kou o Kamoleg mbavo-0ewpntikég petafAntéc 6mov

Ba avaivBovv oV GuvEyELa.

3.1 Avanapdoctoaon tpiodidotatmy povieAmv Agents

Ta povtéha tov Agents oldd kot ta Animations tovg to AdPope omd v
Biprobrkn tov Mixamo Fuse, n omoia avikel otnv etarpia g Adobe kot eivon apketd
peaAloTikd Yo to meipopa poc. Ot Agents yopilovion og Tpelg katnyopies: opoeviKods
(male Agents), Onivkovg (female Agents) kot téhoc oto TApopa ( Crew). Avoldywg e
10 €id60g TV Agents d10popomOLEITOL TO XPDOLO OTEKOVIOTG TOVG, UTAE Yio Tovg Mmale

Agents, koxkwvo yo tovg female Agents kot Tpdovo yio o Crew.
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Ewoéva 3.1.1 Tomko mapadevypa female model

To povtélo tov exdotote Agent ywpiletan og 600 KOTNYOpPies, 6TO TEMKO HLOVTELO,
10 omoio omoteAgitar amd TV eE®TEPKN EMPAvVELD, ONANOY] TOV OKEAETO KOl TIG
apBpmoelg Kot TG apOpdoElS anopovopéves, ot omoieg ovopdalovtat kat hips. Tlopakdto

eatvovtal ot apfpmceLg, OAAG KoL 1 KATYOPLOTOINGM TOVG.

Ewova 3.1.2 Hips View
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Ewova 3.1.3 Avayvoon tov povréhov oto wepipariov Unity

3.2 Xapaktnprotikd Agents

Ov Agents avoroapiotavtor otopkd kot dabétovv Kamoleg PETAPANTEG Ol omoieg
TPEMEL VO, GLUUOPPAOVOVTAL Ko va Tnpovv ta. 6pta tov IMO(MSC.1/Circ.1533) [1],[26]
OTNV NAIKLOKY] dtoxdpior], ©T0 pOA0 oAAL kol oty ToyvTnTo Tov KéBe Agent Pacet

OPIGUEVOV TILVAK®V.
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dvAo: or agents ywpilovionw ce 000 peydreg Katnyopieg PAcel Tov PLAOL TOLG.

2T0VG apCEVIKOVG Kot Tovg OnAvkovg Agents (mocootiaiog mivakog dlaydpiong).

®viro Apoeviko Onivko

IMocooto 50% 50%

Mivaxag 3.2.1 Avaroyio Avrpav/Tywvakov

Hlkio: H nlwwoxkn dwyopion tov Agents mpoypatomomdnke Pdoer tov
NAMKIOK®OV HOVTEA®V oL pog divovtol amd Tovg kavoviopovg tov  IMO ya

exkkévoon oymuoataymyov. To povtého g nAkiog 1o OBswpnioape g mOovo-

BewpnTiko[26]:

dvrro-Hlkio IMocooté (%)
INuvaikeg vedtepor Tov 30 7%

INvvaikeg peta&d Tov 30-50 7%

INvvaikeg ave Tov 50 16%

INovaikeg avo Tov 50 pe psropévy  20%

KV TIKOTNTO

Avtpeg vedtepor Tov 30 7%
Avtpeg petalv Tov 30-50 7%
Avtpeg dvo Tov 50 16%

Avtpeg Gvo TV 50 pe peropévn 20%

KV TIKOTNTO

Mivexog 3.2.2 Hukwokég Opadeg ava ®vro

Enineda vyeiog : Ta enimeda vyeiog pmopovv va petafAnfodv katd v ddpkela

Mg EKKEVOONG AOY®D TOPOVCinG KATOoL Kivduvoy, Omov TETO0G GTNV TOPOVCH
gpyooia va Bewpeitar povo n ewtid . Katd v didpkela g ekkévmong umopet va
eméABel akoun Kot o Bdvatog Ay g avEnuévng £kbeong kovtd otov Kivouvo,
yeYovog oL TTparypaTtonoleiton 6tav Ta emineda vyeiag tov Agent gtdcovv oto 0%.

Y& ot v mepintoon o Agent aAlaler o Animation g kivnong tov Kot eKKIVEL
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to Death animation. "Exovpe kével v mopadoyr 0Tt o apyika eninedo vyeiag yio

OAovg tov Agents tov cuppetéyovy ota mepdpato pog sivor oto 100% .

Taydvmra: H toydtro tov agents xoabopiletor amd 10 QUALO OAAG Kol TNV
nMKlokn opdda otnv omoion avikel o kabe Agent. To to ocvykekpluévo
YOPAKTNPIOTIKO, Exovpe Bewpnoel 0Tt 1 ToyvLTNTA aKoAovBel mOavO-OempnTikov
HOVTEAOV Yia Vo eTEADEL TuYOOTNTO OTIG TOYOTNTEG TV Agents. Omdte ) ToyvTnTOL

SlHOPEOVETOL PACEL TOV TOPAKAT® TIVOKO OO TO EVOEIKTIKA HOVTEAD TOL

IMO[26]:

IIAn0vopokéc opddes — Emparec Tayvtnte og  eninedo
£60.00¢
Min (m/s) Max (m/s)
Avdpag, Katm oo 30 ypovav 1.11 1.85
Avodpag, 30 — 50 ypovav 0.97 1.62
Avdpag, Tdve ard 50 ypovev 0.84 1.40
Avdpag, Tave amo 50 ypovav pe peropévn Kivntikotnro- 0.64 1.06
1
Avdpag, Tave amo 50 ypovav pe peropévy Kivntikétyra- 0.55 0.91
2
INvvaiko, kato oo 30 xpovav 0.93 1.55
I'vvaika, 30 — 50 ypovav 0.71 1.19
INvvaike, Tave amo S50 ypovav 0.56 0.94
INovaika, waveo oand6 S50 ypovev pe pawopévny 0.43 0.71
KwvnTikotnroe-1
INvvaika, waveo oamd6 50 ypovov pe peropévy 0.37 0.61
KWV TIKOTNTO-2
I 0vopokég opades — Mapopa Taydtmre og  eminedo
£d6a¢o¢
Max (m/s) Max (m/s)
Avopog 1.11 1.85
INnuvaika 0.93 1.55

Mivoxog 3.2.3 ToydtnTeg avé nAkioki] opado

opotiky 0duetpoc: H copatiky O1dpetpog ooy yopaKTnploTiKO OVGIOGTIKA oG

vrodNAmvel T copatodour tov Agents. O kdabe Agent sivon pia Egxwpiot
ovVTOTNTO, OTTOTE 1) COUATIKN SIAUETPOS EIVOL SLOPOPETIKT KOl KULOIVETAL OVAUEGH
otig Tég 0.5 €émg 0.8 M. Mg v adénon ¢ cOUATIKNG SIUUETPOL EMEPYETAL T
peimon g wovotnToag Kivnong tov Agent otov y®po, A0y® g avénong tov
oykov tov Agents. H copatikn odpetpog tov kaBe Agent £yel pvbuctel pe va

Capsule Collider, To oroio o avolvOei extevéstepa TapaAKATO.
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[Tedio Opaong : To medio Opacng VTOINAGVEL TV SLVATOTNTA OPACNG TOL KAOE

agent omAadn To0 GLVOAKO £VPOG TNG OPAUCTG TOV. XTO TAPOUKAT® GYNUA QaiveToL
10 mMedio OpaoMg Kol Ol TAPAYoVTEG TOV EMOPOVV Gg avtd. Avtd To Tedio givan
otafepd KaBOAN TV dtdpkeld TG eKKEVOONG Kat dgv petafdrietan omnd Agent og
Agent. E&aptdton dueco amd v YeoUeTpio TS KATAOKELNG (.Y, oV EX® TOAAEG
Ko omOTopeS aAAayEG TG Korevbvvong, 10Te 1o medio Opacng eival TEPLOPICUEVO),
AL Kot amd TV mopovsia | un eumodiov, kamvoy K.T.A. To medio dpaong £xet
KOTAOKELOOTEL PACEL EMOTNUOVIKOV HEAET®V TOL £YOVV Tpaypotomonbel 6to
nmoperBov. To péyioto medio Odpaong evog atopov eivor otig 124° poipeg otov
opovtio otabepd a&ova ko otig 170° poipeg cuvolkd otov KaTakdpLPO AEova
(Ewova 3.2.1 Human Field of View). H péylomn opatomra e€aptdtor and
TOALOVC TaPAYOVTEG, OTME EIvOl 01 VITAPYOVGES KALPIKEG GLVONKES, 1 TAPOLGIN 1)
un eunodiov o610 YOPO MOL PPIOKOUNCTE K.T.A., UE TO Topadeiypoata sivor ot

QLOIKEG artieg Yo va petwbei n opoatotnTa £vog Agent.[8]

0°—!
|

_Standard |
"Line of Sight

|

|

oAr/%'f"a’ Line |
9ht i snd
7 lftlng 15° |
D, /

<,

62° oyl e 62°

|
Symbo\
Recognition

l
5°-30° 5°-30°
0

Standard
Line of Sight

Ewéva 3.2.1 Human Field of View

Enineda Ayyoug : To dyyog yevikad e£optdtal amd ToV YopaKTnpo Tov Kabe atdpnov

Kol ennpedlel o kéOe dropo Owapopetikd. To povrélov tov dyyovg to omoio
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£YOVUE YPNOLUOTOMGEL €lval TOVOUOLOTVTTO GYEdOV o€ OAoVG Tovg Agents, evd

OLHOPPAOVETOL JLOPOPETIKA GTO TANPOUO 0@OV Exovpe Oempnoet OTL €xel

EKTTOOEVTEL KOTAAANAL Y10, EKTOKTEG KOTAOTACES ekkEVoons. To povtédo mov

OLOLOPPMOALE YLl TO AyYOG TO PTIAEAUE PAGEL 1)ON LITOPYOVCDV LOVTEA®Y KOl TO

yopicape oTig mopokatom (dveg (o€ pio kKhipoko tov déka )[25]:

Drone Zone: 0-2 (23,6%) :Xe avt) v {®VN TO GTOUO VIDOEL VTTOTOVIKA MG
amoTéAESHA 1 0pelN TOV Yo OTO1OdNTTOTE Kivion 1 Tpaén elval petopévn.
Performance Improving Zone: 2-3.75 (16%): e avti v (dvn t0 Stress
Kopoivetol og younAd enineda, oAAd pmopel vao eTOPAGEL ONUIOVPYIKE G
AmOTELEC LA VO BEATIDVEL TIG EMSOCELS TOL ATOUOV.

Creative Calm Zone: 3,75-5,75 (19,2%):Eivat 1 1dovikn meployn tov Stress,
Aol emdpd akOpo OMUOLPYIKA OTNV Amdd0CT TOL OTOHOL KOl Ot
COUOTIKEG avVTOYES Ppiokovtal 6 TOAD LVYNAA emimeda

Fatigue Zone: 5,75-7,25 (11,52%) : v meployn ot to Stress av&avetan
aKopo  mEPIGGOTEPO, TAVEL VO Agttovpyel dmuovpywd ko apyiler va
EMOPA N COUATIKN KATATOVNON.

Exhaustion Zone: 7,25-8 (7,52%): X& ovt v {ovn 1o Stress av&avertat
aKOMO  TTEPLGGOTEPO, N OMOOOCoN TEPTEL Kol GAAO KOU 1) GOUOTIKN
Katamdvnon etvorl o peydieg TYEG .

Il Health Zone: 9-8 (10,32%): Xtv meployn} avt to Stress av&avertat
aKOUO.  TTEPIOCOTEPO, 1 COUOTIKN KOTATOVION KUPLEVEL TO (TOHO KOl 1
amddoo ToL ivan EAGyLoT .

Panic Zone: 9-9,5 (5,44%): H meproyn avt givar n Zodvn movikod 6mov 1o
dropo £xet apyicel va amocuvTovileTon Kot Vo LNV GUUTEPLPEPETAL AOYIKA.
Breakdown Zone: 9,5-10 (5,68%)%): Avtf 1 (ovn eivor 1 yepdtepn {ovn
agoV to Stress Ppioketar oe mOAD vyMAAQ emimeda kot apyilel vo emdpd

maforoyiKd.

Ot mapamdve {oveg ameikoviCovtal kat oty akoAovdn eikova. [6]
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INTENDED
PERFORMANCE

PANIC
<4——— ZONE

BREAKDOWN
<4——— AND BURNOUT

PERFORMANCE C’'ZONE FATIGUE ILL
DRONEZONE IMPROVING  (CREATIVE CALM) ZONE HEALTH

AROUSAL
Ewoéva 3.2.2 Avdgypappo tov Stress level

Kotd v évapén g exxévoong omov vmobétovpe OtL Nyel 0 MO ™G
GEIPNVOG Y10 VO EVIUEPMGEL TO TANPOUE OAAL Kot TOVg emiPdrteg OTL VILAPYEL
KATAOTOON EKTOKTNG OVAYKNG, OAol ot Agents &xovv mg apyikn Tl AGyyovg
(starting stress level) ion pe 2. Me v mGpodo TOL ¥POVOL T EMIMESD AYYOVG
@TOVOLV Ypoupkd otnv Tun 3,75  O6mov &ivoar 1 oploK Kotdotoom TG
performance improving zone. H mepartépm adénon N peimon tov oeiletar og
KAmoleg autieg, TIc omoiec £yovpe ovoudoet trigger points kot govv v duvoTOTNTO
elte va av&dvovy, gite va LELOVOLV Ta ETITEDO GyXOLG KOTA KATOEG GUYKEKPLUEVES
povadeg pe v pébodo tmv Steps. Avtég ot autieg pmopel va etvor ot mopakdTm:

* H Opatdémrta mupkayds: Onov avEdvet 1o dyyog katd 0.25.
* H gdpeon mvaxidog £660v: Omov PEIDVEL TO AyXOG KATA HGT| LOVADAL.
* H ékevon tov atépwv oto Muster Station (cvumeprpopd Arrive): ‘Omov

LELOVEL TO YOG KATA LIGT] LOVAOOL.

* H gdpeon mvaxidov e£6d0v: Omov pewdvel to dyyog KoTd Y4 Tng Lovadog.

H peiwon 1 n avénon tov dyyovg mPOyUOTOTOLEITOL e WHETAMNONON TNG
VIAPYOVOAG KATAGTACTG OTNV TEMKN KATA TOV LOVAOMV TOV AVAPEPULE O TAVE.
To xotdTEPO OplO0 Ayyovg KATA TNV OAPKEW TNG E€KKEVOONG Ogv Umopel vo
Eemepaoet 1o 3.75 .

H peydin swpopd avdpeco e €va GATOHO TO 0010 OVIKEL GTO TANPOLLO KOl GE
éva, dTopo To 0moio aviKeEl 6TOVG EMPATEG lval OTL GTO TANP®UO OEV LITAPYEL TOCO
HEYAAN EMIOPACT] TOV OLTIOV GTO AyX0S. AVTO 0@eidetal 610 OTL TO TANPOUO Elvar

KATOAANAQ EKTOUOEVIEVO Y10 EKTOKTEG CLUVONKEG Kot 6TO OTL Yvmpilovv v doun|
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TOL TAOIOV KOl UTOPOVV VoL PTACOVY 6TO 7o Kovivd Muster Station and tov mo
GLVTONO dpdLLO.

To dyyoc emdpd dueca oty kivnon tov Agent [7], apod 660 avEdvetat to
Gryyog mapovctdleror aAlayn otnv Kvntikn Kotdotaon. Oco avédvetat to dyyog
kivnon tov Agent yivetat toyvtepn, dnAadn petafdrietar 1 ToyvTNTO KivoNg TOV
Kot ovtd amekoviCetal pe v petafoAr tov animations amd walking ce running
animation.

EmmAéov katd v avénon tov dyyovg €YOVuE Kol GAANYT) GUUTEPLPOPES
tov Agent pe v mapovcia VE®V GOUTEPLPOP®Y OTT®S To Wander.

Ot mopoandveo mopdueTpol Tov Agents €yovv evwbel peta&d tovg pe v

BonBeta evog dévipov cuumepLpopds mov avoarTOXONKE Yo TNV O1EVKOAVVGT GTNV

KOTOUVON o).

Biometric
Characteristics :
o Age
e Gender

Visible Range Body Dimension

Mobility

Ewova 3.2.3 Avdypappo yopoxtnprotik@v Agent
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Training Experience

—Yes S No—

Crew Passenger

Ewova 3.2.3 Avdypappa péhov Agent
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Ta mopokdTe® JypappoTe €ival 1 OVOAVLTIKY] GUUTEPLPOPA TV Agents og
Katdotoon ekkévmong otav evidocovior e Groups, oAAd Kol 0 TPOTOG Aettovpyiog

Kot okéyng evog Agent katd tnyv avarapdotact Tov ato Unity3d.

Crew
Member

Passengers g

Stress Levels
Medium or Higher
(Dynamic Influence)

Easier to lose

the exit path B Higher

Speed

Panic Levels Lose Time/Slower
ARuERs  (Dynamic Influence) Evacuation

Her dlng

Confuse/Lose their
Consentration

Ewéva 3.2.4 Avdypappa 1pémov kiviiong o€ group
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Is there a Group Leader ?

Yes

See the Crew ?

Head toward an exit

Yes No

See any exit ?

Is it still in sight?
O

Yes

See any familiar exit ?

No

See only one
exit?

Yes

Yes

%
Set the nearest one

Set it as goal

as goal

Queue at Exit

Follow Crew

Ewova 3.2.5 Avaypappe tpémov kivnong Agent
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3.3 Kivnon kat viomoinon counepipopnv Agent

H xivnon tov Agents mpayuatomoteitol pe tnv Pondeia e nhateopuag Unity3D
Kot PBaciletor ot TapAUETPOVS TOV ovapEpape mopandve. H kivnon otov ydpo tmv
Agents viomombnke pécw cLYKEKPIUEVOV gpyareimv mov dabétel to Unity3D, dmwg m.y.
NavMesh. Znv kivnon tov Agents éyovpe evtdéel Kamoleg GLUTEPLPOPES Kivnomg OOV
pog Bonbave otov peaAopd TOL TEAIKOV OMOTEAEGUOTOS, TETOLEG GLUTEPUPOPES Elvar TO
Avoid Wall, Arrive, Slow Down, n coprepipopd seek, odArhd kot 1 cvpmepipopd Wander
[21],[24].

3.3.1 Avoid wall

H ovuneprpopd Avoid wall pog divel tnv dvvatdmro Kotd v kivinon tov Agent
Vo amo@eVYEL TNV TPOCKPOLGT TOL GTOVS TOLYOVS, GAAL Kol Vo unv eumodiletar yevika
Katd v Kivnon tov. Baoikn mapdpetpog yio va viorombei n cvumepipopd Avoid Wall
gtvon n vapén 1\ n dnuovpyia tov NavMesh Surface. Katd v dnuovpyio tov NavMesh
Surface opicape kamoteg Tég ot omoieg Ha avarvbodv mapakdTm, pio amd avTég etval To
Agent Radius 6émov vrodnimvel v axtiva Tov Agent. Kdavovtag xpnon g mopapétpov
Agent Radius ovolaotikd dniovoope oto NavMesh v eldyiot andotacn 6mov pmopel

va el évag Agent amd tov toiyo 1 omorodnmote GAAO avtikeipevo eivon péca oto

NavMesh.

Nearest Nav
Position

Totyog

Tékog NavMesh

Agent

Position

Ewova 3.3.1 Zopreprpopd Avoid wall
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3.3.2 Arrive

H cvumepipopd Arrive €yet evioyfei 610 LOVTELO LOC Y10, VO LELOVETOL OVTOUOTOL 1|
tayvtnTo Tov eKkdotote Agent Otav QTAVEL GTOV TPOOPIGUO TOVL. XTNV GUYKEKPLUEVT
GUUTEPLPOPE EXOVUE EVTAEEL GLYKEKPIUEVA onpeia mpoopiopod Onwg eivar ta  Muster
Stations to omoio givon Kot ot TeAkoi Tpoopiopoi Ohmv tov Agents. Katd tnv élevon tov
Agents oto cuyKekpléva onpeio N tovTNTO TOLG OPYilel Vo LEW®VETOL Kot PETO Omd
KOO0 ¥povikd ddoTnuo 1 TobTNTO TOLG PTAvel iomn pe undév, ot Agents mavouvv vo
KIvOOVTOL 7oL KOL OVOUEVOLY TNV OAOKANP®OT] TNG EKKEVMOTG TOL TAOIOV. XNV TaPOLGH
CLUTEPLPOPE TTpaypaTOTOlEiTOL Kot aAAay Tov animation tov Agents kot amd tpé&yio
(running_anim) 1 mepmatnuo (walking_anim) petafaivoov og kotdotoon axwvnoiog

(idle_anim).

3.3.3 Slow Down

H ovykekpyévn ocvumeprpopd mpaypotonoteitoar pe v Pondeiad Tov onTiKov
nediov Tov Agents (Field of View). Katd tnv didpkeia g eKKEVOGNG SNULOVPYOVVTAL
d1popeg opadeg amd Gtopa ta. omoia katevbvvovtow mpog to Muster Station. T v
e&aopdiion g taEng oTov ydpo Exovue gvtdéel v cvumepipopd Slow Down o6mov ot
agents otov Ppiockoviol GTOYIGHEVOL 0 £VOG TGM AT TOV GAAOV LEMVOLV TNV TOYVTNTO

kivnong toug yia va amo@evyfel n ouyKkpovon petald toug .

3.3.4 Seek

H ovuneprpopd seek eivar m cuvnbéotepn GLUTEPIPOPA TOV YPTGLLOTOLOVLLE.
Atvel otov Agent 1o emBountd VGO TOYVTNTOS Yo VO, OTAGEL TOV GTOYO TOL. XTNV
TopakaTe ewove 3.4 eaivetor oynuotikd m viomoinom (ta cvpPora ce bold eivon

dtavoopota) :
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chrrent

VseekSteer ......... O Target

Vdesired

Agent
Position

Ewova 3.3.2 : Zvprepropopd Seek

H ovumeprpopd seek viomoteiton avtdpata pe v fondeio tov Navmesh aiid kot
™G evtoAng Setdestination. Xtnv ovykekpiuévn epyocio £xovue opicslt ®¢ TEAMKO
mpooplopd TV Agents 1o kovtvotepo HEAOG TOV TANPAOUATOS TOL TAOIOL 1 TNV
KOVTIVOTEPT EMLYPAPN N TO Kovtivotepo Muster Stations kot yio To mIANpopo £XOvE 0piceL

®¢ Tpoopilopod ta dvo Muster Stations mwov vapyouv.

3.3.5 Wander

H ovunepipopd wander givar ovclootikd M amdtoun oAloyn katevbvvong kotd
Vv OlIpKEW 1TNG EKKEVOONG OMOL  EMPEPEL  AMOTPOGAVATOAMGUO. H napovca
ocoumepLpopd epeaviletal dtav Eyovpe PEYAAN avEnon Tov Ayyxovs 6€ cLVOVAGUO LE TV
avénon g toydrag kivinong tov Agent. ‘Exovue vrobécetl 6t 1 cvumepipopd wander
Tapovolaletal oTic mePLOYES oV eivar petd tnv Fatigue Zone.

Me v avénon tov dyyovg mapatnpeitor Kot avénon g toydntag Kivnong tov
Agents pe amotélecpa ) dnuovpyio chyyvoNg Kot TOV HEPIKO 1 OKOLO KoL TOV OALKO
QITOTPOGAVOTOAMGLO. Katéd tv duwdpkein ¢ ovumepipopds wander o Agent
TPOAYLOTOTOEL GTPOPN TPOg S0 Opla o omoia Ppickovrol ekatépmwbev Tov, Ta omoia eivan
otabepd onueio oe oxéon pe tov Agent. H mopeia tov €yl mpoopiopd Aowmdv ta dVo avtd
opwo kot aAAGCel Toyoio avd TakTd Ypovikd dwacthuato. To poviélo Tng mapovcag
ovumePLPopds eivon mOavo-Oewpntikd Kou eppavifeTon dtav to dyyog Eemepdoel v {dvn
tov Fatigue Zone 6mov dtopoppdvetal mg e&NG:

e Av 10 Gyyoc Bpioketar otnv Fatigue Zone tdte | mBavotnta peAviong Tov gival

5%.

e Av 10 dyyog Ppioketar oty Exhaustion Zone tdte n mbBavotnto epeaviong tov

sivon 7%.
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e Av 10 dyyog PBpioketan otmv Il Health Zone tote  mbavotnto eppdviong tov
gtvar 25% wan avEnom g tayvTog Tov 0.3 M/s.

e Av 10 Gyyog Bpioketar otnv Panic Zone tote N mBavotnta ueavions tov givol
50% . 2NV GLYKEKPIUEVT] KOTAGTACN £XOVUE Kot EMITALOV avENoT TG TaHTNTAG
Kivnong tov Agents katd 0.4 m/s.

e Télog €dv to ayyoc Bpioketar oty Breakdown Zone tdte n mbovotnta epeaviong
tov eivar 100% 6mov kot 6e avt) TV KaTAoTaon gpeaviletal emmAéov avénon

™G tayvTTog TV Agents kotd 0.5m/s.

Onwg mapomnpeitol mopamdveo 1 mOAVOTNTO EUEAVIONG TNG GULUTEPLPOPAS
Wander avédvetar onuavtikd 6co av&davetol to eninedo tov Stress kot mapovotalet
peydAn avénomn g mbavotntag epeaviong otav petofoivovpe and v Exhaustion
Zone oty Il Health Zone.

TR

Ewéva 3.3.3 : Zopmeprpopa Wander
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Kepdioo 4

Y Aomoinon xar Eeoapupoyn oto Unity3D

Xe auTd TO KEQAANL0 Ba TEPTYPAYOVUE TOC VAOTOUWCOUE TNV KEVIPIKN CKNVI NG
npocouoimong g dwdikaociog ekkévoong oto Unity3D.  Emiong, 6o avaAidoovue
TEPLooOTEPO TO HOVTELO TOL Agent kot Ba epfadivovue 6e PEPIKES TEPLOYES TOV KMIKOL

Saopmv Scripts mov £xovv To PEYAADTEPO EVOLOPEPOV.

4.1 Avéloon cuoTNUATOV TOL YPMNGLLOTO oKLY

Ye ovtd 1o onueio Oa avorlvbodv 1o Poacikd ocvothuoto tov Unity mov

YPNOCLOTOWON KAV Y10, TV DVAOTOINGT TNS TPOCOUOIMONG EKKEVOGTC.

4.1.1 NavMesh Surface

To ovotnua NavMesh givor o gyyevig (native) adydpiBuoc mov ypnoiponotei 1o
Unity yw pathfinding. T va ypnoyomomfei avtd 10 GHGTHO EVEOUOTOUEVO , OPKEL O
xpnog va petofel oty kaptéro Navigation and émov pumopel va pubpicet tig d00tdoels
tov NavMesh Agents, dnAadn tov atopwmv ta onoia Ho Kivovviar miveo oto NavMesh.
Yy mapokdtom wova (ewovo 4.1.1) pumopodue va dodue to Navigation Window tov
Unity. TMapoatnpovue 0t épovpe técoepo (4) dwpopetikd tabs, to omoio avoidovron

TOPAKATE.
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Agents

Agent Types

Humanoid

1.8

Ewova 4.1.1 : Unity’s Navigation Window / Agents

Ye ovtd 10 TMapdbupo pmopodue va pvbuicovue TG doTtdoelg Tov agent
(mapoporalerar pe kKOAVOpo aktivag radius kot vyovg height), to péyioto okolondrt Tov
umopei va. avéPet (Step height) xat thv péyiot khion oty omoio PTopel Vo GKOPPAADGEL

(max slope og poipec).
To Areas tab pog emtpénet va dnuovpyncovpue NavMesh pe dapopeticd ypduata

Kot StopopeTikd «kootn» (Costs). O aiyopiBuog mpotiud NavMeshes pe younAdtepo

Kk66T0G dTOV KAveEL VITOAOYIGHOVG (ekdva 4.1.2).

Name Cost
[] Buit-ino  'walkable | & |
B Built-in1  'Not Walkable | [X |
[] Built-in 2 Jump |2 |
[l user s | |11 |
[] user 4 | |11 |
[l users | |1 |
[] usere | |11 |
[] user7 | |11 |

Ewovad.1.2: Navigation Areas
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Y10 Bake tab eivor to onueio 6mov umopovue vo dnuovpynocovpue to NavMesh
OTOV EMAEYUEVO YOPOo. Xperaletar Opmg va £xouv oploTel ol TPONYOVUEVES TOPAUETPOL
TPONYOLUEVMG KO EMIONG TO AVTIKEIPEVO TTpémel va givan Static, dniadn va unv Kwveitan

Kotd T StdpKela e epappoyng (at runtime) (swovo 4.1.3).

"agents | areas A

Ewova 4.1.3: Navigation Bake & Navigation Static
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To kawovpylo cvotnua NavMesh Surface sivar n avtikatdotacn tov NavMesh
ov €yl evoopatouévo to Unity kot mpoc@épel moAEG mePIocOTEPES dVVATOTNTESG Ad
avto. IIépav g duvatdtntog dnuovpyiog NavMesh katd tn didpkeia g epoppoync (at
runtime), pmopovue va £yovpe kor dvvoukd NavMesh, elebbepo va mepiotpagei 1 vo
UETATOMIOTEL OTMG EMOLIOVE. MTOPOVLLE VA dOVUE TNV TOPAKAT® gkOva (ewcova 4.1.4)

1o NavMesh Surface Script.

v || ¥ Naw Mesh Surface (Script) [ #,
R =023
0.5 H=1.
|| 50°
Agent Type | Humanaid $ |
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 5i[ |
Tile Size 256
25,60 world units
Build Height Me:

l Clear “ Bake ]

Ewoéva 4.1.4: NavMesh Surface

Avtd 10 ovomua givor dwbéoo dwpedv yioo 6Aovg omd to GitHub g Unity
Technologies. AAalovtog tic Twég ota voxel ko tile size umopodue va éxovpe éva
kaAvtepo NavMesh, yia mapdderypo peyolvtepn akpifelo oe kAelotég yoviee. Koo givar
Yo OAEG YEMUETPIEG VAL XPNGLOTOLOVVTOL Ol TPOEMIAOYEG, KABMG OAANY AVTAOV TOOVDG
vo mpokoAéoel peimon oamddoonc. o v pmopécel éva Game Object va kwvnOel oto
NavMesh ypeidleton va éxer éva NavMesh Agent Component, 1o omoio avaivetan

TOPAKAT.
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4.1.2 NavMesh Agent

Mo vo pmopéoel évo. Game Object va kwvnfei péow tov NavMesh ypetdletor éva
NavMesh Agent Component yio va ypnGILOTOGEL TIG TANPOPOPIES OV divovTal omd TO
NavMesh (eixova 4.1.5).

¥ |« Naw Mesh Agent #,
Agent Type | Hurmanaid il
Base Offset 0
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 al
Priority 50
Path Finding
Auto Traverse Off Mo
Auto Repath [+
Area Mask | Walkable &l

Ewdévo 4.1.5: NavMesh Agent

e avtd To Component opilovtal ot TapdpeTpol tov ekactote agent. Apyilovrag amd v
KOPLON EXOVLE:
e Agent Type: o tomoc tov agent Humanoid sivor n mpoemdoyr, (default), evéd
LITOPOVUE VO ONUIOVPYNOOVUE TEPIGGOTEPOVS TOTOVE oto Agent tab tov
Navigation.

e Base offset: xatd m6co to NavMesh agent Oa givat petatomiopévo KatakOpLOaL.

[Meproym Steering:
e Speed: n uéyrom toydrTa Tov agent o povadeg Unity / second.
e Angular speed: n taydtnTO TEPIGTPOPNS OE poipeg / second.
e Accelaration: n emtdyvvon tov agent oe povadeg Unity / second.
e Stopping Distance: n amdéctacn omd TOV TPooploud otnv omoia. o agent Oa

OTOLLOTNOEL.
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e Auto Braking: av emeyei, o agent o peidvel otadiokd v TaydTNTO TOL OOTE

vo, Unv eUYEL TEPA ATd TOV TPOOPIGUO.

[Teproyn Obstacle avoidance:

e Radius: n aktiva tov KVAivopov Tov agent.

e Height: to bYyog Tov KVAIVdpov Tov agent.

e Quality: o tpoémog pe tov omoio Oo yiveton M amopuyn eumodiov (obstacle
avoidance). Mewdvovtag v mowdTNTO. £Yovpe avénomn otV Emidoon NG
EPAPLOYNG O TEPITTOON OV £YOVLE TOAAOVG agents evd Bétovtag tnv ToldTnTO
oe None o1 agents dev amo@edyovv 0 £vag Tov GALO.

e Priority: ot agents mov £yovv yauniotepn tun Oa ayvoovvtar and Evav agent mwov
Exet vYNMAGTEPT TIUN.

I[Teproyn Path Finding:

e Auto Traverse Off Mesh Links: eav o agent £xst ™ dvvatomto va petaPei og OFf
Mesh Links, dniadn omo éva NavMesh e dilro.

e Auto Repath: gdv o agent £xet t duvorotnta va exavavmoroyilel To Path tov.

e Area Mask: ta NavMesh ota onoia propei vo petafei o agent.

4.1.3 Navmesh Obstacle

Navmesh Obstacles eivar ta Agydpeva «epmnddion oto NavMesh. Ta Navmesh
obstacles powdlovv pe Box Colliders, to omoio Ba avaivBodv mapakdtm, pe v povn
dapopd va givar 61t or Navmesh agents 6o mpoorabnoovv va ta amo@byovv Otav
Bpiokoviar kovtd. T va €ypovpe opBOTepN cvumeprpopd OPMS, KAADTEPO &ivar va
emAé€ovpe v evtodn Carving (ewdva). Me avti v gvioAr], To Navmesh obstacle 6a
dnpovpynoet pa acvvéyelo 6to Navmesh kot or agents o ta amo@edyovv pe KaAOLTEPO
tpomo. No. onueiwbei o6t eqv ypnowonombei to NavMesh Surface, dev ypeidletor va
dnuovpynBei Eava to NavMesh, kabdc Oa evnuepmbei avtouata yro veapyovto obstacles,

T0L OO0 OEV VINPY LV TPOTYOVUEVOG.

50



EBviké Metoofio IToAvteyveio

4.1.4 Tpoémog Aettovpyiog NavMesh

O aiyopOuog tov NavMesh ypnowonotei to Mesh tov GameObject, oto omoio
givan tomobetnuévo, to ywpilet oe tiles avaroya pe to voxel ko to tile size (swdva 1.6).
A@ob yoplotei ot tiles, o akyopOuog ypnowomotel tig akpéc avtmv (tile edges), mote va
vroloyicet tn BérTiot dwdpoun. O akydpiBuog Aopfdvel vwoyN Tov Kot To KOGTN TNG
kbOe emodvewng, oe mepimtwon mwov o agent ypsialeton va petafel peta&d moAAATADV

NavMeshes.

Tavtoypova o adyopiBuoc tov NavMesh Agent «BAémery tovg Kovtivovg agents ko
TOVG AmOPEVYEL avAAOyo HE TNV TOWOTNTO 7OV &xel emMAEEEL. Xmpavtikd givon va
onuemei, 6t o Game Object teproTpépeTar YOp® omd Tov KATakdOpLEO AEOVH TOV KOTh

™ d1dpKeLo TG Kivnong, GLVETMS 1 yprion animations koabictatat vkoAdTEP.

Téhog, ta obstacles (epumddia) tov NavMesh dnpovpyodv acvvéyeleg, GUVERMS Ot

agents pmopovv e0KOAQ VoL TO, ATOPEVYOLV.

4.2 Epapuoyn oto Unity

Xe avtd 10 onueio Ba avordcovpe pepkoHS amd TOvg POCIKOVS KAOOIKEG TOL
ypnoorombnkav oe ovtn TV €pappoyn. OAlotl ot k®OKeg Tov avaivovtol Bpickovtaon

avtovciot 610 [apdptnua A 610 T€A0G TG AVOPOPAS.

4.2.1 Overcontrol

o v gdkoAn yprion Ohwv tov Tags, Layers kot yevikdtepa TV OVOUAT®V TOL
epeavilovtor moAAEG POpEC o TOALG SCHIPLS, Kahd gival va xpnoipomoteitat po KAdom, 1

omoio mePEXEL OAQ ovTd ToL ovouata tv Tags, Layers kot to Aowd cov strings. Akoua,
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UEPIKEG KAAGELG TOV YPNOULOTOLOVVTOL OTO TOAAG SLOPOPETIKA SCHiPtS Tomobetovvtal og

aLTO TO PLEPOG Y10 VOL UMV EYOVUE OVTIYPOPO KO ETUTAOKEG,

4.2.2 Tags

To Tags.cs amobnievel 6Aa To ovopato twv Tags kabmg kot Tov Layers aAAid kot
tov Animations mwov ypnolomolovvTal omd TOvg agents katd TV kivnon Tovg o€

petaPAntég tomov string.

4.2.3 UnityThread

To ovykekpévo script Ppébnke oto GitHUb kot dev dnpovpyndnke and gpdc. To
UnityThread.cs eivat éva script to omoio pog emtpénet vo kaAovpe to Main thread omo
devtepevovto threads. Avtd eivar dwaitepa xpNolpo yioti pumopovpe va aE0TocoVUE
HEYOADTEPO WEPOG NG emeepYOoTIKNG dVVOUNG TOL vmoAoyloti. Mg avtd to Script
pmopobpe va Korécovpe Tig pebodovg mov embovpodpe va TpéEovv og dlapopetikd thread
og pio amo Tig e€ng:
void Update(){

// m omola kaAgiton og kaOe frame.

}

void FixedUpdate(){

/I m omoia kaheiton o€ kGOe FixedDeltaTime poli pe Toug vTOAOYIGHODS PUGIKNC.
b

void LateUpdate(){

/I omoia kaeiton oo TéAOC KGO frame, petd amd tnv Update kot tv FixedUpdate.

}
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Mmnopobue eniong vo kodécovpe Coroutines oe kowvovpyro thread pe avté to script

ypnoonowmvtag tn uébodo executeCoroutine.

4.2.3 Agent Script xor Crew Generator

Ta AgentScript.cs kot CrewGenerator.cs eivot o SCripts mov ypnoiomTotovvIoL yio

onuovpyia twv agents (emPotdv) kot ToL Crew (minpopotoc). To 600 oavtd

YPNOLOTOOVV TAPOLOL0 TPOTO dNLLOVPYIOC.

Ta yopaxkmpiotikd Tov KaOe agent etvor ta e€NG:

1.

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

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

Tayvtnta avaroya pe to @OA0 kot v nhkia (Age Gender Speed). Avaioya. pe
™V NAKia Kot 1o @OA0, £XOVIE SLOPOPOTOUCELS GTNV TOYVTNTA.

Yyeia (Health).

Eninedo stress (Stress Level).

Socialization. H petapint opilel v «kowvmvikonoinony» tov agent, dniadn ndéco
mhavo elvar va akolovOnoetl Eva LELOG TOL TANPOUOTOG KL VO NV TPOSTOONGEL

va Bpet Tov 6Tafpd EKKEVOONG LOVOG TOV.

O 1pomOC pe ToV 0moio dNUovVPYoLVTOL Ot ETPATES Kol TO TANPOUO EXEL WG EENG:

Apycomoteitan évog mivakag (array) pe punkog 660 to minfoc Tov emPatdv 1 Tov
TANPOLOTOG.

e kéPe éva amd o dtopa avartiBeviot TIHEG TOV HETOPANTOV TOL £Y0VV OpLoTel
OT®OG 1 NMKIOKT OHAdM, TO VA0, 1| LEYLOTN Kot EAAYLOTN TaOTNTO OVOAOYO LE TNV
nAklokn opdda, n vyesio (health) ko n apyn Tun tov stress. To mepioodTePO
amd oVTA TO GTOLYXEID. GLUTANPMOVOVTOL LE TVYOIO TPOTO (OTTMG 1 NAKLOKT ORAdN)

Bactopévo OUmE 6Ty Katovoun Tov £xel Tpokvyel amd tov IMO.
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e Téhog, ol emParec kol to TARpwU. «eppavifovtaw (instantiate) oe onueio mov

ovoudalovtan Spawn Points, ) Aettovpyia tov omoiwv e&nysitan TopakdTo.

4.2.4 Agent ka1 Crew Info

Ta Agentinfo.cs kot Crewlnfo.cs eivaw ta scripts ta omoia kataypdgovv Kotd ™
duapketa Aettovpyiag (at runtime) tnv aliayn oplopévev HETAPANTOV OTmc To Stress kot n
vyeia. (health) kot otélvouv ovtd to dedopéva otn Paon SedOUEVOV Yo TEPULTEP®
enefepyacia. Axoua, avaroya e to eninedo tov Sress twv emPatdv Kot Tov TANPOUTOS

aAAGCEL M) TOOTNTA KOL ) COUTEPIPOPE TOVG,.

4.2.5 Agent ka1 Crew Movement

Ta dVo avtd Scripts eivar vmedbvva oo v kiviion TV eTfatd®v Kol TOL
mnpopatog. o v omoladnmote Kivnon mov TPAYLOTOTOLEITOL YPNGYLOTOLOVVTIOL TO
NavMesh c¢ cuvévacud pe tov NavMesh agent. Emiong, kabopilovv molo animation 6o
ypnowonomBel xkotd v kivnon, avdioya pe v toxOTNTE, Yoo TV KOAOTEPT KOl 7O
aAnBoeavn extéleon g mpocopoiwons. Emedn m edpeon evdg  cuykekpluEVOL
poopilopov Tave oto NavMesh ypeidletar apketodc mépovg, diaitepa yio LeydAo aptOuo
agents, mpayuatonoteitar og Coroutine £tolr wote va ghagpdvetar to Main Thread. Na
onuembei 0t éywve mpoomddeia Evraéng tov Pathfinding oe véo Thread, opwg avtd frav
o0 Papd yo tov emefepyaocty kabmg o kabe agent ypesialotov to dikd tov Thread,

GUVETMG ELYALE LEYAAN TTAOGT GTNV OTOS0CT TG EPAPHOYNG.

4.2.6 Spawn Points

Ta Spawn Points givon ta onueio yopo omd to omoia spgaviCovral ot emPdateg Kot To
TAapop. Avtd yiveton pe Tov €ENG TPOTO:
o Apyd, opiletar t0 KEVIpo TOL KOUKAOL ®¢ M 0fom Tov Spawn Point
(transform.position) .
e 'Yotepa emAéyeton puo toyaio aktiva amd 0m £oc 66o £xovpe opioel. O opiopog

yivetar evkold amd tov Editor.
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e Téhog, opiletor pa Toyoio yovia, omote Kol £XOVUE €V GLYKEKPIUEVO onueio
Tévw otov KOKAO. AvTd 10 onueio eivar  B€on mov Ba eppaviotel o agent, site

etvar emPang gite TARpopua.

4.2.6.1 Spawn Point Manager

To SpawnPointManager.cs eivon £va script to omoio opiler tov péyioto apifud
EMPATOV Kol TANPOUOTOC TOL UTOPEL VO ERQavVIoTel o KAOe onueio. AvTtd yiveTon yio va

ATOPEVYETOL 1| LEYAAN cLYKEVTP®OT agents oe Evav ToAD Hkpd ymdpo.

4.2.7 Field of View

To FieldOfView.cs emtpémetl 6toug agents va «PAémov» yopm tovg. O tpdmog e tov

omoio yiveton avtod tvon o €€ng:

e Apyikd, dOnuovpyeitarl po ceaipo 1 onoio £xel MG KEVIPO TO HEGO TOL LOVTEAOL
tov agent (Physics.OverlapSphere). Me avt ™ o@aipa Ppickovpe Olo ta
avtikeipeva mov Ppickovtat péoa Tic o€ ovykekpiévo layer (layerMask).

e ’'Emetta, onpiovpyovpue po «axtivoy (Raycast) and tov agent mpog ta avtikeipeva
nov Pprkope amd ™ oeaipa. Av 1 aktiva pog «YTUMNGEL GE KATO0 eUTOS0
(obstacleMask) tote o agent dev pmopei va del T0 OVTIKEIUEVO TO® OTO TO
EUTOO10. X SLPOPETIKN TTEPITTMOT PAETEL TO AVTIKEILEVO.

e H o pébodog ypnoyomoteital yio voo «dovv» ot agents tovg kovtivovg agents

KO VoL LELOGOVY TNV ToOTNTé Toug (Zvumepipopd Slow Down).
Ot agents pmopodv va dovv og ontikd medio popeng to&ov 120 popdv kot axtivog

ov &yovpe opioet gueic. H yovia kabdg kot n aktiva Tov 1000 pmopodv €OKoAa va

avénBovv kat va. pelwbodv and tov Editor.

4.2.8 Physics Colliders
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‘Eva peydro koppdtt e pnyaving evoikng (physics engine) tov Unity eival ta
Colliders. Ta Colliders eivar components ta onoia divovv v 1316TNTA VoL Ltopei To game
object va. aAAnloemidpd ue GAAa game objects mov emiong £xovv collider. Ta colliders
givan tecoapov e1dmv: Box, Sphere, Capsule ka1 Mesh.

» Box collider: To anlovotepo og oynua collider, oynua k6fov. Mmopodue vo

e éyEovpe 1o péyebog (Size) kabmdg kar o onpeio Tov kévrpo (center). Na
onuelwbel 611 01 cLVIETOYUEVEG TOL KEVTPOV givon og oyéon pe to Game Object

010 omoio Ppioketan (ewkova 4.2.1).

v iy ¥ Box Collider @ %
Edit Collider
Is Trigger [+
Material Mone (Physic Material) @
Center
.0 ¥ |0 Z|0
Size
X|5 Y3 Z|5

Ewoéva 4.2.1: Box Collider

» Sphere Collider: collider oe oynua ceaipog. Mmopovpe vo 0picovie To KEVTPO
kot Ty axtivo(radius) (swova 4.2.2). TIGAL 01 GUVTETAYHEVES TOV KEVTPOV Eivat

oe oyéon pe to Game object oto omoio Bpiokerar.
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Yu [+ Sphere Collider ﬁ #*,
Edit Collider
Is Trigger ]
Material Maone (Physic Material) ]
Center
0 ¥ 0 Z|0
Radius 0.5

Ewova 4.2.2: Sphere Collider

e Capsule collider : collider oe oynua kéyoviag. Mropovpe va eEAEyEovie To KEVTPO,
NV 0KTiva, To Dyog kabmg Kot Tov KOplo a&ova g kdyovioc. Na onueimdel 6Tt

0 G&ovag Y givar o koTtakopveog (skova 4.2.3).

¥ i M capsule Collider ) 2
Edit Collider
Is Trigaer -
Material Mone (Physic Material) @
Center
X|0 ¥ 1 Z|0
Radius 0.01
Height z
Direction | ¥-Auis $ |

Ewévo4.2.3: Capsule Collider

Olo ta colliders éyovv v emtoyn “Is Trigger” pe tnv omoio. pumopodue va.
petotpéyovpe to collider og trigger. H Pacwkn dapopd peta&d collider ko trigger sivan
otL 1o trigger evepyomoteitanr pev otav £pbel oe emapn pe éva collider duwmg dev €yet
npoemAeyuévn avtiopaon. [o vo ypnoyomomoovue to triggers, apkei va £xovpe &va
script pe pia 1 Teprocdtepeg amd Tic ONTrigger uebodovg tov Physics System tov Unity,
o1 omoieg etvar:

OnTriggerEnter(collider other)

{
b
OnTriggerExit(collider other)
{
¥
OnTriggerStay(collider other)
{
¥
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Onwg PAEmOVUE KoL O1 TPEIG CLVOPTACELG Taipvouy ®¢ optopa €va collider, aveEaptitov

gloovc.

4.2.9 Rigidbody

To Rigidbody &ivai po mapdpetpog n omoio EXTPETEL GTO GMUO VAL EXEL KPVOIKO
COMO», Vo uropel dMAadN va emdpa Tve tov 1 PapvTnTa, Vo £XEL AVTIGTOOT GE PEVILOTO.
aépa k.o Emiong pmopovue va opicovpe ) pndlo, v avtiotoon, TNy YOVIOKH ovIicToon,
KaBmg Ko vo, opicovpe av 10 copa Exel meplopicpd kivnong oe kdmowo acovo (Ewkova

4.2.4).

¥ A Rigidbody L %
Mass 1
Drag i}
Angular Drag 0.05
Use Gravity [
Is Kinematic -
Interpolate | Mane ¢ |
Collision Detection | Discrete ™
Constraints
Freeze Position [ X [ ¥ [ |2
Freeze Rotation [ X [ ¥ [ |2

Ewoéva 4.2.4: Rigidbody

4.2.10 Animation Controller

O Animation Controller eivor po mopdpeTpog mOV HOC EMTPENEL VO EYOVUE
nEPLEoOTEPO. TOL €vOG animations kot va to, YPNGILOTOOVUE EVKOAD HEGO OO KMOLKOL.
Mmopobpe va épovpue kdmolo mpoemleypévo animation kot Evav mivaka pe animations.
Xpnowonowwvtag thv emaoyn Animate Physics, ta animations 6o maiCovtol otov id10
xpovo pe v evoikn (Fixed Update xar 6y Update). Mropodpe erniong va emdéovpie va
unv €yovpe animations 6tav dev vdpyeL Kapepo amd TV omoio aiveTor To game object

pog (culling type) (Ewova 4.2.5).
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Ewove4.2.5: Animation Controller
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KepdAiaio 5

IIpocouolwcelg

210 apov keQOAato Oa TapabEcove TIG TPOGOUOUDGELS TOV TPOYLOTOTOW|COLLE
TOGO OTO Y10 EKKEVOGOT  EMPaATYOV-0YNUATAY®YOD OGO KOl OPIGUEVOV TEPAUATOV TOL

éxel kataokevdoet o IMO [3],[6].

5.1 IIpocopoimon Aokiuawv IMO

O IMO £yet dnuovpynoet Kamota wepdpato pe otdyo va eréyEet v aélomiotio
TOV HOVTEAOL TPOG YXPNOT, OAAG Kol TNG TAOTPOPUOG OOKIU®V, OOV GTNV  Tapovca
dumlopatikn epyacio gival to Unity3D. To cuykekpluéva TEPAROTO EXOVV KOTA KOPLO
AOYO YPOVIKOVG TEPLOPICUOVS, OL OToiol Oev TPEMEL Vo EEMEPAGTOVV. XPNOIUOTOM|COULE
cLVOMKE kot ta Evieko mepdpato tov IMO €tolr dote va €govpe TANPN eniyvmon Tov
povtéAov mov Kavope ypnon. Ot yopor mov ypnoipomomoope dnpovpyndnkoy &
oAokAnpov otV TAateOppa Tov Rhino kot minpodv dAovg Tovg Teplopiopovg tov IMO.

> 1, Test:
2V Topovoa OOKIUY £YOVUE KOTOOKEVAGEL Evay O1A0POUO LE GLVOAIKO
punkog 40 m ko TAdtog 2m. O Agent kwveiton pe toyvTnTo. 1m/s kon mpémet
vo KoAOYEL To GuVOMKO pnKog og ypovo 40 s. To cvykekpyévo meipapa
0LGLOOTIKA £XEL WG KOPLO 0KOTO TOV £AEYYO0 TNG ToryvTNTOG ToL Agent puécw
tov Unity. O agent énmg tov avapevouevo diévuoe tov diadpopo o€ 39.5
S apov Eexvovoe og amdatoacn 0.5m amd v apyn Tov O1adPOHOvL.

Time: 17.40

Ewova 5.1.1 1° test
> 2, Test:

2NV GLYKEKPIUEVT OOKIUN EYOVUE KATACKEVACEL £vav O1GOPOO [LE GKOAES
pe cvvolkd pnkog 10 m ko cvvoiikd mhdtog 2 m. O Agent avefaivel Tig
oKOleg pe toywTnTe. 1M/S Ko mpénel va KaADWEL TO GUVOAMKO PNKOC GE
ypovo 10 s.  To meipapa avtd olokAnpdbnke pe emrvyio @O
otobepomomoaaype TV TaydToe Tov Agent otnv Tun tov 1m/s .
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Time: 3555

Ewova 5.1.2 20 test
» 3, Test:

2V Topodcso SOKIUN £YOVUE KATACKEVACEL Evay O10POLO LE OKOAEC UE
cuvolkd pnkog 10 m ko cuvoAkd madtog 2 m. O Agent xatefaiver Tig
okOAeg pe todTo 1M/S kot Tpénel va KOADWEL TO GUVOMKO UNKOG GE
xpévo 10 s. OvclooTikd 610 TPITO TEIPALN TPAYLLOTOTOOVUE TO OEVTEPO
nelpapa, oAAG pe avtiotpoen Stadikacio apov tomobetnoape tov Agent
070 T€A0G NG okdAo Kot Enpene va v katéPet g 10 S. Me v fonbela
tov Navmesh kot pe v otobepomoinon ¢ toydTog ota 1m/s
KOTOUPEPOLLE VO, OAOKANPMDCOVLE TO TTEIPOOL LE ETLTLYOL.

Time: 35.55

Ewova 5.1.3 3° test
> 4, Test:

2V Tapovoa OOKIUT EXOVUE KOTOOKEVAGEL £VOL OOUATIO LE L0CTAGELS
8x5 m kot épovpe tomobetnoel 100 dtopo péca oe avtd. Xe ovTy TNV
dokiun N cvpedpnon dev mpénel va Eemepvd to 1.33p/m. To npofinua mov
OVTILETOTICOUE QPOPA TNV TEMKN GLUEOPNON aPOV avty 6TV ££000
dpuyng Eemepvovce to avmtepo Oplo tav 1.33p/m ko éptave TV TN
tov 2.57 p/m pe amotéhecua Vo GmOTOYOVUE OTO TEIPOUA  OVTO.
Evdeyopévaog BéPara vo guBovetar ko mn KAipoko TOv HOVTEAOL GTNV
amotuyio oV TN.
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Time: .50

Ewova 5.1.4 4° test

5o Test:
2V Topovca JOKIUN EXOVUE KOTACKEVACEL £va dMUATIO pE SOCTAGELS

8Xx5 m kot £yovpe tomoBetnoet 10 dropa péca oe avtd. e avTn TNV SOKIUN
LETPALLE TNV EKKEVMGT TOL YMPOL AWTOV GTO XPOoviKO meptBmpro omd 10s
¢wc 100s. H exkévoon tov 10 at0p®V TPOYULATOTOEITOL GE GUVOAIKO
xp6vo 195 amd v Evapén tg.

Time: 3515

Ewova 5.1.5 5° test
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6o Test:

2V mopovco SOKIUN €XOVUE KOTAOKELAGEL 000 O100pOUOVG, 0L 0Toiot
elvar kdBetot peta&d Tovg e doTdoelg 12X2 m Kot EVOVOVTOL OTIC AKPEG
TOVG. Xg auTh TN dokn €xovpe tomobetoet 20 dtopa HEco 6To o)ES10
ov &yovpe kAvel. O okomodG TNG OOKIUNG  €ivol vo.  GLYOLPEVLTOVUE EGV
umopoHv vo. ktvnbodv amd v pio dKpn TG KATAOKELNG OTNV GAAN, TO
omoio mpayuatomoteiton pe v Ponbeie tov Navmesh kor pe 710
SetDestination oto onueio wov emBvpovue vo. kataAnEovv ot Agents.

Time: 12.30

Ewkova 5.1.6 6° test

7o Test:

2mv mapodco SOKIUN £YOVUE YPNCUYLOTOMGEL TV KOTOOKELY ONO TNV
napamdve dokun (6, Test). e avti ) dokiun €yovue TomobeTNoEL TAV®D
arnd 50 dropa péco OTO OYEOL0 TOL EXOVUE, EVM TO ATOUN OVTE OVIIKOLV
omv nmlkwokny katnyopio 30-50. O oxomdc TG dokyng eivor va
olyovpevtovpe €dv M taydtnTo Kivnong tovg eivol avtictoyyn pe v
TaYOTNTO OV  OVOYPAQPETOL GTOVG TIVOKES TOYLTHTOV OVOAOY®OS 1TNG
NAMKIOKNG Kotnyopiag oty omoio. aviKouy, TPAyUe Tov 1o(DEL apOv Ol
Agents mov ¥pNoLOTOOVLE EIVOL KATAVEUNLEVOL GE NAIKIOKES OLLAOES OOV
1N KaBe opdada £xel SPOPETIKN TaVLTNTA Kivnong amd OTL 1 QAT .
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Time: 12.30

Figure 1 Ewova 5.1.7 7° test

8o Test:

v mopovoo SOKIU| £Y0VHE pio KATOOKELT HE dVO OMUATIH OOTAGEMY
10x10 m ta omoia evvovtot pe évav diadpopo 10X2 m. Ze avti ) dokiun
&yovpe tomobfeoel mhveo amd 100 dtopo péca oTo GYEOL0 TOL EYOVLUE, T
omoio. avikovv otnv nAklokn kKotnyopia 30-50. O okomdg TG SOKIUNG

elvatl va.  PETPNOOLLE TOV YPOVO EKKEVMOGNG TOL €VOG OMUATIOL HEGH TOV
d1adpopLov.
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Time: 5.6

Ewova 5.1.8 8° test

9o Test:

2NV TopovGa JOKIUN €YOVUE i KOTOOKEVT £VOG OMUATIOL dOCTAGEDY
20x20 m 1o omoio £xel TécOEPIG MOPTEG. XE ALTH TN OOKIUN  E€YOVLUE
tonofetoet maveo amd 1000 dtopo pHéco ©To GYEO0 TOL EXOVLUE, EVM Kot
TéAL To ATtopo ovTé aviKovy oty NAklakn Katnyopia 30-50. O ockomog
Mg 0OKIUNG €ivol vo  PETPNGOVUE TOV YPOVO EKKEVMOONG TOV VIAPYOVTOGC
oyediov. OmdTE PO TPOEKLYAV T EENG AMOTEAEGLOTOL:

e T v mAPN eKKEVEOON TOL YOPOL HE TNV YPNON KOl TOV
TEGGAPOV EOOMV O10PLYNG YpEWICTNKAY 72SEC .

e Evod yio v mANpn EKKEVOOT TOL YMOPOL HE TNV ¥PNoT Kot HOVo
tov 000 €00V (apod ot GAAec dVvo  Bewpovvror  ®G
UTAOKOPIOUEVES)  OlapLYNG  ypewotnkay 130 sec, oyeddov o
OAAG10G XPOVOG EKKEVOOTNG.

S g s
] '_l T L

Time: G5.6

Ewova 5.1.9 9° test
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> 10° Test:
2V GUYKEKPIUEVT] SOKIUN EYOVHE KOTOOKEVAGEL £vav YDPO O ONOI0G
amoteleitoar amd €va ocOumAeyuo dopotiov, dmdeko otov aplBud, e
dtadpdpovg ot omoio odnyovv oty €£0d0 dapuyng. O oKOmdC VTG ™G
dokung etvan va emPBeParmcovpe Tt 6AoL o1 emPdreg mov Ppickovtar péca
oTo d®UATIO B0 TPOYLOTOTOCOVY LE EMTLYIO TNV EKKEVMOOT] TOV YDPOL
TYaivovTog OTIC KOVIIVOTEPES ££000VG SLOPVYNC.

Time: 3.5

Ewéva 5.1.10 10° test
> 11°Test:

TéNog 010 €vdékaTo melpapa eA&yyove €dv OAO TO TAPATAVED TEPAUATO
UTTOPOVV VO GLVOLOGTOVYV TAVTOYPOVOL.

5.1.2 AmoteAéopata Aokipmv IMO

To povtédo pog mépace pe PeyaAn emituyio Kot To £vieka dokipaotikd Test tov IMO
omote BewpnOnke 0Tt glvar éva agldmicto yua yprion oe ekkévaoon O/T-E/T.
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5.2 Epapuoyn oe E/T-O/T

o v spappoyq oe emPatnyd mhoio, ypnopomombnkav to oyédlo. To Omoio
dnuovpynoope oto AutoCAD kar Rhinoceros 5.0 kot akoloOOmg o €160yGYOLE GTO
Unity. Anuovpynoape tovg Agents e toyaio Tpomo ¥pnoIUoToIdVTAS TOV 0AyOplipo tov
Spawn Points, To omoio oy oKOPTIGUEVE. GE O TNV EMPAVELL TOV KOTUGTPOUATOV.

2V TapovGa SIMAMUATIKY Epyocio VAOTOmONKaV T€00Epa O1UPOPETIKA GEVAPLL GTO

emPatnyd mhoio:

e AmAO oeviplo exkkévmong, &vog kataotpopatoc (deck 5)  ywpic mapovoia
KIVOUVOU.

e Xevaplo ekkévoong, &vog kataotpopotog (deck 5)  mopovsio  kwvdvvou
(Troproytdg).

e  Xevaplo eKKEVOONG OAMV TOV AVM KATAGTPOUATOV Y®PIG Topovsio Kivohvou Kot
pe OAeg T1g ££000V¢ drapuyng dtabéoieg otovg Agents.

e Xegvhpo ekkévoong OAMV TOV VO KOTOGTPOUAT®V — TOPOLGiK KvOUVOL
(mupkayldg) kol oto TPiO KOTOOTPMOUOTO Kot HE MEPIKEG €E000VG SOPLYNG

dwbéoueg otovg Agents.

Ou Agents pe v évapén g eKkEVOGONS KIvoOvTal avaldyms e tov polo tovg. OAot ot
emPdreg pe Vv €vopén TG eKKEVOONG £XOVV (OC TPOOPIGHO, ONASY] VAOTOOVV TNV
ovunepipopd Seek, to KovIvOTEPO PEAOG TOV TANPOUATOC T TNV KOVTIWVOTEPY EMLYPOEN
€€odov(Exit Sign) 1 o xovtivotepo Muster Station , evéd to TAgpopo pe v Evapén g
EKKEVOOTG €iT€ avoUEVEL KATO0VG EMPATES Y100 VO ONUOVPYNOEL OUADES KOl VO TOVG
kabodnynoel oto mAnciéotepo Muster Station eite €xovv ®¢ TPOOPIGUO TO KOVIIVOTEPO
Muster Station.
H Zvykévipowon tov Agents oto Muster Station mpayuatomombnke pe tov axdAovbo
TpOTO:
e And ™ oTIyU] TOL 0 TPATOG EMPATNG 1 LEAOG TOL TANPAOUOTOS PTACEL GE AVTOV,
apyilet n avtiotpoen péTpnorm ywo va gvepyomoinfodv ot cwoTkég AEpPot
(Texxévoonc=60min). Emiong, o kabe ctabudc eixe évav péyioto aptud atdpmv mov
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&xel v dvvarotnta va yopéost. H cwoifia AépPog @evdysr (dnAadr ot agents
eCapaviCoviav) epdoov gite TEAEUDGEL O XPOVOS TNG AVTIGTPOPNG HETPNONG &ite
GUUTANPAOVETOL 1] LEYIOTT] YOPNTIKOTNTA TOV GTAOUDV.

o Agents mov £yovv o¢ Tpoopiopd Evav otabud o omoiog yepilel Tpv Kav pTdcovv
o€ QVTOV, AALALOVV TTPoOPIoUO Kol KatevBuVovTol 6Tov AAAo otabuo. H cuvolkn
YOPNTIKOTNTO TOV V0 oTafumv pnalméng tov mhoiov eivol peyoaidtepn omd Tov

apBpd Tov agents mov ypnoyLoroOnKay.

AVTOG 0 TPOMOG EKKEVOONG YPNOLOTOMONKE Yo OAd To GEVAPLO OV avapEPONKaV

TOPOTAVE.

5.2.1 Zevaplo eKKEVOONC EVOG KOTOGTPOLOTOC

Oeopnnke GOGTO VO VAOTOGOVUE Lo GEPE EKKEVAGEWMV GE Lkp KAIpoKo dnAadT
EKKEVOOT] LOVO 6TO KatdoTpopa mEve(S) yia vo otyovpgvtodpe 0Tt iplaocte péca ota
yxpovikd opta Tov opilet o IMO oAl Kot yio va doOE TNV EMIOPACT TOV LOVTEAOL TOV
dryyovg 6ToV GLVOAIKO XpoOvo ekkévaong JlpaypatomomOnkav 500 SoPopeTIKES
EKKEVOOELS , Lo oA dnAadn| yopic tapovsio Kvovvou Kot pio Tapovsio Kivduvov
,TUPKOYIEG, G Hiol GUYKEKPLULEVT TEPLOYN Le GLVOALKO aplBud Agents diakdGovg
gikoowmévte(225) , oraxocot (200) €€ avtadv NTav amrol emPateg Ko eikooimévte (25) péAn

TOL TANPOUOTOG,

5.2.1.1 Xwpic mapovsio Kivddvov

2TV GLYKEKPLUEVT doKUn ToroBetnoope tuyaio 275 Agents e OAn TV EMPAVELD TOL
Deck 5 pe v Pondeta tov Spawn Points evéd Kotd tv d1dpKeLa TG EKKEVOONG OgV
VIPYE OMO10GONTTOTE Kivouvog mov Ba tovg avave to Stress Ilapoatnpndnke 6t 6Aot ot

eMPATEG TPOYUOTOTOINGAV HE EMTUYIO TNV EKKEVMOOT) GE GLVOAMKO YpoOvo 14.1 min.
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t =15sec

Ewoéva 5.2.1 Katavopy Agent Stress 6to ydpo (yopig kivovvo)

EwovaS.2.2 Ekkévoon yopic Kivouvo

69

The stress statistics
are

Average Agent
Stress: 3.7457
Average Crew Stress:
2.7471

Average Total Stress:
3.6549
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5.2.1.2 ITapovacia kivovvov (TTvpxayid)

v ovyKekpipévn dokun tomobemnoape toyaio 275 Agents oe OAN TNV ETQAVELN TOV
Deck 5 pe v Ponbela tov Spawn Points evd 1 ekkévmon mpaypotorotidnke mapovcio
KvoUVoL Tov Tovg aw&dvel To Stress katd cuvénela Oa mapoatnpndel petafoin otnv
TayHTNTO Kol TIC GLUTEPLPOPES TOVGS. [TapatnpnOnke 6t 6Aot o1 emPlteg

TPOYLOTOTTOINCAV UE EMLTVYIO TNV EKKEVOOT) 6E GLVOAKO Ypovo 14.8 min.

t =15 sec

Ewéva 5.2.3 Katavopn Agent Stress 6to yopo (rapovsio Kivdvuvov)

5.2.2 Yevapro exkévoong [Tloiov

H enopevn oelpd eKKEVOGEDV OVOPEPETAL GE EKKEVMOT TPLOV KoTooTpoudtov (Deck 5,
Deck 6 , Deck 7 ) Tlpayuatomomnkov 600 S1QPOPETIKEG EKKEVAOGELS , Lio, OAT] dnAadn
YOPIG TOPOLGin KIVOUVOL Kol i Tapovsio KvoHvoy ,mupKaylds, o€ pio GUYKEKPIUET

TEPLOYN LE GLVOMKO apOpd Agents draxdcovg meviakooiovg tevivra (550) , mevtakdoiot
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(500) €& ovtdv Mrav omioi emPdreg wkor mevivta (50) péAn tov mAnpoupatoc. Ot

GLYKEKPIUEVES SOKIUESG EYOVV YPOVIKO Teptopiopd 60 Aerntd (T=60min).

5.2.2.1 Xopic mopovsio Kivouvou

2V TPOTN KOG OOKIUN YPNOCLULOTOMCUUE TO GYESN TOV £YOVUE ONUIOVPYNOEL HE TNV
BonBeto Tov AutoCAD aAAd kot tov Rhino , tomobsmoape 500 emiPdtec kot 50 dropo
TANPOUOTOG GE OAN TNV ETPAVELD TNG Ye®UETPiag pog pe v Pondeia twv Spawn Points
Ko 6TV cuvéyela opicape too Muster Stations g TeEMKO TPOOPIGHO TV EXLYPAPDV , TOL
TANPOUOTOG AAAG Ko TV emPatdv . Xta onpeio tov Muster Station opicape tov péytoto
xpévo avapovng o opa , o0ntmg opilet o IMO (Kepdiawo 1 mopdyp. 1.3 «Tpodmog
Ymoloyiopod Xpovov gkkévaooncy) H mAnpng ekkévmon tov mloiov wpaypoatoroOnke
pe peyOAn emtuoyic kot yoplc Kopio omdAsin Ommg Mrov  avapevopevo. Omwmg
napovstaletar mopakdtm oto ddypappa 5.2.1 to Stress tov Agents avePaivel otabepd
émg O0tov @tdoel oto Opwe g Performance Improving Zone (3.75) o6mov kot
otobepomoteitar, Ommg NTav avapevopevo . H copeopnon ota onueio eEAEyyov pog (mov
&yovv tomofenOel oTIC OKAAEG TOL EVOVOLV TO KOTAGTPOUOTO) OVATOPICTATOL GTO

Swypappo 5.2.2.
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Congestion Density
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Avdypappa 5.2.2 Zopeépnon 6t 6Kaheg

5.2.2.2 ITapovaoia ktvovvov(ITvpkayid)

v dg0TEPN doKIUN YpMnoipomomdnkay ta idio oyédo TG TPONYOVUEVNG SOKIUNG OLPOD
Bélovpe va ovykpivovpe v kivinon tov Agents vnd v ernidpacn tov dyyxovg . H
EUPAVIOT NG EMIOPACNG TOV AYYOVS TPOYUATOTOLEITAL HE TNV OMovpyio. TUPKAYIDV
omm¢ mpoavapépape. Apykd tonofetnoape 500 emPateg kol S0 dropa TANPOUOATOS OTMG
KOl GTNV TPATY dOKIUY Kol TOVG KOTaveEIpape og OAN v yeopetpia pe v Pondeia tov
Spawn Points kot opicope miAl ®C TEAMKO TPOOPIGUO TV ETPATAOV , TOL TANPOUATOS KO
TV entypae®dv ta dvo Muster Station mov dabétovpe . Katd v évapén g ekkévmong
oMot ot Agents aArd kot to Crew apyiCovv va av&avouy Ty TR Tov GyYovg Toug UEXPL Va.
etaoel v T 3.75 6mov eivan To dpra tng Performance Improving Zone . Y& avut) v
SOKIUN OU®G £XOVUE KOL TNV TOPOVGIO ECTUOV POTIAS GE SIAPOPES TVYiES BECELS Kot oTa
Tpilo. KOTOGTPOUATO ,00TO EYEL OC OMOTEAEGHN KAmolol amd Tovg Agent va gppavifovv

TEPAUTEP® AENCT TOL AYYOVLG TOLG OOV GE OPIGUEVEG TEPUTTAOGELS EYOVLE KO ELPAVION
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aKpoiov Kataotdoewv. Ot akpaieg KOTAOTACES OMWG T.Y. T eMmEdQ Ayyovg va  EYouvv
Eemepaoel v Il Health Zone ,éyovpe kot guedvion akpoiov copmepipop®Vv Kivnong
omw¢ eivan n ovpmepipopd. Wander. Ta eninedo dyyovg tmv Agents olAdd kot tov Crew
aneikoviCovtalr o610 dtdypappo 5.2.3 avtictolyo 1 CLUEOPNCN 1) OTTolo LETPNONKE e TOV

aKkpPmg 1010 TPOTO e TV TPAOTN pag dokun anetkoviletal 6to ddypappo 5.2.4 .
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5.3 Zvumepdopato

Ao TIC JOKIEG TOL TPAYHOTOTOWONKAY KOl TOPOLCLACTNKOY — OTNV  TOPOTAVE®

TOPAYPOPO KATOANEQUE 6TA EENG CLUTEPAGLLOTO, |

1.

Apycd @aivetar Eexdbopa OTL OTOV £YOVIE TAPOLGIO KIVOUVOL Kol KOT' EMEKTAOT
EMOPOON TOV AYYOLG GTOVG EMPATEC KOTA TNV EKKEVOGN , TOPATIPOVUE SLOPOPEL
GTOV GLUVOMKO YPOVO EKKEVMONG. XTO GEVAPLN EKKEVOONG TAOIOV TTOPATNPOVE
ONUAVTIKY S10pOopd OVAUESH GTOV Y¥POVO EKKEVMONG TAPOLGio KvODVOL Kol GTOV
xpOVo exkévoong ympic kKavévay kivovvo. o v axkpifeia o ypdvog ekkévmong
mholov 610 GeEVAPLo oL VIPYE Kivouvog gival Afyo mapamdve and 30 Aentd v
GTO GEVAPLO  YPig KivOuvo 0 GUVOAKOG XPOVOS eKKEVOOTG elvan 24 AemTd .

To poviého tov Agents Aertobpynoe 1KoOvOmOMTIKA G OTOTEAEGUO VO
epeaviovton pe emrvyicn OAEC Ol CLUTEPIPOPEG KIvoMG TOL TOLG Elyoe
ONUoVPYNGEL AvAAOYQ LE T EMTESD TOV (YOG .

To mAnpopa mov Bewpnoape Ot gival EKTOOELUEVO Kot EUTELPO OV £PTAGE TOTE
6€ OKPOIES TIUEG TOV AYYOLG KOl TO TOGOGTH TOL €EEPPOAGAV TNV  GUUTEPIPOPE
wander ftav ToAD pKpd.

O ypdvog ekkévmong Kot oTig 000 doKIuES Ntav péca ota Opto. tov IMO ondte Ko
01 600 dokiéG propovv va BewpnBovv ainbopaveig .

H xivmon tov emPoatov otov ydpo mpaypotomomnke OpoAd Kol OpKETE

PEOMOTIKG POV VTPYOV 01 EMOPACELS TWV PLGIKMV SLVAUEDV .
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5.4 Mellovtikn epyacio

Ye pedovtikn epyocio Bo pmopovoe va mpoypotonomel PBedtioon Tov poviéAov oto

egng:

1.

Noa evtayfel 610 HOVTEAD TO EMIMEDO KOWMVIKOTOINONG £TGL MOTE VO, VITAPYEL TLO
EexaBapog Slaymplopog oTovg porovs Twv Agents.

Noa Bertiodel To mediov dpaong avdroya pe v nAkio tov kaBe Agent kot va Eyet
dueon enidpaon and To dyyoc.

Noa mpoyparoronfodv doKIHES (e TEPIGGHTEPA ATOO £TGL DGTE VO TPOGEYYICOVE
OKOLO TEPICGOTEPA PEAAMOTIKA OMOTEAEGHATO AVTO GLVERAYETAL OTL Ol TPEmeL va
tpomonom el To povtéro yia va vrootnpileton amd v ékdoon 18.1 tov Unity.
Téhog vo yivel ypion TEPAUOTIKOV OEOOUEVOV £TCL MGTE Vo, GLYKPLBovV Ta
AMOTEAECLLATO TV OOKIUADV LE OVTH TOV TEWPAUATOV .

Na evtayBel 010 povtélo 1 owoyéveld cav opddal.
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