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IHeptinyn

H mopovoca dumhopotikn mpoypatedetal v avamtuén €vog OAOKANPOUEVOL
NAEKTPOVIKOV TOUYVIOOV Y10 LIOAOYIOTEG HE TNV YPNOTN TOL TPOYPULUUATIGTIKOV
neppdrrovrog Unity 3D. To moryvidr evtdoceton oty koatnyopio “Pordv
avtokivntov” (vehicular combat). Méca oe po €dkd OSapopeouévn micto
TomoBETOVVTOL OKTMD OTOKIVITO T OTTOi0 LITopovV Vo eE0MMOTOVV e Topaviovg. O
YPNOTNG €YOVTAG TOV EAEYXO €VOG €K TV oynudtov mpoomobel vo e£ovimoel ta
VITOAOUTOL.

H oavantoén mg ev A0y epoppoyng eivar éva eyyelipnua 1o omoio mpodmobétel
épeuva o€ TOAAOVG TOUELS. APYIKA, Y10 VOL AELTOVPYTOEL L0 YEMUETPIO OC OVTOKIVITO
Oa TPEMEL VO VITOKOVEL GTOVG AVTIGTOLYOVG VOLOVS TNG PLGIKNG. [l TV dnpovpyia
€VOG TETO0V HOVTELOVL £EOUOTIMONG OoLTEITOL LEAETT) TV OLVAUE®DY TOL OGKOVVTOL
O0TOVG TPOY0VS TV TPAYUATIKOV avtokvitewv. H tpifn kabopilel 10 kpdtnuo oto
000GTPOLLA, 1| PO TNV TOYVTNTO, KOt 1] KAOETN dSVVOUN TNV GLUTEPLPOPA KATH TNV
oTpéYn TV TpoydV. EXTOg Opmg amd v e£opoimon Ta oxNUaTa Tov EAEYYOVTOL OO
TOV LTOAOYLOTY| ¥perdlovTal TexvnTy vonuoovvn. Me avtdv tov tpdno Ba givar oe
Béom va avtamokplfodv 6Tovg Kovoveg Tov matyvidolov. Ta avtokivnta pmopoldv va
Bpiokovton oe i omd TG €ENC KOTOOTAGELS: KOTAOIWEN OvTImAAov, AToELYN
avtimahlov, €EO6mAMon mupaviwv, e£dmhon vyeiag. Edv ta oynuota Ppiockovrot
CLVEYEWL OTNV KOTAOTOON «KATAOMEN» TO Touyvidl yiveton oAy SVGKOAO Yo TOV
YPNOTN, EVAD v Pplokoviorl cLVEXELD GTNV «amoPLYN» glvar ToAD edkoro. o va
VIapEeL 1GopPOTiD. OTIG OMOPAGELS TOV TOIPVEL O VITOAOYICTNG  YPNOLOTO oKV
dvo pébodot. H mpmdtn eivan puo pnyovn TETEPACUEVOV KATOCTAGEMY Kot 1) OELTEPT
elvan éva cvotnua acapovg Aoywne. H dtapopd tovg £ykettor otov tpdmo petdafoong
amd TN (o Kotdotaon oty GAAN. H pnyovhy menepacpévev  KaTooTAGEDV
YPNOLOTOLEL CLYKEKPIUEVES AoYIKEG cuvOnkes. T avTOd T0 AOYO Ol OMOPAGELS TNG
kafiotovior TpoPAEYILES Kol KOTA GUVETELD KOl 1) GUUTEPLPOPE TV avtimdiwy. H
TpoPAEYIUN cvuTEPIPOPd O TPOKAAEGEL dVCAPECKELD GTOV YPNOTN. AvTfET™G N
aocaPNS AOYIKN TAPAYEL OTPOPAENTEG ATOPAGELS KAOMG P CUOTOLEL AEKTIKOVS OPOVG
kot Tocootd. Ilpwv Eexwvnoetl kbbe aydvag o ypnotng etvar og Béomn va StodéEel T
péBodo amopdoemv mov Ba aKoAOVONGEL O VTTOAOYICTNC.

Emiong otovg KavoviGpovg Tov moyviolon TpocsTédnKe o Tp@TOTLTIO Y10 AVTV TV
katnyopia mwoyyvidiwv. Kdébe tpidvta devtepdrienta eupoaviletar, o€ toyaio 0éom,
péoo oty miota pio onuaio. Ola o oxynuata vroAoyilovv v BérTioTn dtadpoun
a6 v B€om mov Ppickovtor péypt v onpaia, £I61 AGTE Vo TNV TPOGEYYiGouV OGO
10 dvvatdv ypnyopdtepa. To dynua mov Ba eTdcel TpdTo KEPHILEL TOVTOLG, EVMD TO
televtaio amokieietar amd To maryvio,. H €bpeon tov koAvtepov\ypnyopdtepov
HOVOTOTION YiveTal pe Tov adyopidpo A*. T va Aertovpynost o A*, ypelaletar £va
oLVoLo onpeimv, pa apykn Kot po tedkn 0€om. Emeldn 1o moyvidt dev d1abétet éva
TEPLOPICUEVO TTEPIPAAAOV L KOLTAKIO OT®S Y10 TAPASELY O TO OKAKL, O TPEmMEL VoL
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onpovpyndet teyyntd mAéypa. Otav kAinbel o akydpiBuog, oe kdbe ovtokivito
avtiototyiletan o apykn 0éon oto mALypa. Qg tedikn 0éon Bewpeitar mavta 1 BEon
g onuaioag. Atbétovtog avtd to dedopéva o A* givan og Béom va Tpocdlopicel TV
GLVTOUOTEPT O1AOPOUN HETAED ALTOKIVIITOL KOl GTLLOLOG,.

Téhog, £KTOG aO TO TPOYPOUUUATIGTIKO KOUUATL ONUIOVPYNONKE L0l YPOPIKT OlETapN
vl to oy viot. Ta pevov Kot o1 EIKOVEG TOL TA TAOLGIOVOLV GYEONACTNKAY UE OKOTTO
TNV €0KOAT KOl EDYAPIOTN TAONYNOT TOL XPNOTY.
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Kepaiawo 1
Ewoayoyn

1.1 Elcaywyn)

210Y(0G TNG TAPOVGAS SUTAMUOTIKNG TOV 1) VAOTOINGT VOGS TPIGOIACTATOV TTALY VIS0V
Y. VTOAOYIOTEG pe €U@acn oty onpovpyio ovtévouwv aviimdiwv. O O6pog
“avoktol mepPdAlovtoc” mov PpIicKeTal GTOV TITAO OVOQEPETAL GTO YEYOVOG OTL O
XOPOG TOoL ToYVIdD elvar elevBépa mPosPAciHog amd Tov PN oTH, OEV VIAPYOLV
oniadn mepropiopol otig B€oelg mov umopel va KataAappdver o ypNoIG, OTWG
ovpuPaivel oe éva moayvior okakt 1 Othello. O 6pog “avtdvopor avtimoror”
AVOPEPETOL GTO YEYOVOS OTL Ol OVTITOAOL GTO TToy Vil pag gival tKovol va Tapovy v
KOADTEPT amOPOCT Yo TNV ovtotnto Toug HE Pdon TS €kdotote cLVONKEG TOV
wayviowL. To ev A0y moryviot umopel va katnyoplomoindel ota maryvidw PoAmv
avtokwvitwv (vehicular combat) [10], oto moyvidio tng omoiag TO KEVIPO TOV
eVOL0PEPOVTOG givat Ta avTokivnTa 1 GAAOL TOTOL oyNuata. Avtd eivar eEomAiouéva
pe Opopo OMAKE GLOTNUOTO LE TO OTOi0 TPOOSTUOOVUE VO KATOCTPEWYOVUE T
OYNLOTO TOV EAEYYOVTOL GO TOV VITOAOYIGTA 1} Atd AAAOLG TaiKTEG. ZVVIOMG VITAPYEL
Tn0opa dbéciuwv oynudtov kébe Eva pe Tig 0kég tov 1010TNTES. Tlapadociaxd
ompilovtor otV ypryopn €EEMEN katl évtovn dpdon Tov aydvo Kot Oyl TOG0 otV
vdOeon.

1.2 Meprypa@r) Tayvidiov

2V mopovcso VAOTOINGT, £XOVUE £va. GUVOAD GLTOKIVITOV T omoia elval dtabéata
OTOV YPNOTN, O 000G EMALYEL TO OWTOKIVIITO OV TPOTIUE Ko Hopel va TpEEEL o€
évav ayova. Ov mpobimobécelg vmd Tig omoleg kepdilet o ypnotng eivor va
e€ohoBpedoel OAovg Tovg aviurdAovg pe kdbe dvvatd péco. Mmopel dnAadn va Toug
KaTooTpEYEL eite pe PoAég MuPAVA®Y, EITE UE TO VO, GLYKPOVOTEL e SVVOUN TAV®
TOVC. XNV dgvTEPT Tepimtwon PéPata, elvar moAd mbovo Gt Kot T0 VTOKIVNTO TOL
ypno o vrootel POopés.

[No Aoyovg mpwtotvmiog oto moryvidl, TPootédnke €vo EMITAEOV YOPOKTNPLOTIKO.
Kabe 30 devtepdrenta péoo oty miota epeaviletor o onuoio tv omoio
EMOIOKOVY v Thpovy OAo Ta cvvaywviLopeva avtokivnta. Otav o ypriotc 1
KATO10¢ amd TOVG OVTUTAAOLG TOV KATAPEPEL VO TAPEL TN onpaio, TOTE TO AVTOKIVNTO
10 omoio améyel tn peyoAvtepn EvkAeideln amdotacn amd ) onpoic, avtopdtmg
KatooTpEPETOl. Me avtdV TOV TPOTO TO T VidL YIVETOL TEPICCOTEPO AVIUYMVICTIKO
Kol EVOLUpEPOV.
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Yt oy vidl owtov Tov THTOV Ot TOTEG OeV £XOVV TNV KAOGGIKN OOUN U0G TTOTOG
ayOVeV. Agv VIapYEL TPOKOOOPIGUEVT] dLaOPOUT], OAAG £vo aVOIKTO TEPPAAAOV TTOV
Bopiler apéva, oto omoio Exovv mpootebel mokida eumddL OTWS KTNPLO, Ppdyia K.o.
TPOKEWEVOL Vo, Yivel elkvoTikOteEpo T0 TepIPdArov. H miota oyedidotnke ond to
undév, pe v Pondeia Tpoypoppdtomv povieloroinong.

O ypnotg pmopet va emAéEel peta&d TANOOPAG CVTOKIVATOV, TO OToid SloPEPOVY
0TO YpOUO Kol TO EUPAnNUo, dgV VITAPYEL OULMOG O1OPOPOTOINGN OTIC EMOOGELS 1| OTIG
duvatdtreg toug. Emiong n yeopetpia eivon id1a yio 6Aa to avtokivito Kot pdAioto
amo tpito Onpovpyod.

Aldomapto péca oty TioTo VITEPYOLVY “KOVTIA” Ta omoia divovy 6To PN ot Pondeta,
pe v évvola 0Tl avamANpOVOLY TNV gvépyela kKol avéavouv 1 avafaduilovv tov
apBud tov 6mAov Tov Ypnotn. Otav £vag xpnotg tapst pio ovafdadon, avty eitvoe
Eava dabéoyun petd and kémola dsVTEPOAETTO.

Or mBavég ekdoyég tepUATIGHOL TOL TayvidwL sivan tpeic. Katd v mpdtn, o
xpNoTNG Oa yhoel To o vidl 0V TO ALTOKIVIITO TOV €L TNV UEYOADTEPT] EVKAEIDELL
amOCTOCT OO TNV onpoic, GVYKPITIKE pe To vrdlowma avtokivnta. H oamdctoon
HETPATOL TNV OTLYH] TOL KAmOowo Oynuo o @tdcel mpwto otnv onuaia. Emiong
amoKAEWGHOG umopel vo ovuPel edv pndeviotodv ot mOVTOL evEPYELNG/VYEING TOL
ypnom. H tedevtaio ekdoyn eivor o ypnotng va €£0vIiMoEL OAOVG TOLG OVTITAAOLG
Tov. Yrmoloyileton o Pabporoyia, n omoia e€aptdtor amd dAPopovs TapAyovTeg
nov Ba avalvBovV EKTEVESTEPO GE TAPOKAT® KEPAAMLO, 1| OTTolo amodnkeveTaL GE Eval
nivaKa 6Tov 0moio kpatovvtotl ot VYNAOTEPES Padporoyiec.

1.3 Ao} ™G epyaciag

H dopn tng epyaciag sivor n e€ng:

210 0e0TEPO KEPAANO TOPOLGIALETAL 1| O10YETEVOT] VAIKOD OTIC KAPTEG YPOUPIK®DV
Kabmg kat ot Pprodnkeg OpenGL kot DirectX. Avolvetat exiong 1 omelkovion TG
Ye®UETPlag otV 006VN TOL VTOAOYIGTH, 1 XPNON OKLOGTOV, VO®V KOOGS Kol To
Baocwa edto (point, spot, directional). v cuvéyeia avoldetor  Bewpio YOpo amd
TIG UNYXOVEG YPOPIKAOV, QUOIKNG KOl TOLYVIOUDV KOl TOPOVGLALOVUE TIC HUNYOVES
Source, Ego, UDK, FIFE, Panda3D. Emimhéov, yivetal avapopld o€ TEXVIKEG AYNG
AmTOPACEMY LLE TNV YPNON UNYOVOV TETEPACUEVAOV KOTOOCTAGEMY KOl OGOPOVS
hoyung. Téhog mapovsialovpe tov adyopiBuo A* kot ™ Pertioon tov pe ypnom
0VLPAG TPOTEPALOTNTAG AVTL GLVOEdEUEVN G AMOTAG.

10 TPiTo KEQAAUO OVOADOVTOL TO GLOTOTIKG TG unyavng mayvidwwy Unity 3D.
Apycd yivetonl pia YEVIKT OmOTOTOGCT TNG 0PYAVAOCNS TOV OVIIKEWEV®V GE GTOotKEln
(Components) kat otnv do6unon Oiwv tov oviotntov (Game Objects) pe ta
npoavapepbivio.  otoryeia  (Components). Ovopaotikd, too Components mov
napovotalovtor  givar  tomoBétmon (Transform), ocopatidwa (Particles), myoc,
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yveopetpia, kivnon (Animation), diktvo, @®OTO, VEEC, KAUEPO, TPOKATUCKEVEG
(Prefabs), édapog (Terrain) ko Scripting. Idwitepn pveio yivetor 610V 6KLOGTEG TNG
Unity, dibyvonc/avaxiaong (Diffuse/Specular), diapdavelog (Transparent), avouaing
emopavewog (Bump). Emiong n Unity dtobétel por oAl oyvpn unxavy QUGIKNHG, TV
Ageia n omoia avamtdooetan amd v etotpion NVidia. Ot unyavég eLoIKNG Yo vo
Aertovpyfcovy ypetaovtar Tig ovtotnTeg Tov Aéyovtol cvykpovotég (Colliders). Xto
ev Moym Kepdlato eEnyolue Tmg yivetar n aviyvevon cvykpovoewv pe Colliders odra
Ko 1 e€opoimon QuoIKAG pe TV ypnon akauntov coudtov (RigidBodies). Télog
&yovpe TG yevikég pvBuioeic tov mayvidov Quality, Render, Time, Input kot tnv
0AOKANP®OT) TOV TToyVidov. Me Tov 0po “OAOKANPMOGT) TOV TOLYVIOOD” EVVOOVUE TNV
dwdikacio katd tnv omoia to moryvidt Ba petatpanel omd £vo cuVoro apyeimv ™G
UNYOVG TOLYVIOLDY GE AUTOVOUO TPOYPOLLLLAL.

270 TETOPTO KEPAAOLO OVOAVETOL 1| OPYLTEKTOVIKY TOV EMTEOWV KOl 1) YPOQPIKN
dlemaen tov ypnotn. Kdabe maryvior ypetdletar pia ypapikn Semagn yio vo oivel Tig
ATOPOITNTEG TANPOPOPIEG GTOV YPNOTN KOl GE OVTO TO KEPAALOLO OvapPEPOVTOL OA TOL
HEVOD Kal 1 Agltovpyiol TOvg, KaOdG Kol 0 TPOTOG e TOV OO0 GLVOLOVTOL HETAED
TOVG.

2V apyn TOV TEUTTOL KEPOANIOV YIVETOL avopPopd otV PLOUICT TG YEMUETPIOG
TOV OLTOKIVITOV TPOKEUEVOL VO YIVETOL aVTIANTTO OO TN UNYovY] QUGIKNG. TNV
OCLVEYELL OVOAVETOL O TPOTOG LLE TOV 0TO10 VITOAOYIleTon N TayvTNTA TTOL OOl AVaTTLEEL
TO QLTOKIVNTO OVOAOYIKA [LE TNV OVTIOPAGT) TOL YPNOTI. ZTN GUVEYELN TEPLYPAPETAL O
TPOTOG LE TOV OTOI0 Ol AVTIMOAOL OVTIAAUBAVOVTOL KOl OTOPEVYOVV TO, EUTOLN, L0l
dwadikacio mov ovoudaletar Steering behaviors-Obstacle avoidance. Anladn, amnd
Bempio ylo TIg UNyOoVES TEMEPACUEVOV KOATOOTAGEMY KOl TNV 0GOPT AOYIKY, TEPVALE
oTNV €QUpPUOYN TOVG. MEowm TG YPNOoNG OYPOUUATOV QPAVEPOVETOL O TPOTOG
“oKkéyng” TV avTImAAoV kaBmg Kot OAOKANPT N dOUN TNG TEYXVNTNG VONUOCHVNG TOL
oy voov.  Téhog mapabétoviag kmdka mapovotdletor o aiydpiduog A* kot 1M
BeATi®omn TOL EMTLYYAVETOL XPNGLOTOLDVTOS OVPA TPOTEPOULOTTIGC.

210 €KTO KEPAAOO TApOLGIALOVTOL TO OMOTEAEGUOTO QOKULMY TOV TOLYVIdoh ot
omoieg Pondnoav omv e€aymyn cLUTEPUCUATOV GYETIKA Me TN otabepodtnTa, TNV
guypNoTicL TOL Kot 6TO Va Yivouv 010pBdcels pe BAon Tig TapaTNPGES TV YPNOTOV.
To gpomuotordylo mov ypnotpomombnke givar o QUIS amd 10 mavemoto Tov
Maryland.

Y10 £Boopo ko terevtaio ke@dAoto yiveton avoke@oloimon NG SMAOUATIKNG
SwTpPne, ovoeEPOVIOL TO GUUTEPACUOTO TNG €Pyociog Kol emionuoivovol
HUEALOVTIKES EMEKTACELG.
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Kepaiaro 2
Teyvoroyia I'pa@ikav

e aTd TO KEQAANLO TOPOVGIALOVTUL Ol TEYVOAOYIES YPUPIKOV TOV YPTCLULOTOI0VVTAL
oV ovantuén moayvidldv oAAG Kou otny onovpyio animations kor e@é pe
EPUPLOYEG GTOV KIVILATOYPAPO.

2.1 Aoyétevon vAkoV ypa@ikwv (The Graphics Hardware Pipeline)

H dwoyétevon (pipeline) eivon pio akoAiovBio amnd otddior o omoiot £KTEAOVVTAL
napaiinio pe  kabopiopévo tpoémo. H Ewdva 2.1 amewoviler oympotikd
JLOYETEVOT] TTOV YPNOLUOTOLEITAL OO TIG CUYYPOVES KAPTEG YPOUPIK®V GE EMIMESO
VAKOV.

Vertex Connectivity

- l Colored
Fragments Fragments

Primitive Fragment

7 Raster
") Assemblyand| P Texturing and | mp >
; Coloring Operations

Vertices Transformed Pixel
Vertices ' Updates

Pixel Positions

Ewkova 2.1: H dwoyétevon vmko0 ypopikav [24]

H tpiodidotam epappoyn otédver ot GPU pia axolovbio and xoppfovg ot omoiot
QTOTEAOVV YEMUETPIKA GUVOLL KLPimg ToAVYova, Ypappés kot onpeio. Onog paivetan
KOl OTNV TOPOKATO €KOVO, LIAPYOVV TOALOT TPOTOL TTEPLYPAPNS TOV YEMUETPIKMOV
SLUPBOA®V.
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Line Loop

‘b

Independent Quads Quad Strip Polygon

Ewova 2.2: Tomor yeopeTpik®v cuvorov [24]

Kabe kopoon €xer o Béon aAdd ko 01dpopeg GALES 1010t TEG OIS PaCIKO YpdLLO,
devtepevov M kotomtpikd  (Specular) ypopa, o N mEpLocdTEPES  OUADES
CUVIETAYUEVOV 7OV  aPopodv Tig veéc (texture) kot éva “xavovikd” (normal)
dwavoopa. To kovovikd Otdvucpo mpooolopilel mowo elvor n KatevBvvorn g
EMPAVELNG TOV KOPLOAOV KOl 1] TUTIKT] PTOT TOV GTOVG VITOAOYIOTEG GYETILETOL LLE TO
QPOTIGUO.

2.1.1 METAGXNUATIOULOC KOPUPWV

O ueTOOYNUATIOHOG KOPLO®MV 0moTeAel TO TPMOTO o©TAd0 emelepyaciog otV
droyétevorn LVAKOD ypagikdv. Katd 1o otddolo avtd exteAeiton pio axolovbio
poOnNuUoTIK®OV  Jldlkaolwdv o€ KABe kopver, ot omoieg meptlapupdvouv  To
petacynuoticpd g 0éomng e kopueng o€ pa Béon g 006vng, Yo xpron amd v
HOVAOQ OV KAVEL OTEIKOVION OLIVUGUOTIKAOV YPOPIKAOV LE YPNOT EIKOVOSTO(EIWV
(rasterizer), mopyovtog TIG GUVTETAYUEVES Y10 EPOPLOYT TOV VYAV GTNV ETPAVELN
Kot oOTIlovtag TV Kopuen Yo va kaBoploTel To YpMLLL TNG.
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2.1.2 MIpwTapyLKl) CUVAPHOAGYTOT) KAL ATIELKOVLOT)

Ot peTaoYMNUOTICUEVES KOPVPEG TPOYWPOVV GEPLOKE GTO ETOUEVO GTAS0, TO OTO10
ovopaletal TpOTAPYIKN cvvapuordynon kor amewkdvion (primitive assembly and
rasterization). Apywkd cvvaOpoilovtar o1 KopLEEC Kot oyNUOTICOVY YEMUETPIKA
oynuato Pociopéve GTIC TANPOPOPIEG TOV £XOLV Ol KOPLPEC UE OMOTEAEGHO TN
onuovpyio pog axolovbiog oamd tpiywva, ypappés, 1 onueio. To yeopeTpikd
OYNULOTO EVOEYETOL VO OITOLTICOVV TEPIKOTN GTNV OPOTH TEPLOYN TOV TPLGOLAGTOTOV
xdpov (view frustum). O answoviotic (rasterizer) umopei eniong vo amoppiyetl To
TOAVYWOVOL EAEYYOVTOG EGV 01 EMPAVELEG TOV KOLTOVV TPOG Ta LEGA 1 TPOG Ta €M, Lot
dwadikacia yvootn og Eediareypa (culling).

210 TOADY®VO TO Omoiol OMOUEVOLV HETE amd To PrHote NG TEPIKOTNG Kol
EEOOAEYHOTOG TPEMEL VO YIVEL OMEIKOVIOT] OLOVUGUOTIKAOV YPOPIKOV HE YXPNoM
ewovoototyeiov (rasterization). H anewkdvion (rasterization) sivar n dadikacio pécm
¢ omotog kabopiletar To GUVOAO TV EIKOVOCTOLYEIOMV TOL KAAVTTOVTOL Old £val
YEOUETPIKO oynua. To moldywva, ot ypoupés Kot ta onpeio ansikovilovton pe ypnon
EIKOVOGTOLYEIMV, COUP®VA LLE TOVS KAVOVEG OV £Y0LV OPLoTEl Yo To KABe €val TOTO.
Amotedéopota g omewkoviong  (rasterization) eivar  éva  obvolo  Bécemv
giovoaototyeiov kabmg emiong Kot £va ovvoro mov opifovv éva koupdtt (fragment).
Agv vrdpyetl kapio oxéon LeTaED Tov aplBod TV KOPLEAOV TOV £XEL £VOL YEOUETPIKO
oYNUOL KOt TOL OpPBHOL  TOV  KOUUOTIOV 7oL  mopdyovior Otav  yivetot
anmewovion(rasterization). Tlopodeiypoatoc yapwv, évo Tpiymvo omoteloduevo amd
tpeic Kopveég Bo pmopovoe va KataAdPer oAOKANpM TV 006V Ko EMOUEVOS Vo
TOPAYEL EKATOUUOPLO. KOUUATLAL.

H d1bxpron petald evdg Koppatiod kot evog ewkovoototyeiov givor onpovtiky. ‘Eva
glKovootolyeio  avimpoocwmnedel to mepleydueva evog frame buffer oe
ovykekplévn 0éom, Onwg 1o ypopa, To PABog Kol 0molecOTOTE AALES TYES TOL
ovvdéovtor pe eketvn v Béom. 'Eva koppdtt givor 1 KoTdoTaon TOL EVOEXOUEVOS
YPEWILETAL Y10 VAL EVILEPDGEL EVOL GLYKEKPLUEVO EIKOVOGTOLYELO.

O 6poc tepayo (fragment) ypnowomoteiton emeldn n omewkovion (rasterization)
yopilel kdOe yempeTpkd oynuo, yio mopddstypo Eva Tplymvo, 6€ KPO KOUUATLO Yo
K@Oe ewovootoryelo mov koAvmTEL 1O oynue. ‘Eva tepdylo €xer vy ke
EIKOVOOTOLYEID Hio oyeTIKT B€om, o Tyun faBove Kot Eva GUVOAO TOPAUETP®Y OTTMG
Ypouo, Katorptikd (specular) ypoua kot éva 1| TEPIoGOTEPO GHVOAN GUVIETOYUEVMV
VONG. AVTEC Ol TOPAUETPOL TPOEPYOVTAL OO TIC LETACKTUATIGUEVES KOPLVPES TOV
amoptiCouv 10 1010iTEPO YEMUETPIKO OYNUO TO ONOi0 YPNOUOTOlEiTeE Yoo TNV
TOPAYOYN TOV KOULOTIOV. Mmopodue va okeTovpe kdbe Koppdtt og éva “mbovo
ewovootoryeio”. Edv éva koppdtt mepvad TIC OSLAPOPEC OOKIUES  OMEIKOVIONG
(rasterization) tote evnuep@vel £va gikovoototyeio otov frame buffer [24].
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2.1.3 MapePoAr), VQEG KAL XPWUATIONOG

Ortav éva oynua £yl amEIKOVIGTEL G€ [o GUAAOYN UNOEV N TEPICCOTEP®V KOUUATIDV,
T0 OTAO0 NG TAPEUPOANC, TOV VOOV KOL TOV YPOUATIGUOV, HETAPAAAEL TIG
TOPAUETPOVS TMV KOUUATUIDV, OTOL Kpivetor avaykoio, eKTeAel pior akoAovbia
EQOPUOYNG VOOV Kol LoONUOTIKOV d1adkact®V, Kot Kafopilel To TEMKO yp®UA TOV
k@0e Koppatov. Extog and tov kabopiopd Tov 1eAKkol YpOUOTOS, TO0 6TAd10 avTd
pmopel emiong vo dnpovpynoet €va vEo KOUPATL 1 akOUN Kot vo amoppiyel éva
KOUUATL UE GKOTO TNV avavE®MGT TOL avTioToryov gikovootolygiov oto frame buffer.
Emtpénovtag oto otddo avtd va pmopel vo amoppiyel Eva KOUUATL, EKTEUTOVTOL
Eva M KOVEVO YPOUOTICUEVE KOUUATIO Yoo KABe Kouudtt mov Aapupdvel omd v
€16000.

2.1.4 AwaSikaoieg anewkoviong (rasterization)

To o14d10 amekdviong S10d1KAGIOV EKTEAEL [ TEMKN akoAovBio dladKacldv ava
Koppdtt apéomg mpv evnuepmbel o frame buffer. Avtéc ot dadikacieg amotelovv éva
Toromouévo pépog tv Pilodnkedv OpenGL kou Direct3D. Katd ) didpkeia,
aVTOV TOV GTABIOV, Ol KPLUUEVEG EMPAVELES amoPdAlovTol HEGH Mg OladKaciog
yvootn og dokwur Pabovg(depth testing). AAla amoteléopoto, Ommg N avaueén
(blending) kou 1 okioion Paciopévn oto stencil, eppavilovton exiong katd T S1dpkela
aVTOV TOL G6TOdIOV.

To otdoto raster swdikacudv eréyyet kbbe Koppdtt facilopevo og d1bpopeg OOKIUES,
oV yoldwov (scissor test), aipa (alpha test), tov stencil, ko tov dokipudy Babovg
(depth test). Avtég ot dokipuéc mepthappdvouv 10 TeAMKO ypodpa N to Padog Tov
KOUHOTIoN, TN B€0m €1KovooTolyeiov Kot TiG avl EIKOVOSTOLXElo TIHES ToL BABovg Kot
tov stencil. Eav omowadnmote dokipr] amotdyel, T0 GTASI0 OMOPPINTEL TO KOWWUATL
(fragment) ywpic va evnEEPOVEL Y100 THV TYLH TOL XPOUOTOG TOV EIKOVOGTOLYEIOL. X
TEPIMTOON  EMTLYOVG OOKIUNG, N Twn PdBovg Tov €KOvooTOlEiov pmopel va
avtikataotodel pe v Tyun Pabovg Tov Koppatiov. Metd 10 TEPOS TMV SOKIUMY, o
dwadkacia avapeiEng (blending operation) cuvévdaletl To TEMKO ¥PMLLO TOV KOUUATION
(fragment) pe v avtictoyn TWR YXPOUOTOG TOL €kovootolyeiov. TéAog,
Kataypapetar o évov frame buffer 6t n Asrtovpyia avtikediotd to ypdUHo TOV
EIKOVOOTOLYEIOV UE TO aVOUEUELYIEVO Ypodua [24].
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Fragment & Pixel
Associated . Ownership .

Data Test ‘

Depth Stencil
Test J_ Test

Scissor Alpha
Test . Test

4 4
Depth : : Stencil :
Buffer ¢ =~ === Buffer € """
. : . . Color
Blend Dith L (o] i
ending o ithering > ogic Op > Buffer

Ewova 2.3: Tuvmkég raster drodikaocicg OpenGL ko Direct3D [24]

2.1.5 OTttikomolwvTag TV SLoxétevon ypa@ikwv (Graphics Pipeline)
[Mopaxdto @aivovtor Ta otdd TG d10xETELONG. ZTNV EKOVA, ameKovilovTal VO
tpiyova (rasterized). H dwodikacio EEKIVAL [LE TO HETOOYTLOTIGUO KOL TO YPOUOTIGHO
TOV KOPLe®Vv, ovveyiletor 1 ovvdbpolon TV oynUitov Kot Tn Onpovpyio
TPLYOVOV om0 TIG KOPLPEG, OTMG VTOJEIKVOOVV Ol OLOKEKOUUEVEG YPOLUES. XTO
emoOpEVO Prua o omewkoviotng «yepilewy to Tpiyova pe KOUUATIH Kot TEAOG
AapBavovtol oYM O KATAYWPMNUEVES TIUEG TOV KOPLOAOV KO YPTCLLOTOIOVVTOL Y10
™MV €Qapuoyn veov Kot ypopatoc [24]. Na onueiwdel o1t and évav moAd kpo
aplOpd Kopue®V dNovpyoHVToL TOAAG KOUUATLOL.

0 . 0 N Co TR . ,.:W
. o » . ¢ » '
[ ] (o) .‘. ................ 0 k
Colored Vertices Af.ter Primitive Assembly Rasterization Interpolation, Texturing,
Vertex Transformation and Coloring

Ewova 2.4: Apyiko 6tad10 TG d1oyitevong Ypupik®v [24]
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2.1.6 TMpoypappaTt{OLEVT) SLOXETEVON YPAPLKWOV

H oVyypovn téon mov kuplopyel 6To oYESOGUO TOL LAIKOD T®V YPAPIK®V givol M
EVOOUATOON OLENUEVIC TPOYPOALUUATIOTIKNIG SUVATOTNTOG GTO EMIMEDO TNG HOVASOGC
eneepyaciog ypagikav (GPU). Zmv Ewdva 2.5 mapovcsidlovior to oTdd0
eneepyaciog TV KOPLO®V KOl KOUUOTIOV GT1) SOYXETEVCT] LLOG TPOYPOUUATICOUEVNG
GPU.

3D

Application
or Game
3D API
Commands
3D APL:
OpenGL
or Dir
CPU - GPU Boundary
GPU
Command &
Data Stream Assembled Pixel
Vertex Index Polygons, Lines Location Pixel
Stream & Points Stream Updates
GPU | sy Primitive | o) Rosterization & | vemmmp  Roster |y o o L
Front Assel Interpolation Opera
Pretransformed Transformed Rasterized Transformed
Vertices Vertices Pretransformed Fragments
A Fragments Prquumm bl !
Vet Proceso ey

Ewkéva 2.5: Zynpotiki aneikovien) g o1oyETevons Ypaik®y [24]

Etvor eavepd amd v mopandve ewova 6Tt TO60 1 eneEepyosio TV KOpueav 0G0
KOl TGOV  KOUPOTIOV  £xouv  dwacmactel o€ mpoypoppotilopeveg povades. O
TPOYPAUUATICOUEVOG EMEEEPYAOTNG KOPLP®VY €IvVOL 1] LOVADO DAIKOV TTOV €KTEAEL TOL
npoypappoto. Cg (C for graphics) xopveav, eved o mpoypouuatilOUEVOg
ene€epyaoTnG KOUUOTIOV ivor 1 povdda mov ektedel ta Cg TPOyPAUUOTO KOUUOTUDV.

2.1.7 lIpoypappati{OUEVOC EMEEEPYAGTIIC KOPLPWV

H Ewova 2.6 mapovcialel £vo d1dypoppo pong yio Eva TUTIKO TpoypoUUoTiCOUEVO
enefepyaotn Kopveav. To pHoviéAo pong 0edOUEVOVY Yo TNV eMECEPYUCion KOPLODV
EEKIVA e TNV E10AYOYT TOV O0TATOV TOV KOPLe®V (B€0M, YPOU0, CUVTETOYUEVEG
VOOV K.0.) otov enefepyaot Kopveav. ‘Emeita, o enefepynotng kopupmv
emovalopPavel TV eKTELECT LOG EVTOANG Kol TNV eKTEAEl £0G OTOV TO TPOHYPOLLLLLOL
Kopue®V va teppatiotel. Ot eviodéc €xovv mpdoPoaotn oe d1dPpopes UKPITEG OUADES
KOTOY®OPNTAOV 01 0Tt0i0l TEPIAAUPAVOLV TIG TIES TOV SOVUCUATOV, 0TS OLTOV TNG
0éonc, ™c xavovikng (normal) Oéonc, M tov ypdpoatog. Ot 1WBOTNTEG TOV
KOTOYOPNUEVOV KOPLP®V €lvarl HOVO yio avayveon Kot TePAapUPavouy optopéveg
OMAOES WOTNTOV YO TIC KOPLPES, Wilaitepa yoo TV eeoppoyr. Ot mpocwpvol
KOTOY®OPNTEG UTOPOVV Vo SofacToVV, Vo EYYPOPOVV Kol YPNCLOTOIOVVTOL Y10, VO
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TPOYUATOTONOOVV 01 VTOAOYIGUOL TV EVOIIUECOV ATOTEAECUAT®V, KLUPIWS Yo TNV
amofNKeLoN TOV TPOCOPWVAOV THOV TV petafAntov. Ta amoteAéopoata TtV
KaToyopnTtav givor uovo yio €yypagn, ywo. Ta oroia givor vrevbuvo T0 AOYIGHIKO.
Otav 10 TPOYPOUUL TOV KOPLODOV TEPUATIGTEL, TO OMOTEAEGUA TMOV KOTOMOPNTAOV
e€0dov meplapPavel TG KovoOpYleg UETOOYNUOTIOUEVEG KOPLEOEC. Metd v
EYKOTAGTOON KOl TNV OTEKOVICT] TOV TPLYM®VOL, 01 TopEUPAAAONEVES TIHES Y10 KAOE
KOTOOPNTH TEPVAVE 0TOV eMe€epyaoTn Koppatidv [24].
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Ewkéva 2.6: Awgypappa poig yia Tov tpoypappatiiopevo enelepyasti) Kopueav [24]

2.1.8 [Ipoypappuati{OHUEVOC EMEEEPYAGTIIC KOUUATLHOV

O mpoypoappotilopevog emeepyaotng KOUUATIOV omortel mTOAAES omd TS 101Eg
padnuatiké dladtkacieg mov yperalovrol kot ol eneepyoaotés kopveamv. H dapopd
Tovg €ivor OTL VTooTNPilel Kol emMTALOV OOIKAGIEG Yo TNV €PAPLOY] LO®V. Ot
JLOIKAGIES Yo TNV EPAPUOYN VOOV dIvouV TN SLVOTOTNTA GTOV ENEEEPYUCTN VAL EXEL
TPOGPACT GTNV VPN TNG EKOVOS YPTCLLOTOLOVTOS TIG GUVTETOYUEVES KO ETELTO, VL
EMOTPEPEL EVOL PILTPAPIGUEVO OETY LA TNG VPTG TNG EIKOVOLG.

Ymv ewovo mov okoAovfel @aivetor éva didypoppo pong Yoo £va GLYYXPOVO
npoypappatiiopevo eneEepyoctn koppatiov. Onmg Kot 6Tov eneéepyacty| KOpueav,
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£TOL KOL GE TNV TNV TEPITTOON 1M PON TV O£S0UEVOV TEPIAAUPAVEL TNV EKTEAECN
oG GEPAS EVIOAMV €m¢ OTOL va teppatiotel to mpdypappa. Emiong, vrapyet wa
opdoda amd kaToyopntég €16600V, Ol omoiol, o€ avtifeon pe TIC 1WO10TNTES TOV
KOPLOOV, TEPIAAUPAVOLY Kol TIG EVOLAUESES TOPOUETPOLS Yoo kbBe woppdry, ot
omoieg &xovv oprotel amd TPV Kot TPONABay amd TIG TOPAUETPOVS TOV KOPLPAOV TOV
amoteAovV éva oynua. Ot dadikacieg ™G eyypaens Yo TOVg Kataympntés ££600v
neptlopfdvouy 10 ypopo Kot pepkés @opéc v véa Tl Pdbovg tov KAOE
Koppato. Ot evioléc TV TPOYPUUUATOV TOV KOUUATIOV TEPAAUPAvVOLY Kol
EVAGELS LLE TNV VOT).

Begin Initialize |
» Parameters
v

Fragment
Primitive Program Fetch & Decode
Interpolants Instruction | J°°°°° > Next Insi
Memory -
'
' v
'
Temporary .
Registers

Map Input Values:

|
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Instruction
Loop
Compute Texture
PRESApES. Address & Level-of ==
‘ & Fetch Texels Yes

Texture
Images
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.

e O S S R P

Output Emit Final
Depth&Color |  f===========ccccncecenn | 3 Fragment
Outputs

Ewkovo 2.7: Aldypoppa pong yio Tov TpoypoppotiCORevo enséepyaoti) Koppatiov [24]
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2.2 Ailema@eg ypa@ikwv (3D APIs)

2.2.1 Direct3D

To Direct3D &ivor koppdtt tov DirectX API g Microsoft kot eivon dabéciuo pdvo
v to Aettovpykd ovotnua Windows (Windows 95 1 vedtepo) Kot yio TO avolyTtov
Koo tpdypappa Wine. Amotelel emiong tn Pdon yuwo T YpoQKy SETOEN TOV
moyvidopnyavav Xbox kot Xbox 360. To Direct3D ypnoyionoteiton yio va mapdyst
(render) tp1odidoTOTO YPOUPIKA OE EQOPLOYEC OTIG OTOIEG 1) YPOVIKT 0mddoon Tailet
TOAD onuavtikd poro, OTmG Yoo Topddetypa ota matyviow. Emiong emtpénel otig
EPAPLOYEG VO EKTEAOVVTOL GE OAOKAN PN TV 006V avti og éva pkpd mapdbvpo, av
KOl UTOPOLV va avoiEouv Kot HEGO 6€ TapdBupo €4V TPOYPOLUATIGTOOV Yo ALTOV
tov okond. To Direct3D ypnowuonoel emtdyvvon viwkov, < hardware acceleration”,
edv Quotkd eivar dwBéoun omd TV KEAPTO YPOPIKAOV, ETITPETOVTAG TV EMLTAYLVON
o€ OAOKANPM TNV OOYETELOT YPOPIKOV 1 G€ £vo KOUUATL TNG. AVOOEIKVUEL
eeMypuéveg duvatotnteg ypapikdv o6mog z-buffering, anti-aliasing, alpha blending,
mipmapping, atmospheric effects, o1 perspective-correct texture mapping. H
avdAvon TV mpoavagepBEiviov TEXVOAOYIOV glvar TEPO amd TOVG GTOYOVG TNG
Tapovcog epyaciog [14].

2.2.2 OpenGL

To OpenGL (Open Graphics Library) eivow pia diemaen yuwoo Tt dnpovpyia
ePappoydv mov mapdyovv 2D kot 3D ypagikd aveEaptntog TG TAATPOPUOG GTNV
omoia Agttovpyovv. H diemapn] dwbétel mepiocdtepeg amd d10KOGLES TEVIVTO KANGELS
CLUVOPTNCEMY Ol OMOoieg WUmMOPOLV Vva ONUIOLPYNOOLY TOAVTAOKO TEPPAALOVTIQ
Y¥pNooTolvTaS Pactkd yeopetpikd oynuoata. To OpenGL avartdybnke omnd tnv
Silicon Graphics Inc. (SGI) to 1992 xou ypnowomnoteitan ce gpappoyés CAD,
gIoVIKNG Tpaypatikotrac, scientific visualization, information visualization kot
eopowmtéc [16]. Emiong ypnoomoteiton ko yio moryvidwo, 6mov avtayovifetatl 1o
Direct3D ¢ Microsoft.

2.2.3 Direct3D svavtiov OpenGL

To OpenGL Bpickel epapproyn 6e eMOYYEAUATIKES EQUPLOYEG EVD TO OVTITOAO 0£0C,
10 DirectX ypnowomoteitar kvpimg vy v avémrtoén moyvidiwv. O 6pog
“EMOYYEAMLOTIKEG  EPOPUOYEC”  OVOPEPETAL OTNV  EMOYYEALOTIKY]  TOPAYWOYN Kot
ATEIKOVIOT YPUPIKAOV, OTMG OMTIKE £PE GE TOVIEG 1| EMICTNUOVIKY OTEKOVIOT KOl
eCopoimon, og avtibeon pe ta Toyvidio ot omoio Ta TOPAYOUEVE YPOPIKA ival Yo
TPOCMOTIKY KOt OYL Y10l EMOYYEALUATIKY] YPT|ON OO TOV TEAKO XPNOTN.

I'evikd, to Direct3D eival oyedloopévo Y100 VO OTTTIKOTOLEL TPLIOOIAGTATES OIETOPES
vAko¥ (3D hardware interfaces). O mpoypoppaTioTHg ToyVISIOV dgv ypetdleTol vo
acyoAnfeil pe to VAKO TOV LVTOAOYIGTY] GTO OMOI0 OVOTTVGGEL TNV EPUPUOYY TOL.
Avtifeta to OpenGL anotehel £va TpIGOIACTATO CVGTNUA OMEIKOVIONG LE EMTAYLVON
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vAkod ( 3D accelerated hardware rendering system ) to omoio pmopei vo
npocopolwdel péoa oe epappoyés. H oyedioon tov dvo avtdv demapdv eivol
Baciopévn o BepeMmdmg EexmploTég 10€eq [9].

To np®dTO amattel amd TV EPApPOYN VO SOYEPLOTEL TO VAIKO TOV DTOAOYIGTY], EVA TO
devTEPO Ypetdletar o emmAéov vAomoinon odnyov (driver) n omoio to dwoyepileTon
aveCdptra. o to OpenGL ovtd onuaivel pikpotepn OLOKOAMO GTNV AVATTLEN
kodwa Y to API, evtodtolg avEdvetor 1 duokoAio Yoo TV avdmtuén evog 0dnyov
(driver) o omoioc Oa £&xel kaAn amddoor. Otav ypnowwonoteitor to Direct3D, o
UNYOVIKOG TPETEL VO OLOYEIPLOTEL TOVG TOPOLS TOL LAIKOD OLTOVOUW. ZE QVTHY TNV
nepintwon OUmS, 1 vAoroinom etvat amrlovotepn Kat ot unyavikoi £xovv v gveA&ia
VO KATOVEILOLY TOVE TOPOLE TOL GCULGTNUOTOC LE TOV OMOOOTIKOTEPO Yo, TNV
epappoyn tpomo. I[lépa amd wdamoleg HIKPEG AELTOVPYIKEG OlPOPEG, Ol OTOLES
onuovpyndnkav pe v maApodo TV YPOVEV, ot dV0 OETUPES TUPEYOLY TAEOV,
00OV 10 1010 EMIMEDO AEITOVPYIKOTNTOG.

2.3 Aiktva yewuetpiag ( Meshes )

Kd&Be moyvior dwabéter to avtiotoyo mepiPdAlov, 1o omoio umopetl va givor évog
opoépog, éva omitt | pio Propunyovikny eykatdotact. Otav TPpOTOEUPAVICTNKAY T
NAEKTPOVIKE Oy violo KOl EMEDN Ol KAPTEG YPOPIK®OV OV NTOV 1010iTEPQ 10YVPES,
YPNOOTOL0VGAY POTOYPAPIEG 1] KIVOUUEVEG EIKOVEC Y1O0L VO OVATOPUGTIGOVV TO
nepPdrArov tov moyvidwov. Kdamown otypr| €ywve petdfoaon omd 15 000, OTIS TPELS
OoTAoELS KO £€TOl ONIovpyYNONKe M avaykn yo tpledidotarn yeopetpio. [a v
OMTIKOTOINGN €VOG OLTOKIVATOL 1 €VOG avBpAOTOL GTOV VLTOAOYLOTY| OMOLTEITOL
TOAOTAOKY YEOUETPIOL TOV OEV AVTIGTOXEL GTOV GLVOLOCUO OTADV CYNUATOV OTMC
KOoPor ko oeaipes. o ovtd T0 AOYO HmOpPOLUE VO GYEOACOVUE TOAVTAOKN
YEOUETPIOL LEGM XPNONG EWOTKAOV TPOYPAUUAT®V, ONAAOT| dlKTLA YEMUETPING, TO OTTOLN
AVOTOPLOTOVV TO OVTIKEINEVO paG Kot dgv Poacilovial 6€ GTOWEUDON YEDOUETPIKA
oYNHaTO.

2.4 dwTIopndg (Lighting)

O ootiopdg givar 0 oNUOVTIKOTEPOS TTAPAYOVTAG GTNV TEXVOAOYIO TOV YPUPIKOV
KaOdC amd avtd kabopiletal to OO pealotikd Bo ameucovileton 1 yewpeTpia £vOg
OVTIKEULEVOV. XTNV GUEPIVY] ENMOYN TO EMINEO PEOAGLOD EYEL PTACEL GTO GNUEIO VL
unv umopovue vo dtakpivovpe TN Swpopd UETAED TOV  YPOUPIKGOV KOl TNG
npaypoatikdtnroag. Kdmowot and tovg adyopifuovg mov ypnoeiomolovvTonl Kupimg yio
TNV TOPOY®YN OTTIKOV £QE 6g Tavieg givar ot ray tracing, global illumination, final
gather, to peyoAVTEPO MEOVEKTNUO TOV OMOIMV €ival 0 YPOVOS VITOAOYIGUOV
(rendering). Ot kGptec YPOUPIKOV OV UTOPOVV VO, EKTEAEGOLV OLTOVG TOVG
aAyOp1OLOVG GE TPAYLATIKO YPOVO AOY® TMV ATOLTICE®Y TOVG GE VITOAOYIOTIKY| 10D,
HE OMOTEAEGHO OTO Toyviow vo eapuoleTor M TEYVIKN TOL YAPTN QOTICHOV
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(Lightmap). O xaptng emTIoHoV gival pio dopun SESOUEVOV TOV TEPLEYEL TANPOPOPIEG
YL OKIEG KOU QOTEWVOTNTA EMPAVELOV Kol givarl oTaTikOc, OnAadn ot okilég og
petafdAlovtol Katd tn SpKELN TOV ToL VIS0V,

2.5 Y@ég (Textures)

Y o1 ovopdlovpe T1g 1310TNTEG Kot TO aisONLo TOV (oG apivel pio EmQAaved Otov TV
ayyiCovple, Kot TIG YPNGLOTOIOVLE Y10 VO OTOODCOVUE PEAMOUO GTNV TPLGIUCTOTY
anewkovion. Ot veég Oums, eivarl eKOveS OV TPEMEL Vo YopToypaenfodyv mive oo
Tplodidotata avtikeipevo. H yaptoypdenon (texture mapping) sivai pia pébodog yo.
Vo amodMCOVUE AETTOUEPELD. T VO YPOUOTICOVHE £V YPOEIKO QTIOYHEVO OTd
VIOAOYIOT N €va TPLOOAoTOTO HOVTELO. YTapyovv TOAAG €10 yaptoypdonong
voov. Tlopaxkdtw oavaeépovior kamold omd To  PACKOTEPA KOl  EVPEMG
YPNGLOTOLOVLEV L.

[MoAvyaptoypdenon (multitexturing) ovopdaleton n xpnoyLoToinen teplecdTEPOV ATO
LG VOOV TAVD G€ €va TPLedtdoTato povtéro. Ta mapdaderypa, o podda Exet GAAO
texture ywoo v {Avta kot GAAO Yoo TO AAOTIYO, 1 YEOUETPIO TNG OUMG TAPUUEVEL
evwia. H yaptoypaenon Babovg (Bump mapping) emitpénel og pio vo1| vo eEAEYYEL TO
VYOG NG EMOTPMONG HE OMOTELECUA 1 EMPAVELN VO, Lo Olvel TV EVIVTTMOOY TOV
BaBovg, yopig va emmpedletor n yeopetpio. Avtd mov cvpfaivel otnv ovcia givar 6T
0 bump mapping moapepPaivel oty Sladikacio. EMOTIGUOD Kol £T61 Ol aAyoplOpot
vouiCouv o011 N empaveia &yl Paboc [6]. Ot dnuogiréotepeg pnéBodot givar to normal
ko parallax mapping.

Ewkéva 2.8: Aprotepd pio coaipa yopic bump, ds&a pe bump [6]

24
Amopotiky Epyocio



2.6 Lxwxotég (Shaders)

"Evog 6K106THG 6TOV TOUEN TOV YPAPIK®OV &ival £va GET amd €VTOAES AOYIGHKOD, Ol
omoieg YPNOULOTOOVVTAL OO TOVG YPUPLIKOVS TOPOLS KLPIMG Yol VO EKTEAEGOLV
oxed1aoTIKA €€, Ta €p€ 0LTA 0POPOVY KUPIMG TNV OVTIOPUCT) TOV S0POPOV VAK®V
ue 1o ec. INa mapdderypo o okiaotig Lambert eivar yuo T pot emedveieg evd o
Blinn ywo petodiucég [19].

Ewkéva 2.9: Aprotepd soaipa pe lambert, dg€ud pe blinn

2.7 Kwvovpuevo ox€810 (Animation)

Yto eAMnvikd amodidetan eite pe tov 0po Kiwvodpevn Ewodva, elte mepippactikd, mg
Anddoon Kivnong oty Ewova. Animation ovopdletot n tayeio mpofoin pog oelpdg
ewovov (dedidotatng N Ttpiodidotatng pakétoc) 1 0écemv evog Lovtélov, e 6Komo
Kot TEMKO omotéAespo TV yevdaicOnomn tng kivnong. Amotelel opOBaAipamdtn g
kivnong kot avtd cvpPaivel €€ artiag TOV EAVOREVOL dATNPNONG NG EIKOVAS GTO
pdrt eni 1/12 tov devteporéntov (petaicOnua M peteikacpa). H xivnorn pmopel va
dnuovpynbel kot vo Topovclaotel pe TOAAOVS TPOTOVE, UE TNV MO Sodedouévn
péBOd0 amEKOVIONG NG KIVOOUEVNG €KOVOG Vo omoteAeitar and €va mpdypoLpo
Bivteo 1 kivovpévou oyediov.

211G TEPLOCOTEPES TOVIEC KIVOLIEVOVY TYedimV Tov 2000 aldVO YPNCLUOTOIOVVTAY M
TOPOdOCIOKN TEYVIKY omddoong e kivnong oto oyédlo, pe Paon v omoia kdbe
Eexoprotd TAaiclo piag Toviog mov £xel Onuovpyndel e v TOPAdOGLOKT TEXVIKT,
amoteleiton amd o @oToypapia 1 £va 6YEd10, TOL oYeOALETOL TPAOTO GE EvVal XaPTI.
Kabe oyédio dapépet ehdyioto amd To TPOTYOUUEVO, TPOKEUEVOL VO OMovpyn el n
aicOnon ¢ kivnong,. Ta oyédio TV animator omOTLAMVOVTIOL GE [0 SlaPaveLd
eKTOTOONG OV ovopdaletal KuyéAN, N omoia yepileTon e YPOUATO TPOGIOPIGUEVDV
AmOYPMCEMY Kol TOVOV omd TV Tow TALLPA Tov o)xediov. Ot OAOKANP®UEVES
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OWPAVELEG TOV YOPAKTNP®V QOTOYPOeiloviol po-mpog-pio. 6e OUAL KIVOOUEVNG
EWKOVOG LLE 10, POUQOELDT| KALEPO, UTPOGTA atd Eva LOYPUPIGUEVO POVTO.

H mopadociokr] péBodog g dapavelag nrov mo Eemepacpévn otig apyég Tov 21ov
aova.  XfUepa, TO oxESl TOV  OMUOLPYDV KOl T QOVTO GOPAOVOVTOL 1|
Coypaeilovtor ancvuBeiag e évo VTOAOYIGTIKO GUGTN L. XPNGUYOTOI0VVTOL SLUPOPaL
AOYIGLUKA Y100 TOV YPOUOATICUO TOV GYESIMV KO Y10 TV TPOGOUOIWoN TOV KIVIGEMV
Kol Tov €0€ otnv Kapepo. To telMkd xoupdtt g dwdikaciog eival n eEaywyn oe
KAmo10 amd o HETOPOPIKA HEGH, OO TO TOPASOGLOKO GIAL TV 35 mm, aALd Kol GE
O oLYYpova HEcH OMMG TO Ynowko Pivteo. H gpedvion tov mapoadociokdv
SlpoveELDV Otatnpeitat aKOpa, KOl 1 OVCLUGTIKY] OOVAELY TV animator mopopeivel
arapoitntn to terevtaio 70 ypdvia. Kdamowor moapaywyoi, ypnoipomolodv tov 0po
"tradigital" (TopadocIaKO-YNELOKO) Y10 VO TEPTYPAYOLV TNV TEYVIKT] TOV JUPUVEIDV
OV KAVOLV EKTETAUEVT XPNoT TG TEYVOLOYiag Twv H/Y.

Ta niektpovikd mayvidio ypnoiponoovv animation oe KAmoEg TEPMTMOCELS OTWC
oV avamapdotact avlpdnwy. X va eEE0IKEVUEVO TPOYPULLLLOL OMLLLOVPYOVLE TN
YEOUETPIOL KOl OTNV GLVEXELNL TO TEPTATNUA, HE KOPLO OKOTO KOl EVOLPEPOV VO
onpovpynBet Evag mAnpng koxkhog mepratnpatog. Otav odokAnpwbei n dadwkacia, 1
yeouetpio Ko To animation petagpépovtatl oty punyovh mayvidiov. No onuelmbdei ot
aVTO TO ONUEID TG EAV OEV VIAPYEL UMYV TaLVISIDY, 1| Elcaymyn animation givat
pe ToAD ypovofOpa Kol KOLPACTIKT OloOKAGIo. TN GULVEXEW 1 YEOUETPIO HOG
npoypappatiCetor ®ote vo “avomapdysl” To animation 6tav o xpNoTng TaTdel KAToo
TKTpo. o Ttapdostypo KaOe @opd Tov 0 ¥pNoTNG SIVEL TNV EVTOAT GTOV YOPAKTI PO
OV eAEYYEL v TEPTATNOEL, TOTE Eekvd 1 akoAovBic Tov animation kot
emavorapPavetal yioo 660 kpatiétor moatnpévo to  Kovumi.Emedn vmapyxer n
TEPIMTMON 0 YPNOTNG VA TOTHOEL TOAAG KOLUTLA Ypriyopa Kat Ta didpopa animations
VO UTAEYTOVV TTOPAYOVTOS aVETIBOUNTO OMOTEAEGHOTO TAVTO OMovpyeitol Kot Eva
script ywo tov édeyyo tovg [3].

2.8 MlepBarrovta avantving ypa@kwv (Mnyavic)

KoBog ovéavetar mn Rmmon vy evtumwolokotepo  moyvidia, oavEdvetar 1
TOALTAOKOTNTA TOVG, AGY® TOL OTL M yewperpia yivetar axpiéotepm, Ta €€
TEPLOCOTEPO KOl O KOJKAG EKTEVESTEPOG. Meydhog aplBuog avBponmwv Bo mpénet va
OUVEPYOOTOVV E TOV OMOTEAEGUATIKOTEPO TPOMO Yoo va Tapoydel 1o mouyviol oe
AOYIKG XpOVIKE TAOLGLO, MG EK TOVTOL 1 OVAYKT Y10 £vaL EVIOH0 GUGTNUO TOPAYWYNG
oy vidlov givor peyddn. Ta cvotiuato avtd ovopdlovior Mnyovég Kot Tapéyovv
éva ocbvoro gpyoreiov Kot PPAodnkdv KOdKo Yoo TNV €uKOAOTEPN avdmTLEN
TOLVIOLOV KO OTOOVONTOTE AAA®V EQaPLOYDV amelkovions. Ot Mnyavég ywpilovtot
o€ TPElC Katnyopies, YPOPIKAOV, QUOIKNAG KOl TOLYVIOIOV ovAAOoyd HE TOV TOUEQ
e€eldikevong tovg.
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2.8.1 MnXaveg ypa@Kwv

Ot pnyavég ypoeik®mv 1 oAAwg punyoaveég 3D amotedovv PiAodnkeg mov mapéyouvv
GLVOPTNCELS Y10 EDKOAN ameOVion Ypoek®v. H yprion tovg enekteivetal mépa omd
™V ovVOTTLEN TOLYVIOLDV, GTNV dNHovPYic EEOUOIMTMV Y10 EKTALOEVTIKOVS GKOTOVG,
OPYLTEKTOVIKEG OMEIKOVIGELS KO YEVIKOTEPO, OTIONTOTE YPEILETAL YPOPIKA OE
Tpaypatikd ypovo. To peydlo tovg pelovEKTNUO givar OTL gV TTAPEYOLY EMTAEOV
epyareia Yo TN dlaxeipion Nyov, OIKTLOV Kol GAA®Y GLGTNUATOV ATOPUITNTOV Yo
éva moyvidt. H amovcio avtdv towv epyoieiov dev  onpaivel mwg  €qv
YPTCULOTOCOVIE UNYOVY] YPOAPIKOV Og umopel vo dnuovpyndel €va dtkTvoko
moryvidl. O koo OU®G Yol TV GOVIEST TV VITOAOYIGTAOV KOl TNV AVTOALLYT TOV
HETOED TOVG TANPOPOPLOV, Ba TPEMEL VO YpapTel EEOAOKANPOL OO TOVG ONLLOVPYOVE
oV oy VS0, Mepikéc punyavig ypagpikav eivar ot OGRE3D, IRRLicht, Horde3D.

2.8.2 MnxavEg (@UOIKNG

[Tpoxeévon va vtapyel PEOAIGUOG OTO Touyvidla ivol amopaitntn 1 £1G0YMYY GE
avtd TV VOoumv ™G ouokng. [a v efopoimon ypnoipomoodvtol opKeTE
oLOTATIKA OT®G 1| NELTOVELXL PLGIKY], 1 PaPLTNTO KOL 1] OVIYVELGT GVYKPOVGEWY, O
OLVOLAGUOG TV OTOOIOEL TOAD EVIVTIOGLOKGA OamoTteAécpata. o TPEmel OU®G va
Aopfavetar vTOYN Ko 1 TAEVPA TNG OloKESOONG. ANAadn), Eva oy viol pe amdAvto
PEAMOTIKO HOVTELO QLGIKNG {omg givol apKeTd SVGKOAO GTO YEPICUO TOV, YEYOVOG
nov Ba SuGOPESTHGEL TOV XPNOTN. e Kdbe mepintwon, yiveror Tpoonddeia va Ppedel
1N XPNON TOUN HETAED PEAAIGHOV KOl EVKOAOG GTOV YEPIGUO.

Muw unyovny @uoikng eivar €vo Tpdypappe 10 omoio TopEYEL CLVOPTNOELS Y10
eEopoimon CLYKEKPYEVOV QUGIKOV cuoTnudtev. Mepikd and avtd sivor n Quoikn
Grxopmtov kot porokod oopotog (rigid and soft body dynamics), aviyvevon
ovykpovoewv (collision detection) kot dvvapkn vypav (fluid dynamics). Mnyavég
(QUGIKNG YPNOWOTOOVVTIOL GE TOAAOVG TOUEC OM®G YPAPIKO VTOAOYIOTMV,
NAEKTPOVIKE TOyVidlo Kot ToLvies.

Ynrdpyovv d00 KaTnyopieg Unyovmv QLGIKNG, Ol TPAYLOTIKOD ¥POVOL Kol Ol VYNANG
axpipelag. Ot vynAng akpifetog unyaves xpetdlovtal HeYAAT VITOAOYIOTIKY oYV Kol
XPNOUOTOOVVTOL amd EMGTAUOVES Kol oYedAOoTES Tavidy animation. Ot unyovég
TPOYUATIKOD XPOVOV KAVOLV MO OTAOVG VITOAOYIGLOVG £TGL MOTE VO UTOPECEL EVOGC
TPOCHOTIKOG VITOAOYIGTNG VO EKTEAEGEL L0l EPOPLOYN UE IKOVOTOMTIKO pvOuo(game
play frame rate).

Oocov agopd ta moyvidla, owbétovy dvo kOpra puépr. To mpmdto elvor n aviyvevon
OLYKPOVGEMV Kot To denTePo N duvapukn eopoinon (dynamics simulation), to omoio
etvar vTevBuvo Y. TOV LIOAOYIGUO T®V OLVAUEDY TOV OGKOVVIOL GTA Oldpopa
ocopata. Ot chyypoveg unxavég eLGIKNG d1a0ETovy Kol cvotnuo eEopoimong VYPOV.
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2.8.3 Mnxaveg TayvisLwyv

Muw unyovn oy violov givor éva. AOYIoUKO GYeSOGUEVO Yoo TN dNUovpyio Kot
avartuén miektpovikdv mayyvidiwv. H kdplo Acttovpywomnta meprhopfdvel pa
unyovn eotiopov (rendering engine) yuw ypagikd dVo Kol TPLOV Ol0GTAGE®DY, Hid
UNXOVY  QLGIKNG, OLOTAUOTO MYov, Scripting, animation xot dwktvov. Emiong
TOPEYETOL EVOL EDYPNOTO YPAPIKO TEPPAALOV pe TANO®PO EPYUAEI®V, Yio TNV QAN
Kot €0KOAN avémTvén tov Toayvidov [13]. Ola ta mayvidio TAEOV avamTdGGOVTOL e
v Pondeta pnyoavov, HEPIKES amd TIC TTO YVMOGOTES OVOPEPOVTOL TOPUKATM:

Source, Ego
AVO omd TIG PEYOADTEPEG UNYAVES TOUYVIOLDV, LE TNV TPOTY OVOTTOCOETAL OO TNV
Valve kot tn devtepn and v Codemasters. TToAAd gumopikd emttvynuéva Toryvidio,
&yovv onuovpynBel pe m ypnon avtedv tev unyovov. H tiun andktmon toug Opmg
EIVOL  QTOYOPELTIKY KOl OLOLOOTIKA eivon dlabéoiueg povo yio peydra studio
TOPAYWYNG.

Unreal engine

Towg n kaAdTeEPN pnyovn Touyvidiov avt ) otiyun. Exovtog Eekivnoet amd to 1998
ue to moryvior TpdTov mpoodrov Unreal, n unyovy €yve n Paon dnuovpyiog yio
ToOAG emtuynuévo mayvidw: Unreal Tournament, Deus Ex, Turok, Tom Clancy's
Rainbow Six 3: Raven Shield, Tom Clancy's Rainbow Six: Vegas, Gears of War,
BioShock, BioShock 2,Mirror's Edge, Batman: Arkham Asylum. Tlapoio mov apyika
TPOooPLOTaV HOVO Y10 ToL VIO TPAOTOV TPOCHTOV, £X0LV apayel Kot d10PopeTIKOD
Tomov moyvidln omwg stealth (Tom Clancy's Splinter Cell), MMORPG (Vanguard:
Saga of Heroes), RPGs (Mass Effect, The Last Remnant, koaw Harry Potter and the
Philosopher’s Stone) [23].

Me tov mopiva g va givar ypapuévog o C++, 1 Unreal éyet mohd peydio Pabuod
eopntoémrag. Ta moyvidio mov mopdyovior pmopohv va TPEEOLV GE  TOAAEG
TAQTQOPLES TPOSOTIKGOV VITOAOYIoTAOVY, Omwg Microsoft Windows, Linux, Mac OS
kaw Mac OS X, aALd kot o€ koveoreg o0mmg Dreamcast, Xbox, Xbox 360, PlayStation
2, ko PlayStation 3.

Awbéter Sk g Scripting Engine kot 1 yYAdcoo mpoypappatiopod givor n Unreal
Script. EmumAéov mopéyetar TAn0dpo epyaleiov yioo oyedlaoTés Kot unyovikovg. H
televtaio £kdoon, eivar 1 Unreal Engine 3, n omoio vmootnpilel v teyvoAoyia.
Microsoft's DirectX 9 yw 32/64-bit Windows XP/Windows Vista/Windows 7 kot
Xbox 360 mhatpoppeg, DirectX 10 wor DirectX 11 yuw 32/64-bit Windows
Vista/Windows 7, kou OpenGL yio 32/64-bit Linux, Mac OS X ko PlayStation 3.

H Unreal Engine tov NoéuBpto tov 2009 Eexivnoe va datibetor dmpedv yuo un
eumoptkn] ypron. Ot peydheg OmOUTAGES TG UNXOVAG GE TOPOLS GUGTNHUATOG CAAL
Kol 1 TOALTAOKOTNTO TV gpyoieiov TG, TNV ékavay OKOTAAANAN Yoo TNV
GUYKEKPLEVN EpYyaGia.
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Fife engine

H FIFE elval o pnyovn e€etdtkevpévn ot SLoOLAGTATO ToL VIOl e IGOUETPIKN
TPOOTTIKY], OTMG QLT TOL YPNCUOTOLEITAL KATE KOPOV GTO TOy VIOl CTPUTIYIKTG.
O kmddKog TG unyavhg Ppioketor akdpa oe Tpduo beta otddio kot eivor dobéotun
pe v GPL ddewo mov onpaiver 6Tt 0 0mO0GONTOTE UTOPEL VO LETOPOPTMOCEL TOV
KOOKO Kol Vo GLVEISPEPEL otV Pertioon e Tn otryun mov to API Bpioketon og
ocvuveyn] Tpomomoinom eivor dVokoAo va Kabopicovpe mOGo €OkoAo givan va
ypnooromdel to mpoidv and Tovg oyedlaotég mayvidlwv. H FIFE éyel oxediaotel
yuoe Windows ko Linux mhotedppec.

Panda3D

H pnyav ypoagpwkov Panda3D amd ta apywkd tov Platform Agnostic Networked
Display Architecture, givat o ioyvpr| unyovni yio oyediaon o Linux, Sun, Windows.
Apykd avortoydnke oo to studios swcoviknc mpaypotikotntag e Walt Disney kot
ypnoonoOnke yio va vAomomoovy to MMOG maryvior Toon town Online. Meta
amod avTO 1 UNavh £Yve avolktov kmdwka. O mopnvag g eivar ypappévog og C++
Kot Sraféter demapn| yloo ovvdeon pe v yYAdooca Python. Mepwd amd ta epyaleio,
nov apéyel n Panda eivan to e€ng:

e Avdélvon amdd0oomng

e E&epevvnon tov yYpdpov 6KnNvig

e Debugging

¢ Ewoaywyn ko eEaymyn apyeiov m.y. yeopetpia

e Tpiodudotato Nyo, ypnoonoidvrag eite to FMOD, OpenAl 1 Miles sound
system

e Collision detection

e  Mnyavn evoikng Open Dynamics Engine

[Mapora ta Betikd ototyeio mov cvykevipaovel n Panda3D, vrdpyovv kot kdmola
apvnTikd. O puOUOG avavE®ONG TOV oY VIOV, UTopel vo pLetmBel dpapatiKd pe
mv mpocbnkn moidmhiokng yeopetpioc. Emiong to copatidiaxd epé (Particles)
OAAG Kol 0 QOTICHOG Ppilokoviol o€ TPOO OTASO KOl 0EV EKUETOAAEHOVTOL
TANPOG TIG SVVATOTNTEG TOV CNUEPIVOV KAPTOV Ypapikov. Télog n eEopoimon
G OCLUTEPLPOPES €vOG avToKviTov Kabiotator TOAD OVOKOAN KaODS dev
napéyovrar  eEedkevpévol  ovuykpovotég  (colliders) yuw  tpoyovg emiyeuwv
oynuaTmv.

Unity3D

H Unity3D anotelet évo ohokANpoUEVO TPOYPAUUATIOTIKO TEPIBAALOV ovamTLENG
mwayviolov. [apéyer tAanbopa epyareinv yio v eneepyocio g yeoueTpiog, Tov
VOOV, TOL POTICUOV Kol TO®V NY®V. EMAAE0V EVOOUATOVEL TNV YOV QLGIKNG
Ageia mov avantocoeton amd v Nvidia. Awbétel cuykpovotég (colliders)
e€e1d1KEVEVOG Y10 TPOYOVS OYNUATOV KATL TOV TNV KaO16TA KOTAAANAN Yo
egopoimon avtokvntev. X eninedo PipAodnkdv ypaeikov, n Unity3D vrootnpilet
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DirectX ka1 OpenGL evd ta mayvidio mov mTopdyovtot uropovv va “tpé&ovv” otnv
mAateoppo Windows ko Macintosh. H apyttektovikn tng ev Adym pnyoavig Oa
avalvBel meportépm oto Kepdlaro 3 kabmg ypnotpomondnke yio tTig oavayKeg Tig
TOPOVCAS SUTAMUATIKNG.

2.9 Teyvnt Nonpoovvn (Artificial intelligence)

H teyvnt vonpoovvn givar mapovoa oxeddv oe OAa T NAeKTpOVIKE oayvidta.. Kabe
ovTOTNTA TTOL OEV EAEYYETOL OO TOV YPNOTN O TPémer va vTdyeTon 6ToV EAEYYO TNG
TeYvNTG vonuoovvig. Mo mopddstypo o€ éva moyviolt oydVOV OVTOKIVATOV T
avtimaAo avtokivnta eAéyyovtal amd TOV VTOAOYIOTH Kot Gpo egivar oe B€omn va
KataAdfovv moTe mPEMEL Vo mATHGOLY Ppévo N YKkAlL kKo mote vo otpiyovv. H
pvOuIo”N TG dvoKoAiNG TV avTITAA®Y 0ev amoteAel Eva tetpupévo (nnua. Edv ot
avtiradot eivar ToAD dvokohot Bo VTAPEEL SOLGAPECKELN OO TO YPNOTN EVH OvTiBeTaL
eqv elvar evkolot dev Ba vmapyet evolapépov. Katd tn oddpkeln TV €TV
AVOTTOYTNKAY  OLAPOPES TEYVIKEG YLOL TNV OVIOYOVICTIKOTEPN GULUTEPIPOPA TOV
avimdiwv. [Hopakdtom yivetar g cOvVTOUn avOEOPE OTIG UNYOVEG TETEPACUEVOV
KOTOOTAGEWDY KO 0TI GLVEYELD OVOTTOGGETOL 1] TEXVIKT TNG aca@ovs Aoyikne. Télog
yivetal avoa@opd otov adyoplipo A*, évav amd Tovg mo d1ded0UEVOVS aAYOp1Oovg
Y10 TNV EVPEGT TOV GLVTOUOTEPOV LLOVOTTATION.

2.9.1 My ano@dacewv (Decision making)

Ot ovtotTeg €vOG TToyVIOloL 7oV €AEYYXOVIOL OtO TOV VTOAOYloTH Bo mpémel va
dwbétovv kdmolov €idovg TeYVNTR vonuooHvn. Me avtdv Tov TPOTO TO ToLVidt
yivetoar mo evOlaQEPOV Kol Ol OVTITOAOL OLVGKOAGTEPOL. AVTO TOL KAVEL TOVG
AVTITAAOVS OVTOVOLOLG €lval 1) OLVATOTNTO VO TOUPVOLV ATOPAGELS OVOAOYO LLE TIG
eKkaotote cLVONKeG ToL oy VIdY. OGO KaADTEPES Elval Ol ATOPAGELS TTOV TTA{PVOLYV,
1660 mo “€Eumvol” PaivovTal GToV XPNoTN.

Mnyxavég memepaouevwyv kataotdoewyv (F.S.M.)

Mia FSM eivor pua yevikny punyovi mov pmopel va Ppioketon kébe popd e pia amod
TOAMEG TpoKaBopiopéves KoTaoTdoel, ot omoieg kabopilovv avdrioyo Kot 1T
oLUTEPLPOPA TG Ymhpyovv ovvoAd amd ouvvOnkeg mov Kabopilovv oe moln
katdotoon Oa petafei n FSM. Ot FSM ypnouonolovvtol oe moyvidwe and mwory
naAld. Ta eavtdouato oto moryvidt Pac Man eivar FSMS, ot omtoieg dtabétovy tpetg
KOTAOTAoELS: eAeVBepOg mepimatog, enifeon oTov ¥pNoTH, ATOPLYN TOL YPNOTN. X
KAOE KATAOTUGT CLUTEPLPEPOVTAL OLOPOPETIKA KoL 1 LETAPAON GE KATOL) KATAGTOON
kaBopileton amd ™ coumePIpopd Tov ¥pNot. I'a Tapdderypo dtav o xpNoTNG TAPEL
TO «EWIKO YAm» 1 KATAGTAOT TOV QOVIOCHATOV METOPAAAeTOn Ko amd emifeon
yivetal amopuyn .

Av ka1 ot FSMs vrdpyovv 6tov KOGUO T®MV VTOAOYICT®V Yo AP TOAAL YPOVia,
YPNOUOTOLOVVTAL OKOUO. EVPVTOTO KO OTe onpepva matyviown. H evkoiia otnv
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vAomoinon aALG Kol TNV OTOGPAAUATOGT Eivat dVO amd TOLg AGYOLS TTOV TIG KAVOLV
EAKVOTIKEG ADGELS GE TPOPANLTO TEYVNTIG VONLOGVOVIG.

Ewoéva 2.10: Tlapadsrypa dwaypappatog FSM [4]

[Moporo mov ot FSM eivar yprioipec oe TOAAEG TEPIMTOOELS, EXOVLV KOl OVTEG
erattopato, éva omd to omoiol €lval TO yeyovog OTL ol petafdosg  eivon
npokabopiopévec. Me Alya Aoyia, edv o ypnotng mailel moAd éva mouyvidl, Ba apyilet
va Katolofaivel Tog avTidpobv aviimarotl og o1dpopeg cvvOnkeg kot Oa givar oe B¢on
va Toug Kepdilel cuvéyela. Ta amotélecpa ivot o xpnotng HETA amd KATOL0 YPOVIKO
SACTNUO VO YACEL TO EVILOPEPOV TOL Y10, TO TOLYVIOL.

[Ipéner Aowmdv ot avrtimaior vo eivor kavol avidpodv avtdvopa yopic va eivor
YVOOTH akpi®dg N amdeacn toug o€ pio Katdotaor. Tnv advvapia g FSM cg avto
TO ONUELD KOADTTEL 1 TEYVIKT TNG AGAPOVS AOYIKNG.

Aoapnc Aoyikn) (Fuzzy Logic)

H acagng Aoy givar €vag tpdmog meptypapng eVOc TPOPANIOTOS GTOV VITOAOYIGTH
pe tov TpoOmo mov avrtipetoniletor and tovg avBpomovc. H ovsio g acapovg
Aoy etvon 611 OAa etvan B€po Toc0GTOD .

Ot avBpomot TOAD ocvyVA OVEADOVY KOTAGTACEL,, 1 AOVouv mpoPAnuato, He
avakpifeto. Anlodn, pmopet va unv vapyovv OAa T YEYovOTa, KATOlN amd ovTd Vol
etvan apeiieyopeva, 1 va unv dabécipa akpipn dedopéva 1| LETPNGELG.

Mo mapdderypa, éotm 0Tt yiveTon Evag eAikog ayovag basket oe pia yertovid. I'a va
Kkpivel kamolog moiov avtimaio Oa poprdpel, evoeyouévas va Pacicel v amd@oon
TOV aVAAOYO LE TO VYOGS Kot TNV €mOeE0TNTa ToV avtimdiov. Towg va kpivel 0Tt givan
YNAOG Kol YpNyopog N 0yl Kot TG0 YnAdS Kot dvokivntos. H acapng Aoywmn oivet
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duvatdTo TEPOLGINoNG KOl VO AVoNG TPOPANUAT®OV XPNCUYOTOIOVTNS AEKTIKOVG
opovc. Otav kdmorog Aéet 6Tt 0 avtimaAdg Tov givor YnAog LECHION OVOGTLOTOS 1)
oD yMAog, mbavotata dev Exel mpokabopiouéva opia yio v kKabe katnyopia [4].

Ta Poaocwkd otdow ¢ ddikacsiog mov akoAovBodviar mopovcldlovtal oIV
TOPUKATO ELKOVOL.

(jiSp

o —b [Fuzzification
1

Fuzzy Rules

d
Defuzzification] — o

Ewéva 2.11: Avaypoppa porjg Fuzzy Logic [4]

To mpdro xopudtt ovopdleton Fuzzification, oto omoio to dedouéva (Tporyportikol
appol) petatpémovral oe acar] dedopéva. AnAdadon amd 1,7y, 1,8u oe WPniog 1
[ToAd ¥nAdg. E@dcov Oha pog tor dedopévo €xouvv ekepactel pe acoen Tpomo,
UTOPOVV VO GLVOLOGTOVV OMNUIOLPYDOVTOS £TGL Kovoveg mov Kabopilovv to Pabuod
otov omoio kd&Be woavovag eivar €ykvpog. e mapddetypo ¥nrog ko I'pnyopog
onuaiver Kol Emdoyn (kovovog 1) evd Wniog kow Apydg, Métpia Emdoyn
(kavovog 2). O mp®dTog Kavovas pumopel va €xel mocootd cvupetoxnsg 70% ko o
devtepoc 50% won ovopdlovtar Fuzzy Rules. Méypt otrypung éxovv dnpovpyndei
KATO01 KAvOVEG Kol TO. TOCOOTA TOLG. ®o mpémel tdpa vo eEoybel éva teEMKO
VOOUEPO TCL MGTE VOL YIVEL 1] EMOVOPOPA TOV OGAPDV OEOOUEVMV GE KOVOVIKE OOTE
va umopovv va ypnotporotnfovv. Avth n dwadikacio ovoudleton defuzzification [4].
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2.9.2 EVpeon kaAvtepov povomatiov ( Pathfinding with A*)

To pathfinding sivot éva amd to Pactkd TPOPANUOTO GTNV TEYVITH VONUOGLVY] TOV
oy vistov. ‘Eva toyd pathfinding uropel va kével toug yapaktpeg vog moryvidlon
Vo ovTIOPOUV U1 PEOAMOTIKA Kol OQEAMS. AVTO Tov Kdvel tov aAyoplBpo A*
ONpoe\ etvar to yeyovog Ot gyyvdral va Bpet TV KOAOTEPT) OLAOPOUT JEQOUEVMV
dvo onueimv, pue v mpovmdbeomn 6T 0 povomdtt vrdpyet [2]. Emiong sivon oyetikd
YPNYOPOC, OUWMG OeV €ivol KATAAANAOG Yoo OAEG TIG TEPMTMOELS. [ Tapdderypa edv
OTOV OVOL(TO TPLEOLAGTATO YMPO, VIAPYEL AVEUTOOIGTN Ypapupu peta&d dvo onueiomv
1618 0 A* glvan mepirtdg. Me tov 6po meptttdg €vvoovpe OTL Yl T GUYKEKPLUEVT
nepintwon Oo UmopovUEe va XPNOLUOTOMGOVUE EVav OTAOVGTEPO Kol YPNYOpPOTEPO
alyopiBuo, 010t 0 A* Ba emPapuve tov emeepyaotr| yOPIg oVGLUGTIKO AdYO.

O A* ypnowomnotei best-first search ka1 Ppiokel 10 povomaTt AdyIGTOL KOGTOVG
J€00UEVOL EVOG apy koD Kat EVOG TEAKOV KOUPBOV .

I'a va kaBopicetl 10 KOGTOG Ypnoonotel 600 cvvaptnoels f(x) = g(x)+h(x)

e To xK0010¢ TOL poVoTaTIOD AId TOV aPYIKO KOUPO uEyxpt Tov kKOUPo oTov omoio
Bpiokopoote. ZvuPorileton pe g(x).

e M 0modekT| EVPECTIKY EKTIUNOT TNG AMAGTACNS TOL TOPHVTOS KOUPoL amd
ToV TEAKO. XvpPoiileton pe h(x).

Kabdg o A* Swoyiler (traverses) tov ypdoo axoAovOei 1o povomdrtt pe To
YOUNAOTEPO  KOGTOG, KPUTAOVING Mo ToSvopmuévn ovpd  mpotepaldTnToG e
eVOALOKTIKA povordtio. Edv o€ kdmoto onpeio 1o koppdtt Tov Hovoratioh 6To omoio
Bpioketon &xel peyoAvtepo K6GTOG MO KATO0 GAAALO KOUUATL TOL GLUVAVINGE, TOTE
eykatoieinet to mopdv Koppdtt Ko cvveyiler vo owaoyilel amd T0 KOUUATL PE TO
YopMAOTEPO KOGTOC. AVTO GLveyileTar PEPL va PTAGEL 6TO 6TOYO TOVL [2].

Avoivtikdtepa, Eekivavtag omd  Ttov  opyikd  kOpPo, dwtmpel  pe  ovpd
TPOTEPAUOTNTOG e TOVS KOUPOLS amd TOVG 0moiovg ExEl TEPAGEL, YVMGTH Kot MG OPEN
list. Oco yauniotepo eivar 10 flx) Yo dedopévo (X) TOGO peyaAdtepn M
npotepotdOTNTa. X kBe Prjpa tov aiyopiBuov o kOuPog pe to pKpdHTEPO fiX)
dwypdpeton omd TV ovpd, ot TES flx) Kat g(x) TOV YELTOVOV OVOVEDVOVTOL KOl Ol
kopPor mpootibevtor otnv ovpd.. O adyopiBuog cvveyiler péypt €vog amd Tovg
TEMKOVG KOUPOLS va Exel To yauniotepo f(X) | va adetdoel n ovpd. T va e&oybel to
TeEMKO povomdtt Kabe kopuPog amobnkevel Tov kOUPo yovéa. Me autdv tov Tpomo,
Eexvavtag amd To TéA0G otV apyn Aapfdvetar oAdKANpN 1 Stadpoun.

KdéBe popd mov vroroyiletar tnv cvuvaptnon h(X), exekteivetar o ydpog avaltnong
Katd b kopPovc. o 6lovg tovg b kopPovg o yiver AN o eméktoon katd b
koppovg kot ovtew KobeEng. H eméktraon Bo otopomnoet poévo Otav @Tdost ©To
EMimed0 oL Ppioketor 0 6TOYOG L.
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Ewéva 2.12: Agvopikog yopog avalntnong A*

Ynohoyiopog cvvorkov aplOpod koppov:

Eninedo Ap1Oudc kopuPwv
0 1
1 b
2 b?
3 b3
d b

N=1+b+b%+b3+..+b% (1)

b*N=b+ b? + b3+ b*...+ b?1(2)

Apaipovtag katd péAn (1) - (2) égovpe:

(1-b)*xN=>bitl—1oN=

bd+1 -1

(1-b)
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A6 TOVG TOPATAVE® VTOAOYIGHOVG TPOKVTTEL OTL 1] TOAVTAOKOTNTA Y10, TNV XEPOTEPY
nepintoon sivar O(b?). Opog 1 ToATAOKOTNTA UTOpPEl VoL YiVEL TOADOVULIKT €4V
wavomotovvtat ot €N Tpeilg cuvinkec. O ydpog avalnmong sivar d€vopo, vIapyEL
HOVO L0l KOTAGTOGT TEPUOTICHOD KOl 1] EVPECTIKN] OCLVAPTINGOT KOVOTOLEL TNV
cuvOfkn | h(x) = h ~ (x) | = O(logh ~ (X)), 6mov h*(X) eivar 1 Pértio evpeotikh. H
BéATiot, N 0AMOG TEAEWN, EVPECTIKY] OEV KAVEL EKTIUNOT OAAGL EMOTPEPEL TNV
TPOYUATIKY amdotaotn and tov KopPo X (kéuPog emeepyaciog) péyxpt tov TEMKO
Koppo.

O yevdoK®OKOC Tov A* [2]

et
function A* (start,goal)

closedset:= the empty set // The set of nodes
already evaluated.

openset:= set containing the initial node // The set of
tentative nodes to be evaluated.

g _score[start]:= 0 // Distance from start
along optimal path.

h score[start]:= heuristic estimate of distance(start, goal)

f score[start]:= h score[start] // Estimated total

distance from start to goal through y.
while openset is not empty
/*onuelo BeATiwongc*/
x:= the node in openset having the lowest f score[] value

if x = goal

return reconstruct path(came from[goal])
remove x from openset
add x to closedset
foreach y in neighbor nodes (x)

if v in closedset

continue
tentative g score:= g score[x] + dist between (x,y)

if y not in openset
add y to openset
tentative is better:= true
elseif tentative g score < g scorely]
tentative is better:= true
else
tentative is better:= false
if tentative is better = true

came from[y]:= x

g _scorely]:= tentative g score

h scorely]:= heuristic estimate of distance(y, goal)
f scorel[yl:= g scorel[y] + h_scorely]

return failure

function reconstruct path (current node)
if came from[current node] 1is set
p = reconstruct path(came from[current node])
return (p + current node)
else
return current node
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2.9.3 BeAtiwon tov adyopiBuov A*

Muw cuvnbiopévn Pedtioon tov A* givar n ypnolponoinon ovpdg TpoTePALdTNTOS
(priority queue) yia v avoryti Aioto avti Yo anAn cvvdedeuévn AMota. Me owtdv
Tov Tpoémo otov avalnteitar o kOuPog pe 1o pikpdtepo foscore m ypoviky
noAvmhokomta and O(N) yivetor O(1). H Osopntiki) GOVOMKY — YpOVIKY|
TOAVTAOKOTNTA. TOL OAyopiBuov Oev emnpedletol, OUMC TPOKTIKE OTOPELYOVTOL
TOALEG TIEPITTEG GLYKPIGELG.

H ovpd mpotepardtrag sivor pa dopny Apnpnuévov Tumov Aedopévav pe KA M
omoio. vmootnpilel 600 Pacikéc Asrtovpyieg: elcaywyn €vog vEOL oToEiov Kot
AQOIPEST) TOL GTOLXEIOV UE TO HKPOTEPO/UEYOADTEPO KAELWDTL. O1 SLAPOPEG VAOTOMNGELS
tov A.T.A. pmopodv va yivouv pe mivaka, covdedepévn Alota 1 copd. Topakdtm
avaAveTon 1 Tpitn pnébodoc.

H doun mov ovoudleton cmpde (heap) umopei vo vrootnpi&el omodoTikd T1¢ PaActKE
Aertovpyieg pog ovpdac TPoTEPAATNTOC. X€ £vO GOPO, Ol EYYPAPES amodnkedovial oe
éva mivaka €161 dote KaOe KAedl va gival yyonuéva HeyoldTepo amd o KAEWOLA TOV
Bpiokovtar og dVo dALeS cuykekpipéves Bécelg. Me tn 6epd Tovg, Kabéva amd avtd
To. KAEWOWA TTpEMEL vau eivarl peyoldTepo omd dvo aKOUN KAEWW, Kot oOT® KaOeEnc.
Avt 1 owdtaén yivetor apkKeTd €LOAKPLTN av QOVTOOTEL KavelG OTL To KAEWOA
Bpiokoviol og kdmota dour dvadikoh dEVTIPOL pe aKpéG amd Kabe kKAWL Tpog T dVO
KAEW018 o omota gival yvmotd Ot elvan pikpotepo amd avtd. OvGLOGTIKA 0 GMPOG
etvan évo GUVoAo KOUPV pe KAEWLd TomoBetnéva o £va TANPES OLASIKO dEVOPO TO
omoio €ival O1ATETAYIEVO G COPO Kol avamapioTatal og Tivakoc. To mApeg dEvOpo
elvar éva 0€vdpo Tov omoiov kde eminedo, £KTOG I6mC amd 10 TEAELTAIO, Elvan YEUATO
Kot OAot ot kopfot givar 660 1o apiotepd yivetar [18].
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Min—-Heap Max—Heap

root
Level 1 ] =-"="""" -

SN, parEmt pt

Level 2 2 3 - Bl 4

SN aildofp SN

Level 3 4 6 5" w3 1 2
Parent has value Parent has value
less than erther greater than either

child™s value child™s value

& g
F R IR

o ® &

1o min—heap ocder Mot in heap oodec
B B
OC GEIRT
(4) Violates heap ordec?

New min clement

Ewova 2.13: MMapadsiypata dopng ehayiotov/péytotov ompov [15][11][12]
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Kepararo 3
Unity 3D

3.1 Elcaywyn)

H Unity 3D amotelel éva oAokAnpopévo mepipdAlov ovamtuéng mayvidudy mTov
napéyel TANOOpa epyoreimv Yoo ypnyopdtePN OVATTLEN KOl OTOCOOAUATOON.
Opopéva and ovtd sivar 1 ypaeikn SIETOPN Yol TOV EAEYYO TOV OVIIKEIUEV®V,
TPOCPacT o€ OAEC TIG AEMTOUEPELES Kol WOWOTNTES TNG YEOUETPIOG Kot Gpecn
TPOEMGKOTNGT TOV ALY VISL0V.

O AOYOG Yo ToV 0moio emAEYONKE 1 CLYKEKPLUEVT Unyovn Elvar OTL 1) TEKUNPioT TG
SIEMAPNG Y10, TOV TPOYPOUUATIGHO €lvar Aemtopepéotarn oALG kot yiati - Unity
dwbétel o mhpa mOAD gvepyn KOwOTNTO XPNOTOV Oamd TNV Omoic oVIANGCOUE
oNUavTIKEG TANpoopieg kot PorBeta. Emiong n apyrtektovikny kot n opydveon g
elvarl amA\n pe amotéAespa vo, UmopoOUE Vo EGTIALOVUE GUEGH GTO OVTIKEILEVO HOG
yopic TpofAuato. H pévn mopduetpog oty omoia votepei 1 Unity vavt otig mo
e&eMypéveg unyovég ommg 1 UDK eivor o topéog tov ypapikav. H €ékdoon g Unity(
Unity 2.5) mov ypnoyonomdnke dwabéter DirectX 9, evd n UDK DirectX 11. Avtd
onuaivel 6tt 10 €dv avamtvooape to moyvior pog oty UDK, 6o eiye mo
evivtoolokd ypapikd. IMapdAinio oumg Ba ovéPfoivav Kol Ol OmOITNGES OF
VTOAOYIOTIKOVG TTOPOVG HE OMOTEALEGUO VO, EKTEAEITOL SVOGKOAOTEPO GE VITOAOYIOTES
TOAOTEPTG TEXVOAOYIOG.

3.2 Aopr) TG pnxavig

I"oa va epyactodpe og BaOog pe dtapopeg TTuyKEg TS Unxavig Oa Tpémet pehetn et kot
va yivel katavontn n apyttektovikny e Kabe moryviol amoteAei Eva project ko kdabe
project mepiéyel moALEG okMVES (SCENES), ot omoieg pumopel Vo 0moTELOVV TOTES Yol TO
oy viol 1 YPOEIKY SIETAPN 1 aKOUO KOl GUVOLOCUO TV dVO, Yo TNV dNUoLvpYio
Heads Up Display. Onotwo avtikeipevo vapyetl oe pia oknvn (scene) yopoxtnpileto
o¢ GameObject, ta omoio pmwopel vo Exovv TOAAG XaPAKTNPLOTIKA TOL ovoudlovtal
ovototikd (Components) [22].
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Light
(GameObject)

/" =

Unity3D Engine > Camera
Components (GameObject)

Asset
(GameObject)

SceneN

Ewova 3.1: Iepapyio dopikdv povadov [24]

Texture2D,
CubemapTexture,
Material, Audio,

Flare, Font

Quality, Render,
Ta

., Time, Input

Ewova 3.2: To. components omé ta omoia amoteheiton n Unity 3D [22]
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3.3 Tomto0£tnon (Transform)

To component Transform mpémel va vdpyel vVIOYPEWTIKG 6& KAOE OVTIKEILEVO TTOV
Bpioketon og pio oxmvn kKou kaBopilel ) BEom, TV TEPIGTPOPT KO TN O1ACTACT TOV
OVTIKELLEVOV.

[d16tTec:

- position Xx,y,z: Tpocdiopilel Tnv BE6M TOV AVTIKELUEVOD GTOV YHDPO

- scale x,y,z: av&operdvel 1o péyebog tov avtikeévou gite givar yeopetpio gite
avtikeipevo ypapikng demapng (GUI)

- rotation X,y,Z: meploTpoP OVTIKEWWEVOL EiTE €ivon YempETpio €ite aVTIKEIUEVO

ypapikng demapng (GUI).

¥ .~ Transform 3,
Position

X -58,13438 Y -110,6777 Z 1046916

Rotation

X0 YO Z0

Scale

X 33,12188 Y 9,227422 Z 30,16961

Ewova 3.3: Transform component

3.4 Towpatidia (Particles)

Ta particles givar copoatidiakd epé yio v dnuiovpyia ekpi&emv, oKOVNG, KAmTvo
k.o. Ta tpia facikodtepo cvotatikd sival: Emitter, Animator, Renderer, ka0s éva amd
T0. omoia O100étel TOAD PeEYdAO aplOpd HETAPANTOV KOl ETAOYDV.

H 06éon kot 1 xivnon 1ov copatidiov 6Tov Tpiodldotato YHOpo eAEYYETOL Omd TOV
emitter, o omoiog Acttovpyei w¢ TNy copatdiov kot n 0éon tov kabopiletl to onueio
yévvnong Tovg. Mepiké€g amd Tig TOPAUETPOVS TOL UTOPOVE Vo pHeTaPdAovpe ival To
eldyoto/péytoto péyebog, m eldyion/péyiotn evépyela Ko 1 tovtnTo. MeETtd
dnuovpyia Tovg, o animator Oa avoldafel yio v mepartépm Kivnomn tovg. e va
amod00el PeEYaAVTEPOG PEAAIGLOG UTOPOVV VO, EPUPLOCTOVY GTO, GOUOTION O1APOPES
duvauelg dmog Papvnta, EAEn(drag), swtapayr(turbulence) kot va copmepipépovtan
¢ Komvog, £ékpnén 1 okovn. Télog o particle renderer avolopfdverl vo epgavicet ta
particles otnv 006vn. Ot puOuices TOV APOPOVY TV EUEAVIOT] TOV COUATIOIMV AALG
Ko TNV aAANAenidpacn pe 1o pog [22].
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Ewove 3.5: Particle component
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3.5 'Hxog
H vropovéda nyov dtabétel 000 GLOTATIKA.

Audio Listener: Movada mov Aoppdaver xovg amd ™ oknvii. Ovolactikd Ponddet
otV aEOUELMOT TOL YOV AVAAOYQ LLE TO TOV BPICKOUACTE LECO GE [0l GKNVT).

Audio Source: Tlapéyet v dvvatdTta cHVOESNG TOV OVTIKEWEVOD HOG HE £va
MMTIKO apyeio Kot vo EAEYEOVUE TNV AVOATOPAY®DYT TOV HEGH KOJKO.

Edv 8éhovpe pmopovpe va ptrid&ovpe €va mo e€eheypévo cOGTNUO YOV OTMG Yo
Tapadetypo dwyeipion mOAAGV Nywv mov moilovv TavuTdYpova £ICL MOTE VO PNV
yivovtan evoyAntikol. 'Eva té€toto cvotpa Bo avartuyBel €€ ohokAf|pov amd gnig pe
™mv xpnomn koddika, a@ov n Unity dev poc mapéyel emmAéov epyareio mepd amd ta 600
TPOAVOPEPHEVTO GLGTATIKAL.

v ) [ Audio Source %,
Audio Clip None (Audio Clip) v
Play On Awake [

Volume 1
Pitch 1
Min Volume 0
Max Volume 1

Rolloff Factor 0,1
Loop L]

v 4 [V Audio Listener @ =

Ewova 3.6: Audio Source/Listener component

3.6 Unity GUI

Ta pevov, aAld kol OAeg o1 YPOPIKES SEMAPEG 6TO MOy vidl Oa Tpémel va £xovv o
pope1|, 1 omoia kaBopileTon amd TOAAEG TAPAUETPOVG OIS TO YPDOUO Kot TO pEYEBOg
TOV YPUUUATOV.

GUI Style, GUI Skin: Tapéyovv petafAntég yio thv pooOuon me eueavionsg e
ypapikng demapnc. ‘Eva GUI Skin umopei va mepiéyet mordd GUI Styles, éva yia ta
KOVUTLA GALO Y10 TIG EMKEPAAIDES Kot 00T® KaBEENG.
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e GUISKin (Script) W £,
Font A Elements T

»Box

»Button

»Toggle

» Label

b Text Field

b Text Area

»Window

» Horizontal Slider

» Horizontal Slider Thumb

»Vertical Slider

»Vertical Slider Thumb

» Horizontal Scrollbar

» Horizontal Scrollbar Thumb

» Horizontal Scrollbar Left Button

» Horizontal Scrollbar Right Button

»Vertical Scrollbar

»Vertical Scrollbar Thumb

»Vertical Scrollbar Up Button

#Vertical Scrollbar Down Button

»Scroll View

Custom Styles

b Settings

Ewéva 3.7: Gui skin parameters

3.7 Elocaywyn Siktvwv yewpetplag (Mesh)

H yeopetpia onpiovpyeiton pe tn fondeta KATOOL TPOYPAUUATOS LOVTEAOTOINGNG.
Mepid and to koAvtepa mpoypappota eivor ta: 3ds Max, Maya, Blender, Cinema
4D, kou Cheetah3D. Aol oAokAnpdocovue tn povtedonoinon oavoiyovue v Unity
KOl KAVOVLLE ELGOYMYN TNG YEOUETPIOG 0amd TO PEVOD, omdTe Ko yiveTon dtabéoiun yio
xpnomn o€ omolodnmote emimedo. TomoBetmdvrog ™ yewperpio o€ KAmMOW0 EmimMESO
pumopobvpe va. mpocOécovpe emmAéov components pe t dvvatdTNTO VO KAVOLLE
neplocdtepa. Na onpelwdel 6t edv giodyovpe v yeopetpia oe pio miota yopig
emmAéov components, Ba &yovpe éva axivnto avtikeipevo. Xe éva moaryvidlr Opmg
ypedleton aAANAETOpaoT), AAL®CTE 0VTOC £ivol 0 Adyog mov TpocHEétovpe emmALoV
components. Ta mapddetypo m  yeoperpio €vog oVTOKIVATOL ypeldletal éva
component physics kat éva yov, ®GTE Vo KIVeiTan peolMoTikd aAAG Kot VoL akoVYETOL
OTL M LN avY| TOV OOVAEVEL.

Ortav gwodyovpe yeouetpio oty Unity, avtoudtog amoktd dvo components: to éva
etvat vrevHOvvo va oynuaticel ™MV yeopeTpio TG ToTog Kot To GALO givor vevbuvo
Yo TV gueavion mg. Aniadn Tt okaoet (shader) kot ypopa Oa ypnoonondei kot
edv 10 avtikeipevo avtd Ba aAAnAemOpd pe to GmG kol Bo piyvel oKiég oe AL
avtikeipeva. Ta dVvo avtd components ovopdlovtor Mesh filter koauw Mesh renderer
avTioTOLY (L.
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dischrake3

Ewéva 3.8: Mesh component

3.8 Kivnon (Animation)

To component avtd dwayepiCeton animations to. omoia €lodyovial omd KATOLO
TpoOypoppo povieromoinong. O €leyyoc g pong yiveton péoa amd SCript to omoio
etvat evOHVN TOL TPOYPOUUATIOTY.

Ewdéva 3.9: Animation component

3.9 Aiktvo (Network)

Kd&Be avtuceipevo mov Béhovpe va eAEyyetor LG OKTHOV TPEMEL VITOYPEWTIKA VO
é&xet avtd 1o component. Tlapéyxer moAd edKoAo €heyyo kol o€ LYNAO eminmedo
KOADTTTOVTOG £TGL THV avayKn Yo Snuiovpyio SOCKets yepokivnta.

Ewova 3.10: Network view component
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3.10 dwta, Y@ic, Kanepa (Lights, textures, camera)

H Unity dabétel tpeig dopopetikong tomovg mymv eoticpov: Point, Spot kot
directional light, ot omoiot ypnowwomolovvVTal ©€ TPOYPAUUATO TPLGOLACTOTNG
povtelomoinong Kot amoteAoOv TN PAom Y T0 QOTIGUO GE OAES TIS MTLYEG TV
yYpapik®v vroloyiotdv. To Point light and 1o onueio oto onoio Ppicketon exkméumel
Q¢ TPoG OAEC TIC kKatevbuvaoelg, o avtiBeon pe to Spot light To omoio piyvel 10 g
0€ CLYKEKPLUEVO oNpElo Kol LOAGTO GE oYU KOVOVL. AVToi 01 dV0 TUTOL POTIGHOV
Aertovpyohv KaAd Yoo LkpEG TEPLoYES. Emedn o1 cuyKeKpUEVT] EQUPLOYT| TPETEL VOL
eoticovpe por oAOKANpN miota, ypnowomolovue to directional light, to omoio gival
OVCLUCTIKA EVal TEPLOTPEPOUEVO EMIMESO GTNV KotevBuvon mov BEAovLE va TEPTEL TO
QMG KOl pe amoTéLecpa 0o TO avTiKeileva ot oknvh vo eotilovtol pe tov 1010
TPOTO amd o cVYKEKPIUEVT kotevbuvon. Oha ta ot popdalovtal Kamoleg Pactkés
1010TNTEG, €K TOV OTMOIMV 01 KLPLOTEPESG Elvar 1] EVTOCT KO TO YPOUO PMTOS, O TOTOG
KO 1 avAALGT KMV Kot 1o pEyeog.

Ewova 3.11: Point, Spot, Directional Light

Ocov agopd ta textures n Unity vmootpilel oxedov Oleg TG vEEG TEXVOAOYIES KoL
ovykekpuévo tig Bump mapping, Reflection mapping, Parallax mapping xout render-
to-texture. Mg tnv televtaio 1010TNTO PITOPOVUE VO YPNOLUOTOINCOVLE Eva VIdeo m¢
VOY TAVEO G€ VA OVTIKEIIEVO.

Ortav €16Gyovue YEOUETPIO GE [0 OKNVE QVTORAT®S Tpootifeton To component Mesh
renderer, To 0moi0 TOPOVGIACAUE TPONYOVUEVOC. XE OTO VITAPYEL IO ETIAOYT TOL
Aéyetar Materials, ta omoia eivar textures xoi shaders pvOuouévo omd tov
TPOYPOUUATIOTY] £TCL MOTE VO, YPNCLLOTTOovVTOL Katevbeiov oty yempetpio. [
nopaderypa Eva Material pmopei va éxer Diffuse share yia va metdyovpe to €9€ g
Lot eEm@Avelng Kot yo texture pia swova Bpaywv. Exovtag v avtictoyn yeouetpia
npocBétovpe o material kot o avtikeipevo pag ivat TAEov OLOKANPOUEVO.
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H xdpepo amoterel v omtikn yovie tov moryvidwod. Otov dnpovpyodue €va
Kovovpyto enimedo n Unity tomobetel oty oknvi| o KGuepo tv omoio, ovoprdlet
MainCamera. Eav 8é\ovue va v dtaypayovpe, Lmopovpe va 1o kévoops, aAid o
npémel va opicovpe Kamoto, ALY g MainCamera ot 0éon g Tponyovuevng. Eav n
oknv1 dgv éyel kovéva game Object kapepag tote dev Oa PAémovpe timoto dtav Oa
tpéEovpe To oy viol. Mepikéc and Tig WdtTeg ™S Kapepag sivat To fabog mediov, N
amoOoTOoT Kol 1 Yovia pHéypt T omoia «PBAETEL Kol TO YpdUA PHVTOL TO 0moio ivan
TO YPOUO TOL OElYVEL M KAUEPO OTNV TEPITTMOT TOV OEV VTAPYEL YEOUETPIOL GTO
ontikd ¢ medio. Emiong ot kdipepec eAéyyovior TANPOS HECH KMOKO SCrpt kATl Tov
etvat TOAD YPNGIUO GE TEPUTTAOCELS TOL 1| KAUEPO AKOAOLOEL KATO10 AVTIKEIUEVO Kot
TPENEL VO, TPOGOPUOLEL TNV 001 TN aVAAOYOL LLE TIG KIVI|GELS TOV OVTIKELLEVOV.

3.11 Xkxwxotég (Unity Shaders)

3.11.1 Zxwaoti¢ Sudyvong (Diffuse)

O okxwotng didyvone vroloyilel évo amAd @otiotikd poviédo (Lambertian). O
QOTIGUOG € o EMPAVELD EAATTOVETOL KAODS 1 Yovio petald avtod Kot Tov eoTdg
ehottoveral, eEaptdTor Hovo amd ovTnV ™V yovio kot oev aAldlel 0tav N Kapepa
petaxkwveiton 1 meplotpépetol. Eivar 6Ko6tIg @oTIGUEVOS vl E1KOVOGTOLXELO Kot TO
o TNVO LOVTELD GKLOOTH.

3.11.2 klaoTi§ avakAiaot (Specular)

O oxwotg avaxkiaong vroloyilel 1o poTioTikd povtédo Blinn. Kvpimg epapudletan
oe Aeleg empdveleg Omov glval yvootd OTL TO HEYOADTEPO WEPOG TMOV OKTIVDV
avakAdtot. ‘Eva mopdderypo etvor ot yooAlopuéveg HETOAMKES EMUPAVEIES TV
OLTOKIVITOV.

3.11.3 Zklao TG Sta@avelag (Transparent)

Mmnopet vo KAveL TO SIKTOMUO TNG YEOUETPIOG VO EIVOL HEPIKMS N EVIEAMG ILOPAVES
dwaPalovrag to kovair Alpha g kdplag veng. To pavpo givar eviehmg S1a@avo Kot
10 GOTPO EVTEADG adtopavés. Eav n koplo ver| dev éxel Alpha kavait to avtikeipevo
Oa elvan adtoQaves.

3.11.4 ZKLao TG SLdyvong/avakAactC avwpaing em@avelag (Bumped
Diffuse/Specular)

O oKwoTG OVOUUANG EmpAavelng LToloyilel v didyvon/avakiacn OT®S GToV
oKt dtdyvong/avakiaong. o v avopoAn em@dvelo ypnGILOTOLEL Ho vEN M
onoia. ovoudleton yaptng avopoing smedveiong (Bump or Normal map) yw va
dNUovpynoetl 1o o€ tov PdBovg ywpic aliayr otn yewUeTpia. XTOV YAPTN OVOUOANG
EMPAVELNG, KAOE TN YPDOUOTOG TOV EIKOVOGTOLEIOL OVTITPOCMTEVEL TV YWOVIOL TOL
dtavdopatog mov givar kdbeto oty emipdveln. Tov moAvymvov (surface normal).
‘Enerta ypnoomoldvtag outiv v T vmoAoyiletor 0 QOTICHOS OVTIL NG
veopetpiag. O yGpTNG OVOUOANG ETPAVEING OVTITOPEPYETOL TNV YEOUETPia TOV
diktvopotog (mesh geometry) détav vroloyileTor 0 POTIGHOS TOV AVTIKELEVOD.
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3.11.5 Xklaoti)G vepov (water shader)

O oxloeTNG vEPOL YPNCIHOTOLEL [l emimedn empavela, Torofetnuévn opilovtia cov
10 OKTVOUHO VvePoV.  AAAGLOVTOG TIG 1010TNTEG TOV OKOGTY UTOPOVUE VO TO
TPOoGopUOcOLIE  OTIG €KAoToTE Ovaykes. [ 10 €p€ TOL  KLUOTIGUOV
YPNCLOTOL0VVTOL HVO VPEG 01 0Toieg cLVEYMS AALALOVY BEoM Ko TayvTNTO.

3.12 lIpoxkataokevég (Prefabs)

Ta Prefabs eivor amd 1o mo onuoviikd epyareion mov mapéyer n Unity. Kdébe
OVTIKELIEVO TTOV VTTAPYEL 6TO TToyvidl dtabétel pia mAndmpa otoyyeiwv(Components).
Enedn dev etvar dvvatov kabe popd mov eppaviCeton £va avtikeipevo 6to moyviol va
npocbétovpe OAa avtd to ototyeio opiCovpe éva prefab, dnradn pia oviotnto mov
neptlopfaver OAo T COMponents wov ypealopacte Kot OAEG o1 puBuicelg £xovv yivel
KoTé TNV avanTuén Tov Toryvidtov.

3.13'Eda@og (Terrain)

H petdopaon g Aé€emg Terrain givar £do¢pog. H dnpuovpyia peydhov teployov amod
KAmo1o TPOYpappe povtelomoinong eivar pa ypovoPopa dadikacio. Extodg amd avtd
amorteitor TOAD peyAAog apludg TOAVYDOVOV Yo TNV OVOTAPACTOCT) VYOUATOV 1|
KOWOUAT®V 6T0 £00p0c, KATL mov Oa kdvel To moryvidl pog apyo. H Unity dwobéter
éva gpyodeio yro ) dnuiovpyia Terrain. Onwg 6Aa otnv Unity étot kou to Terrain
amoteAei éva GameObject mov nepiéyetl kamolo Components.

v  Terrain (Script) @ =
Lot |of a8 |7 | W | 53| %]

No tool selected

Please select a tool

v [  Terrain Collider %,
Material None (Physic Material) Y
Is Trigger L]

Terrain Data % New Terrain 4 T
Create Tree Colliders

Ewoéva 3.12: Terrain component

To script mov d100£1EL TPOGPEPEL KATOL0, EPYUAEIR Y1 TN SAUOPPMOGT TOV E6APOVG,.
Mnopovpe vo avOWYMOGOLUE 1] VO YOUNADCOVUE KAmO0 onueio 1 okOpo vo To
eCopolvvovpe og mepinTmoT mov £xovv dNpovpyNdel TOAD ATOTOUEG AVEOUEUDCELS.
Eniong umopodue vo tomobetnoovpue dSdpopeg ewkdveg  (textures) kdavovrtag
nolvyaptoypdonon (blending v multitexturing) kot va xotoAn&ovue otov
YPOLoTIopd €daeovg mov emBopodue. Mio axkdun emhoyn eivar m mpooHnkn
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dévopov. Katackevalovtag éva dévipo oe €va mpdypappo povielomoinong, To
gwodyovpe otnv Unity kot omv ocvvéyelo pe 1o gpyareio “Place Trees” kou pe
OVTOUOTOTOMNUEVO  TPOTO  ONUIOVPYOVUE TOAAQ Opoto Oévipa. Mmopodue va
pvOuicovpe to HEYIOTO VYOG KO TO TAATOG KOOGS Kot TNV S10eTopd YOP® amd OVTEG
TIG TYWEG MOTE VoL LITAPYEL pia avopotopopeio. EmumAiéov pmopodpe va mpocshiécovpe
gpé 600 dloothoswv To Aeyopevo (paint details), kdbe éva amd to omoia givar éval
texture to omoio  Unity pmopei va moAlamlacidost 0nmg akpipdg cvpPaivel ko pe
Ta 0évipa. TENOC, Yo TO QOTICUO KOl TN OKIoT TOV €3G(POVG YPTOLOTOIEITOL T
TEYVIKNG Yoptoypdonone ¢wtog (lightmapping) kot avtd 6101t 10 €300 &ivar
OTOTIKO OVTIKEILEVO Kol Ol dLUVOUIKEG oKIEG Ba emPdpuvay yopig Adyo v KApTQ
YPOPIKOV.

3.14 ®vowkn (Physics)

H Unity dwbéter ™ pnyov ovowkng Ageia PhysX yio tv mpocoupoimon tng
GUUTEPLPOPES TOV AVIIKELEVOV MG TPOYLOTIKE GTEPEN AKAUTTO, GOUOTO.

3.14.1 AViYVEvGT) GUYKPOVGEWV

Onwg éxer avoeepbel oe TponyodUeEVO KEQPAAOO Ol PUNYOVEG OWTEG avoAappdvovy
€KTOC TOV GAA®V KOl TNV aviyvevon cvykpovcewmv. o va yivel avtd mpémer va
oplobetnoovpe pe ovykekpiuévo tpodmo v yeouetpio. H Unity mapéyer toug
ovykpovotég (colliders), ot omoiot avikovv oIV KOTNyopic. TV GLOTATIK®V
(Components) ka1 pmopovv va tomobembobv o€ omowdnmote yewmperpio. Ot
OLYKPOLGTEG €lval TEVTE: oOUIPKOG, 0pHOYMVIOS, KLAVOPIKOS, €EEOIKEVIEVOS V1o
Tpoyovg kat évag collider mov maipvel to oynua g yeopetpiog pag (Mesh collider)
Ko k4B €vag o1ab€tel T€66EPa PACIKA YOPOKTPIOTIKA!

Physic Material: mpocopoudvel v empavelo evog puotkod LAKoV. Mo mapdderypo
GAAN ocvumepipopd €xel éva EVAVOC KVOPog mhve ot AoEOATO Kol GAAN €vog
UETAAMKOC.

Is Trigger: 'Evag collider pmopei vo evnuepmdvel 0tL éytve cOYKpovon He GAAN
YEOUETPlOL YOPIG OU®G M UNYoVy QLGIKNG Vo Kavel Katt emmAéov. Edv 0€élovpe va
ocvppaivel owtd evepyomolovpe TNV emaoyn isTrigger.

Size, Center: To péyeboc kot 10 KEVTIPO TOV GLYKPOVOTH).
[Mopaxdto avoAdove TOV EEEIOIKEVIEVO GUYKPOVGTN Y10l POSEG TTOL Eivart £va oo Ta.

onuovtikdtepa mheovektnpata g Unity yuo v avamtoén  moyvidiov  pe
avToKivITa, EVOVTL TOV GALDV UNYOVOV TOLYVIOLDV.
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1616t Teg wheel collider

Center: To kévtpo tov TpOY0V.
Radius: H akrtiva tov tpoyov.

Méyiotn amdotoon ywoo TNV EMEKTACN 1TNG OvApPTNOoNG, Ge€
Suspension Distance: tomkég cuvtetaypéves. H avaptnon ndvta emexteivetal Kotd
unKog tov dEova y.

Suspension Spring:  H g€opoimwon tov glatnpiov.

H dvvaun tov ghatnpiov npocmadei va pTacel po andotoon
Spring: 010Y0. Mo peyoddtepn TIUn KAVEL TO EAOTIPLO VO TPOGEYYIGEL
VTNV TNV 0OGTOCT TTLO YPTYOPa.

H petafAnt avt ennpedlel v amoppOeNoT KPASAGUAOV. L0
Damper: LEYOADTEPN TY KOVEL TO EAATHPLO VO EMOTPEPEL TO 0Py
otV 0o tov.

H ondotoon otdyov xotd pnKoc e HEYOTNG amdoTooNG
Target Position: enéktoons. H tun undév avrtiotoyel oe mANpm eKTETOUEVN
avaPTNOT KO 1) TIUY] £VO GE TANPWOS GUUTIEGUEVT).

Mass: H péla tov 1poyo0.

Forward/Sideways

Friction: [Ipoonpeimwon tpPng yro Tovg Tpoyove.

H aviyvevon ocdykpovong yu ) poda yivetor piyvovtag pa oktivo amd 1o kEVIpo
TPOG T0. KGT®, Tave otov tomikd a&ova Y. To oynuo eréyyetar péom kmdwka Script
YPNOCLOTOLOVTOG UETAPANTEG OT®G Ol motorTorque, brakeTorque kot steerAngle. O
VIOAOYIoUOG TG TPPNG yivetan Eexmpiotd amd T1g AAAEG EEOUOUDGELS TNG UNYOVIS
Y10 TEPLGGOTEPO PEAMGUO PE BAom £va LOVTELO KAUTLADV.

H tpn tov ehaotikov pmopel va meprypagel omd v KOUTOAN OTNV TOPAKAT®
ewova. Ymapyovv Eeympiotéc KOUTOAES Yol TNV UTPOCTIV] Kot TAGywo TP mov
dnuovpyeitan méve otov Tpoyd. Kat otig 600 katevbovoelg mpmta vworoyiletal n
oAloOnon pe Bdomn v ToydTNTO TOL TPOYOL KOl TOL OPOUOL KOl GTNV GUVEXELD OO
™V TN TG oAloBnong Bpickovpe v dOVOUN TOV OCKEITAL 6TO AAGTLYO GTO onueio
EMOPNC.

H xopmodin maipver v oAicOnon xon diver pior moodtnto dvvoaung og é€odo. H
npocéyyion yivetou pe spline 6vo koppatidv. To mpdTo kopudtt Eekvaet and to (0,0)
péypt to (ExtremumSlip, ExtremumValue), 6T0 0mO{0 1 €QATTOUEVT] TNG KAUTUANG €ivan

49
Amopotiky Epyocio



unoév. To dedtepo xoupdtt Egxvael amd to (ExtremumSlip, ExtremumValue) péxpt to
(AsymptoteSlip, AsymptoteValue) 6mov 1 epamtopuévn eivor o undév [22].

Force Extremum

Asymptote

Slip

Ewova 3.13: Tomun popon Kapmving pomis yio. Tpoyovg

Avt6 Tov cupPaivel Pe TOVG TPAYUOTIKOVS TPOYOVS Eivat OTL Y10l LKP TN
oAloONo™M G UTOPOVY VO AOKNGOVV LEYAAES OUVALELS, 0LPOV TO EAACTIKO avTioTaduilet
Vv oAoOnon pe ™ daotorn. Otav n oAicOnon peyaddoel ToAD ot SuVALELS
peltwvovron kabmg 1o AMdotiyo YAotpdel 1 omwvapet [22].

3.14.2 E¥opoiwon Puoikiig

Exto¢ dpmg amd v aviyvevon cuykpoOoE®mV o1 UNXavéG PLGIKNG EEOLOUDVOLY Kol
evoikd cvotnuato. To Bacikdtepo amd avtd eivon 1 enidpaocn g Papvtntog. [a va
vroAoyiocel n unyavi t Popdtra oe €va avtikeipevo Ba mpémel va tomobetnoovpe
ot yeopetpio to Component: Rigidbody. H yeopetpio Oa cvumepipépetor avaioya
pe puouon TOV PETOPANTOV, 01 OTOIEG PAIVOVTIL GTNV TAPUKAT® EIKOVOL.

4 Rigidbody 1) %,
Mass 1

Drag 0

Angular Drag 0,05

Use Gravity %)

Is Kinematic (]

Interpolate None 5
Freeze Rotation [

Ewova 3.14: Rigidbody component

Edv 0éhovpe va mpocOécovpe oto moryvidl pog avtikeipevo Omwm¢ mOpovAol 1,
povkéteg pumopovpe va ypnopomomcovpe to Component: Constant Force, to omnoio
aOoKEL (oL cuveyn vevtmvelo dvvoun oto akaunto copo (rigidbody) mov dabéter n
yempeTpioL.

v Constant Force [ %,

b Relative Force
»Torque
¥ Relative Torque

Ewéva 3.15: Constant force component
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3.15 Baowo Scripting

Kabe Game Object pmopei va éxet évav avbaipeto apBud amd scripts. H Unity pog
diver ) dvvartdtnTa TpoypappaTionoy o Tpeig yhmooeg: C#, BOO, Javascript. Ot
Tpeig YAdooec viomolovy mAnpmg to APl g Unity pe ) dapopd 6t1 n Javascript
KAnpovopuei avtopdtmg tnv kKAdon MonoBehaviour evd otic dAleg dV0 TPETEL VoL TO
INAmdcovy og KAmolo onpeio Tov KOdKa. Emedn dev eivar duvatd ota mAaiclo g
TOPOoVoaS avapopdg va Topovcidoovpe olokinpo to APl g Unity, 6o avapepbovue
GTO CUOVTIKOTEPO GTUELQL.

3.15.1 Exkivnon\Apxikomoinomn

A¢ Bewproovpe Ot Erovue évo OVTIKEIUEVO oTNV Tiota poag pe €va SCript mg
Component kot Eexkwvape TN Aettovpyic Tov TouYVISOL. ApYIKA eKTEAEITAL 1)
ovvapmon Awake() kot otn ovvéyeta 1 cvvdptnon Start(). O Adyog mov vradpyovv
dV0 cvvapTNoElS ekkivnomng elvarl Kuplog TPaKTIKOS. YTAPYOLV TEPUITAOCELS OTOV
EYOVUE aVTIKEIPEVA OV €EUPTOVTOL Omd AAA Kot BEAovUE KaTtd TV eKkKivnomn va
apywonombovv pe kdamowo oepd. Ot V0 ToPOTAVE® CLVAPTNCELS Oev  givar
amapoitnto va. vAomolovvtal oe kdbe SCript mov @Tidyvovue. Mmopobue va TIC
YpNoonooovpe pe kdbe dvvatd cvvdvacpd apkel va Bopdpoacte 6Tl TPOTO
ekterovvTon Oleg ot Awake() and Olo ta SCript oty mioTo HOG KOl 6TN GLVEXELD, Ol
Start(). Apod oAokAnpwOei 1 extéleon TOVG, O EAEYXOC TNYOIVEL GTNV GLVAPTNON
Update().

3.15.2 KvkAog maiyvidiov

H ovvépnon Update() pumopei va dieknepoidoet kabe duvorn Aertovpyio eKTOG amod
™ yYpaeikn demapn tov yprom(GUI) yio v omoio vevbuvn givar n cvvdptnon
OnGUI(). Ia va kotavonoovpe ™ Aettovpyio g Update() Oa mpénet va eEnynoovpe
tov opo frame rate. Xta wwovueva oyédwa, frame rate eivor o opOudg tov
SLPOPETIKMV EKOVOV TOV TEPVOVV UTPOCTA amd TtV 006vn oty Odpkeln evOg
devteporéntov. o va €yovpe Kivoduevn €koOva TPEMEL 0 PLOUOG TWV SUPOPETIKMOV
EWKOVOV VoL glval HEYOADTEPOC OO €IKOCL TEGGEPLS EIKOVEG TO OEVTEPOAENTO. ZTO
oy vidla 0 oplopog ivat Atyo dtapopetikog. ‘Eva frame eivor o xpovog mov ypetdleton
évo, cVOTNWO Y10, VO OLOKANP®OEL Evav TANPN KOKAO epyactdv. Eqv to frame rate
elvar 60Hz, 10 ovomuo emavampoodlopilel OAEG TIC OmMAPOITNTEG E1GOO0VE Kot
avavedvel Tig amapaitnteg eE60ovg e&nvra eopég to devtepdiento. H cuvdptnon
Update() Aowdv emavoropfavetor oe kabe frame kot pe ovtdv tov TpOTO
EMTLYYAVETAL OUOAT KIVNON TOV OVTIKEWEVOV GTOV TPLodtdoTato ympo. Emedn to
frame rate e€aptdror Kol amd TO VAIKO TOL VTOAOYIOTY, UWTOPOVUE UECH KOOI VoL
Béocovpue éva target frame rate kot o chonua va TpooTabel Vo TO PTAoEL OTTOTE EXEL
NV OLVOTOTNTA.

Otav éva avtikeipevo eumiéketal oty €EOUOIMON QUOIKNG 1 OVOVEWDCT TOV
uetoPAntov Tov oe kabe frame dev eivar mold amodotikny. To fixed frame rate eivou
évag mpoxkabopiopévog puhuodg ToAd mo ypNyopos amd ToV KOVOVIKO Kol apopd To
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avtikeipeva mov xovv To component RigidBody. T'a va propéoet éva avtikeipevo va
evnuepmoetl T Tpég tov pe Paon to fixed frame rate o mpémer va vAiomotel v
ovvapton FixedUpdate() n omoia wépa amd 10 pLOUd avoavémong dev éxel kapio
GAAN d1apopa amd v Update.

3.15.3 I'pa@wkn Siemta@n (Graphical User Interface)

I"o v viomoinon oG ypaeikng demaeng vevbvvn gival 1 cuvaptnon OnGUI() 1
omoio. poAota givor Kot 1 Hovadikny cuvaptnon péca omd TV Omoio, UTOPOLY Vo
KAnBovv otoryeio GUI. Mepikd amd avtd eivor kovumd (buttons), etikéreg (labels),
nepoyés  opaong  (textfiels), mepoyég kewévov (textareas) ko dmuovpyio
napabvpwv. H cuvaptnon OnGUI(), 6nmg kot 1 cvvéptnon Update(), exteleitar oe
kabe frame xor oyt pa @opd. H dotnto ovt pog emttpémel vo, GuvOEcovUE
petoPAntég ahAov ovvaptioemv pe v OnGUI() kot va mopatnpovpe Tig
EVNUEPOUEVES TIEG TNV 000VT).

3.15.4 ZTuvapTOELS TIPOYPAUNATLOTH)

Extoc amd 11 cuvaptoelg mov pog mapéyet n Unity, pmopovue vo ypaywoouue Kot Tig
OWKEG LG, O1 OTTOIEC OUMG Y10, LITOPEGOVY VO, AEITOVPYNGOLY Ba TPEMEL Vo, KOAOVVTOL
péoa omd Kamolwa cuvaptnon ¢ unxavig omwg n Update(). Méowm tov kddika
elpaote og Béon va ehéyCovpe kdOe 1016TNTA TOL OVTIKEWWEVOL GTO OTOi0 £YOLLE
ovvdéael to Script. Emiong ot 1010mtec tov emmiéov cvototikdv (Components) mov
pmopel va mpooBéoovpe oe €vo oviikeipevo elvar kot avtég Onbécies yu
eneEepyacio LEGM KMOKA.

Ot GLVOPTNGELG TOV TPOYPOLLATICTH EIVOL OTTOPAITNTES KOL OTOTEAOVV TOV GUVOETIKO
Kpiko HETAED OAMV TV OVTOTHT®V 6T oty vidl. Xmpic avtés 10 anotédespa Ba NTav
pio oTaTIKN aTEKOVIOT YEMUETPLOG.

3.16 I'evikég pvOuioslg

O yevikéc pvBuicelg ennpedlovv oAdKANPO 10 oy vidl aveEdpnta and to eminedo
070 07010 PPIOKOUOCTE.

3.16.1 Quality

H p0Buion omtikng mowdtntog dwobétert 6 emimeda amd Fastest péypt Fantastic. O
EMAOYEG QPOPOVY TNV OVAALGT TOV OKIOV Kol Tov veov( textures) kabwg Kot to
QOTIGHO. Me avtdv 10V TpOTO 01 TaAOTEPNG TEXVOLOYING VITOAOYIoTEG Ba umopohv
vo moi&ovv To Touyvidol pe KoAG YpaQlKd, €vd Ol Kavovpylag Ttexvoroyiag o
ATOOMGOLV TNV UEYIOTN TOLOTNTO YPUPIKDV.

3.16.2 Render

Me v emloyn Render umopovpe va mpochHécovpe opiyAn otV TOTO HOG Kot Vol
aArGEovpe TV TLKVOTNTO Kot To ypodpa te. O mepiforloviikdc pmticpog (ambient
lighting) emnpedlel o poticpd oe 0AOKANPO TO eminedo kat eivar Pondnrtikds. Av
oniaodn BELovpE VO TETOYOVE KAAO OTTIKO OMOTEAECHLO TPMTO B0l YPNGYLOTOIGOVE
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To KOpro. pdta ¢ Unity (point, spot, directional) ka1 6t cuvéyelo Ba kdvovpe Tig
teMkéG  kpopuluicels pe tov mepifarroviikd eoticpd. Téhog pmopodue va
dNUovpynoovpe ovpavd pe O1KEG pag pmtoypagies. H ovidtnta mov ypnoyonotei n
Unity Aéyeton SKybox kat avikel otnv katnyopio tov oklaotdv. [To cuykekpiuéva,
eivon okaotng RenderFX/Skybox kat yo va givor minpng ypetaleton L pmToypopies
£TG1 OGTE VO, ONLLOVPYNOEL TNV TEAIKT TOVOPOUIKT] OTELKOVICT] TOV OVPAVOD.

3.16.3 Time

¥t pOOon Time pog mapéyetal por onUavtikny extioyn. Mropovpe va oAlaEovpe
ToV KOKAO emavainyng tov FixedUpdate mov avagépOnke mapambve kot avéioya pe
TIC OLVOTOTNTEC TOVL VTOAOYIGTH VO TOV OVENGOLUE TPOKEUEVOL VO TETVYOLLE
peOAoUO 1 VoL TOV ETPPAGHVOLLE Y10 KOADTEPT OITOd00T).

3.16.4 Input

H emoyn avt) puOuiler v €i6odo tov TANKTPOAOYIOV 1| TOV HOYAOD TOLYVIOLDV.
OvGLOOTIKA AVTIGTOLYOVE TO KOVUTLA TOV TANKTPOAOYIOV/HOYAOD LLE TOVG AEOVES KOt
To kovpmid opaong (fire buttons) g Unity €161 dote n avamtuén kd@dwka va givar
aveEdptnn omd TN cvokevn £16600v. o mapdderypa, dtav ypdoovue Eva SCript dev
ypnoonotovue o cvvapmmon onwg n GetKey(Ctrl), aAld GetKey(FireButtonl).
Me atdv tov Tpdmo gdv Barovue v Asttovpyia tov TAnktpov Ctrl oto minktpo Alt
dev Oa ypeaotel va aAldéel katt otov kddka. H Unity BéBoata mapéyel cuvoaptioelg
Yo vaL TIPOLLE TNV €16000 OO KATOL0 GLYKEKPUEVO TANKTPO EAV TO EMBVUOVLLE.

3.16.5 OAokA1)pwon T VIS0V

"Eyovtag oAokAnpaoet v avantuén propodpe va eEdyovpe To maryviot pog o€ TETol
HOpOY MGTE Vo ekTEAEiTOL YwPIC TNV VTTapEN ™S pnyovig. Ot dwbéopeg e€aydyeg
Hopeéc eivar.exe ywo Asrtovpyikd Microsoft Windows, executable yio Mac OSX
PPC 7 Intel, Wii, iPhone. Eriong vrdpyet kot n dvvarotnto e&oyoyng e popen
KOTAAANAN Yoo voo ektehectel to mayvidlt og kamowov browser (Mozilla,Safari). H
duvatdmTo VT TPOVTOBETEL TNV €YKATAGTACT NG EMTAEOV E£QOAPUOYNG GTOV
browser.
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Kegpaiaro 4

YHEOOGUOS TULYVIOOV KOl  YPOPLKI)
oLEma P ypnoT

4.1 Elocaywyn

210 POV KEPAANL0 TapoLoldlovpe T0 PacikO GYEIAGIO TOL ToL VIO KaOMDS Kot
TN YPOPIKY SETOPN TOL ¥pNnotn. Avoivovior Prua wpog Prjpa dha to pevold TOL
oy VId100 KaBMG KoL 1) AELTOVpYyia TOVG.

4.2 Ygvaplo

To oevaplo ota maryvidie BoAmdv avtokiviTov Tailel devtepevovta poro. Xvvibmg
VIdpyEl Eva TOVPVOLE Kol KOOGS 0 ypnotng kepdilet mioteg avaPaduiletar, péyxpt va
AVTIHETOTIGEL TOV Tehevtaio avtimoAo («apynyd»). Zmv mOPoLGH  gpyacia
vAomomOnKe HOVo pia apéva yio pdyeg ondte dgv LINPYE AOYOG LAOTOINGNS KATOLOL
cevapiov.

O otoyoc elvar amddg: emPioon. Edv o ypnomg katagépetl va peivel oto moryvidt
&xovtag eEoAoBpevoel OAoVG Tovg avtimdAovg T0te kepdilel. Ta avtokivnta pmopodv
vo eEomMoTovV e TUPAOAOVG Kot Vo, KAVOLV €MBEGEIS GTA OVTITOAQ OLTOKIVITOL.
Otav o petpnmg vyeiag undeviotel TOte TO OYMUA PEVYEL amd TO Tonyviol. Extdc amd
TO KOMUATL TNG MOynS kdéBe tpibvra devtepdrenta epeaviCetar otnv mioto pio
onuaio. H onpoio elvarl pio apoppun yioo v ovoyKootodv ot ovtimodot va €pBouvv
KOVTA 0 évog He TOV GAAOV KOl €161 avaykaloviol Vo CUUUETAGYOVYV OAol. Anladn
eCalelpovpe ™V EPIMTOON KATOL0C VoL KPLPTEL O€ o Yovio puéypt vo, petvel povo
évag avtimoroc. Tnv oty mov Kamolog Bo mapel v onuoaio vroioyilovior ot
OMOGTACELS OAMV TOV OVTOKIVINTOV omtd v onuaio. To avtokivnto mov €£xel v
LEYOADTEPT EVKAEIDELD ATTOCTAGCT), YAVEL TO TTOLYVIOL. ZTNV TEPITTOON TOV O XPNOTNG
ndpel TV onuaio Tov diveton pa emPpapfevon oty Padroroyio Tov. Lty cuvéyela
AVOPEPOVTOL EKTEVESTEPX Ol KAVOVES KOl 0 TPOTOC faboAdynong.
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4.3 Tpa@ki) Sieta@n (Graphical User Interface)

4.3.1 Apxx0 pevov

H apyikn ceAida g epappoyns, mapovstdletor oty mopoakdtm gwova. O ypiotng
&xel  duvatotnta vo TANpopopnBel yio ta Kovumid yepiopov, vo pulpicel Kamoleg
TOPAUETPOVG TOL TTALY VIS0V KOl PUGIKA VoL TaiEet.

How to play

Ewéva 4.1: Apyiko pevod

O1 Aettovpyieg Twv Kovpmumv givar ot e&Ng:
Start Game: Exkivnon tov motyvidtol yia éva xpnot.

Options: Ot pvBuicelg TV TAPAPETP®V TOV TOLYVIOOD. AdY® TG HEYOANG EKTAONG
TOV TTOLYVIOOV Ol EMAOYEG TEPLOPIGTNKAV GTNV pLOUIOT NG €VTOONG TG LOVGIKNG
KOl TOV AOITAOV NYNTIKOV EQE.

How to play: Mg avtv v emtloyn o xpNotng HETAPEPETAL GE o, 000vN oV TOV
dtvel mAnpoopieg Yoo Tov YEPIGUO TOV CVTOKIVITOV, CAAL KOl Y10 TOVG KAVOVES TOV
TOLYVIOL0L.

Quit: 'E&odog amd to oy viot.
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4.3.2 KVplo pevov

Ewéva 4.2: Kvpro pevod

To x0p1o pevod amotereiton amd TIc ENG EMAOYEC:

New Cars: Metagopd 610 pevol ETA0YNG KAVOUPYLOL GLUTOKLVITOV.
Used Cars: Metagopd 610 LEVOD ETAOYNG LETOYEIPICUEVOD OUTOKIVITOV.
Home: Metagopd oto ykapdl tov ypno.

Go Race: Metoagopd 610 LEVOD ETAOYNG Qy®VOL

Eniong oto kdtom uépog g 000vng Bpioketon n évosiEn Active Car. To active car
delyvel ava oo oTyUn To avtokivnto mov &xel emAééet o ypnotg. Otav o xpnog
emAé€el va Tpéfel og KAmolov aymva, Tote avtopata o eoptmbel T0 cLYKEKPIUEVO
avtokivnto. Ae€lotepa Ppioketar  évoelEn Current Points mov TAnpo@opei yio Tovg
novToug mov €xel paléyetl o xpnotg. Ot mdvtor kepdilovror mailoviag oe aydveg Kot
UITOpOvV VoL XPNCLUOTOM OOV Yo TNV 0yopd KOVOUPYLOV GVTOKIVATOV.

4.3.3 AvadAvon TV ETUEPOVE LEVOD

New and Used Cars

Ta 000 avtd pevod mepi€yovv O6Aa to Swwbéciua avtokivinto Tov moryvidd. O
L OPIGUOG LETAED VEMV KOl LETOXEPICUEVAV glval KaBapd yio TUTTKOVG AOYOLG Kot
N dlPopd Tov £YoLvV glvar LOVO GTNV TN 0yOPdG.
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Ewovo 4.3: H yeopetpia Tov ovtoKivijtov

IMa va vdpéel mAnBopo eMAOYOV Kot TOVTOXPOVO, OIKOVOUIQ 6TO ¥POVO avATTLENG,
N yeopetpio eivor akpBag idta yio 6o ta avtokivita. Avtd mov aArdalet elvar n vem.
Kabe oynpo £xel ) dikn tov ven (texture) n omoio dwapopomoteitar gite PES® TOL
YPOUOTOG 1TE LEGM TOL EUPANLLOTOG TTOV SLOOETEL.

Eniléyovtag éva avtokivinto amd N Alota, o ypHote petapépetal oto “Showroom”
10 omoio omoTelel Kol oWTO HE TN GEPA TOv &va VEo pevov. Xto “Showroom”
UTOPOVUE VO OOVUE TO EMAEYHEVO OYNUO KOl KATOEG TANPOQOPIEG TOL TO
OLVOOEVOLV. X& OVTO TO GTASL0, VTAPYEL 1 ETAOYN AyOPAS OVTOKIVITOL EMCTPOPNG
OTO TPOTYOVUEVO UEVOD. X MEPITTMOT Ayopds £VOC OLTOKIVITOL, epPavifeTor Eva
Vo TO 0Ttoio HaG peT TOV YpNoTn €4V BELEL “va pmovde GTO OLTOKIVITO TOPA”.
Edv emiééel “va pmovpe 6to anToKivnto TOPA”’ TOTE OLTOUATOS OVOVEDVETOL TO
active car, oAmg mapapével og Exel. T otryun mov ayopdlel évo awtokivnto, avto
TPOoTIOETOL OTNV TPOCMTMIKY) GLAAOYY TOVL YPNOTH OT0 YKOapAL, om’ Omov eivon
OlBEGILO OTTOLOONTTOTE GTLYU).

ManurFaceurer | Bea
Name . Seing
Produceion year ! 2010
BHP [ 180

Buy value ;| 45000

Active Car . Current poines
s0000

Ewova 4.4: Showroom
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Ewéva 4.5: To pevod Home

To pevov avtd mepiéyet Tig e€Ng TpELg EmMAOYES:

Garage: To ykapdl tov ypfotn. Ed® amobniedetor n mIpoc®TIKY TOL GLALOYN TOV
OVTOKIVIT@V.

Hall of fame: Katdloyoc pe 6ieg Tig Pabporoyieg amd Tovg aymdVEG TOL £XOVV YiveL.

Credits: T vo dnpovpyndei 10 matyvidl ypeltoTKe Vo YPNOLOTOMNCOVUE OPKETO
VAo amnd tpitovg, eite ovtd Nrav yeopetpio eite textures. Olec or mnyég,
aVOPEPOVTOL GE OVTO TO LEVOD.
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Go Race

Endurance

=

Challenge

Ewkova 4.6: To pevov Go Race

g ovto TO pevoD dtodéyovpe évav ayava yia va tpéEovpe. [apodro mov eppaviovron
tpelg emhoyég povo n “GT League” eivar dwaBéoiun, kabmdg ot vTOAOWES APOPOVV
pueAdovtikn eméktaon tov moryvidov. lloatovrog 1o koopmi “GT  League”
HETOPEPOLOOTE OTNV TOPOKAT® 006vn Omov pmopovue va dohéovpe TL TOTO
TEYVNTIG VONUOGUVIG Bl ¥pNGLOTOGOVY Ol OVTITAAOL [LOGC.

F.5M. Fuzzy Logic

Ewcova 4.7: Emoyn Te(vnTiHS VONHOGUVIG

[Motovtog To kovumni “Race !!!” Eexvdel o aydvag.
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4.3.4 KOpLo ypa@iko mepifailov mayvidiov

Ewova 4.9: Gameplay

Heads Up Display

To k0Opro ypaeikd mepiBdArov avapépetal oe doa PAETEL O ¥PNOTNG OTNV dldPKELN
evog aymva, 1o Agyopevo ko Heads Up Display (HUD). Ot minpogopieg mov
TOPEXOVTAL YO TIC EMOOGEIS TOV OVTOKIVIITOL €lval Ol GTPOYES TOVL KWWNTNPO, 1
TayVTNTO. 6T0 KIPOTIO KO 1 TavTnTa. Tov oyNuatog o km/h. ToRadar mov vrdapyet
oV mave 0e€1d yovia deiyvel T oyxetikn Béom ypnotn-avtitoiov. H pmie teleio
oto kévipo tov Radar givan o yprotng evd n koékkvn o avtitarog. Katm apiotepd
eupaviCovron evdeielg v v vyelo Kot tov aplBpd mopadiwv mov dwbétel o

xXPHoTNG.

Mevov navong
2V TEPITTOON TOV 0 YPNOTNG KATA TN JEPKELN TOV TTALYVIOLOD TOTNGEL TO TANKTPO
Esc, epgaviCeton Eva pevod pe Tpelg EMAOYEC:

Resume: cvvéyion tov aydva
Restart: eravekkivnon tov ayovo

Quit: eykotdAelyn Kol ETGTPOPT GTOV HEVOD EMAOYNG Oy DVOL.
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4.4 AvaBaOuicelg TUPONAXIKOV KAl VYELXG

H péyiom tyun mc vyeiog givon 100. Edv n tyun g vyeiog KEmoov avtoKivi)Tou
@tdoel 6to 0 (UNoEV), TOTE VTO KATUGTPEPETOL Ko PeVYEL amd To moyviol. H vyeia
umopet va pewwBel pe dvo tpomove. Eite pe odykpovomn tov auTokivitov peE GAAN
yveopetpio (avtokivnto Kmptlo, k.o.), €ite O6tav PBdAietor amd mupadAOVLS KOl TO
TOAVPBOAO KATO10V AAAOV CVTOKIVITOV.

AVOALTIKOTEPQ Y10 TOL OTTAMKA GUOTNLOTA, VITAPYOVY TPELG Katnyopieg Tupavimy Kot
éva emmAéov moAvPoro. To moAvPoro €xel dmewpo aplBud TLPOUAYIK®OV OAAA
npokaAel v pkpdtepn Inuid (0.5 Baduoi). O Speed givar o1 o ypiyopot mopavirot,
oAAG ko ot o advvapol (5 Pabuot) kot n tpoyld Tovg eivar n gvbeio ypapun. Ot
mopaviort Homing eivar pecaiog woyvog (10 Babuoi), evd 10 YopaKINPIOTIKO TOVG
elvar 011 akolovBoHv 10 6TOHYO TOVG UEXPL VO TOV YTLTCOLV 1] VO, GUYKPOVGTOVV UE
Kamolo eumodto. Elvar oyetikd dVGKOAO Vo TOVG amoPUYEL KATOL0G, OAAL EPIKTO.
Téhog o1 Power givat ot mopoviot pe v peyorvtepn woyv (20 Babuot), stvor Opmg ko
ot o apyot.

Ta omhkd cvoTipaTe 6E VOOUEPQ.

Taybmro Advapn [Tovror {nuudc
Machine gun - 0.5 0.5
Homing missile 60 10 10
Speed missile 180 5 5
Power missile 130 20 20

Onwg avagépape Kot 6To TPATO KEPAAN0 KAOe TpLdvta devtepOAenta eppavileTon
omv miota po onuaic v omoia. Aol BEAovv va mdpovv. Enedn ot avtimodot Tov
xpNotn ehéyyoviar amd Tov vmoloylotn yvopilovv v axpiPn 6éon g onuoiog.
[Tpoxeévov va Ponnbei o yprotng va Ppet molo €vKoAa TO GTOYO TOL, YL OGO
VIdpyel otV ToTo N onuaia, aKPPOG TAvVe amd TO AVTOKIvVNTO eU@OvIfETOL £va
BéLog mov deiyvel TN oo KatevBvuvor).

v Tavo aprotepn Yovio e 000ving mapEyoviol TANPOPOPIES Y100 TOV KOVIIVOTEPO
avTimoho, 6T TO OVOUQ, 1| TOGOTNTO VYEIOG KOl 1 TPEYOLGO KOTAGTOCT TEXVNTNG
vonuoovvng. Ot KOTAGTAGELS TEYVNTNG VONUOGUVNG Elval TEGGEPLS, KUVIYL 1] OTOPLYN
KOVTIVOTEPOV AVTITAAOL KOt avalNTNoT LYEING 1) TUPOLAYIKADV.

IMa va avapobuicovpe v vyelo oAAd Kol too TOPOUOYIKE HOG HECO OTNV THoTO
VIEapyovv dtdomapta kdmolot koPot (Packs). Tviiéyovtag Evav kOPo, avaroya pe v
Katnyopia tov, n omoia kobopiletar amd T0 Ypoua Tov, Tapéyet pio avapaduon. O
k0Poc Health (umke) avéavel Tnv vyeia Tov ypfot katd 25 povadeg, oALG o€ Kapio
nepintmon 1o cvvoro oev Eemepvaet Tig 100. Ot k¥Pot Yo Tovg TLpAvAOLS TAPEYOLY 2
TLPOVLAOLS KAOE Popd, avdioya pe v katnyopio Tov kVPov. To KOKKIVO avTioTotyEl
otov Speed, to pwp otov Homing kot téhog, Agvkd yio tov Power. Aol mdapet
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Kdmolog pia avaPdduion, avty kpvfetar €tor @ote va punv givor dtbéoun yuo
Kavévoy  GAAo. Metd amd  éva xpovikd Odotnuo €K OEVTEPOAEMTMOV
emavepeaviCeton ko yiveton oabéoun ota avtokivnta.

4.5 Nikn / 'Htta

Onwg oe Oho ta mouyvidi €161 Kol €0 pmopovue gite va kepdicovue glte va
yboovpe. O ypiotg eykatareinel To moyvidl oe 6V0 mepurtmoels. H mpa eivan va
unoeviotel n evépysln tov avtokivinTov. H devtepn eivon to avtoxivintd tov va
Bpioketon To pokpld amd TV onuaio. 6 oy€omn Ke Ta GALO aVTOKIVITO OTOV KATO10G
Katagépel va v wépet. Tlpoxeévov va kepdicel o xpnog, to avtokivntd tov Ha
TPEMEL VoL €lval To TeEAELTOi0 OV PpiokeTon 6TV ToTA. TNV TEPIMTMOON AVTY, OPOV
tereldoel 1 payn {nteitan amd o xpnotn va eledyel Eva ovopa Kot totovtag “Enter”
BAémer ) Pabuporoyio Tov o oxéon pe To KOAOTEPO SCOre péypt otiyuns. Emmiéov
divetar o ypnuotikn apolpn twv 10000 credits n omoio umopel va ypnotpomon0el
Y0 TV OTOKTNGT KOVOUPYLO0V QUTOKIVITOV.

Avoivtikdtepa 10 cvotnua Babpordynong éxer og €€ng. To mocd g {nudg mov
TPOKOAEITOL OO TOV YPNOTN GE EVOV OVTITOAO UETATPENETOL GE TOVTOVS VIEP TOV
xpnot. o mopdaderypo o Power mhpaviog mpoxkorel {nuid 20 moviov oty vyeio
TOV OVTOKIVITOL. Apa 0 ypnotng Kepdiler 20 movTovg kdbe @opd mov YTV Evav
avtimohlo pe Power mopavro. BéPata edv o avtimaiog ytummoet pe Power mopovio
TOV XPNOTY, €KTOG omd peiwon oty vyeia, Oa vrapEel ko peiowon ot Pabuporoyio
tov. Ta yromuata and tpaxdpiopa Ko ypnon moilvBoiov de Aapupdvovior vwoyn
omv PBabuoroyic kabmg mpokaAoOv moADy pkpr {nud. Emiong €dv o ypnog
e€ohoBpedoetl évav avtimado, ONAadT TOL dDCEL TN YOPloTiK) PoAn, Tote KepPdilet
emmAéov 100 moOVTOLG, vl otV TEPimTOON TOv TAPEL TV onuaio Kepdiler 200
noviove. Téhoc ot avafobuioec evépyelog (Health packs) éxovv avtiktvmo otnv
Babporoyia kot paiioto apvnTikd KaBmG TV LELOVOLY KOTA 5 LOVADES.

ITivakog 1 Meprrtdoerg avénong padpolroyiog

Avénon Pabumv
Xthmnua otéyov ue Power missile +20
Xtomnuo otoyxov pe Speed missile +5
Xtomnuo otéyov ue Homing missile +10
Yyeio teppotiocpot +To moc06 ¢ vyeiog
TeAko yromnua o€ avtinolo +100 (T kGOe avtinaro)
Inuaio +200 (Ta kdBe onuaio, )
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Mivakag 2 Mlgprrtdoels peiowong padpolroyiog

Meimwon Bobudv
Xtomnuo amd Power missile -20
Xtomnua and Speed missile -5
Xtdrnpa ad Homing missile -10
AvoamApwon vyelog -5

Ewova 4.10: Hall of fame

64
Auhopotikny Epyocio




Kepalaro 5

Ylomoinon mayviolov

5.1. Elcaywyn

210 Kepdhoo avtd mapovcialeronr 1 dwdikocioo 1 omoio akolovdndnke yioo vo
UTOPEGEL 1] YEOUETPIOL TOL GWTOKIVITOV VO OVOYVOPICTEL OO TNV UNYOVY] QUCTKNG.
2TV CLVEXELN TTEPTYPAPETAL O TPOTOG VTOAOYIGLOV TG TOGOTNTOG TNG POTNG GTOVG
TPOYOVG Kot NG oAAayng tayvtitev. EmmAéov yo ta avtitolo ovtokivnto mov
eAéyyovTon amd Tov LTOAOYLoTY| €xel avamtuyfel éva chomua amouyNg eumodimv,
aAAG Kot €va ovotnua amo@doswv pe FSM kot Fuzzy Logic. Téhog mapovoidletan 1
vAomoinon tov aiyopiBuov A* o omoiog emiAvel To TPOPANUA Yoo TV €VPECT TNG
BéATIoTNC Sradpopng LeTAED OVTOKIVITOV KOl GTHLOL0G.

5.2 Opydavwort avtokwitov (Car Setup)

Onoc avagépape Kot 6T0 TPAOTO KEPAANLO 1 YEOUETPIOL TOL OVTOKIVITOV gival omd
tpito dnuovpyd. Ia va gwoaydyovpe ™ yeoperpia pag oty Unity kavoovue de&i
KAuc-> Import new Asset otnv meproyn tov Project. Xtnv cuvéyeia pmopovue vo. tnv
tonofetcovpe anevbeiog oe pia miota 1 vo TNV KOAOVUE Vo ELPAVICTEL OLVOULKA
YPNOUOTOIOVTOG KMIKA. MEYPL OTIyUNG VITAPYEL Eva aKivNTO aLTOKIVITO TO 0TO10
dev avayvopilelt n unyavi UOIKNG Kot £TG1 LTOPOVIE VO TEPAGOVUE OO PECT TOVL.

INo vo dwcovpe Aomdv 115 emBountég W10teg Ba Tpémel va mpocsbécovpe Kamola
Components. No onuewwbel 611 Yoo vo  YPNCLUOTOWGOVUE TO  OVTOKIVNTO
dnovpyovpe évo Prefab mov mepiéyet 6Aa ta amapaitnta yopaktnplotikd. Me avtov
ToV TpOTO, pEcm Kmdke kKahovue to Prefab kot étot dev yperdletan vo kavovue ke
Qopd T1¢ 101G pvOpicers.

Ewkova5.1: To avtokivito kat ot colliders
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Ewéva 5.2: IowotnTeg

Imv kopven g tepapyiog xovpe éva GameObject pe Eeywprotd dvopa yio Kabe
oymua. To ovotatikd Rigidbody, diver v &viod] otnv unyovn @QLOIKAG Vo
EPOPUOCEL TAV®D OTO avTIKEipEVO v 1010t Ta g Papdtrag. T'a tov €leyyo tov
aVTOKIVATOV 0 KOdKag ympileton oe tpion Scripts : CONTROL.js, Health Control
Script.js, Gun Control Script.js. To mpmdto givar vrevOLVVO Yol TOV YEPIGUO TOV
OYALLOTOG, TNV AmoPLYN eumodinv, Kot TV Aqyn aropdoswv (FSM, Fuzzy Logic). Ta
emopeva ovo dwyepifovrar v vysio ko To OmAo avtioTowyo. XTIG EMOUEVEG
napaypdoovg Oa avervcovpe to vrwoOAowma GameObjects mov cuvodedovv ™V
npoxatackevn (Prefab) tov avtokvtov.

2to oy violo o {nroduevo glvar n opaAn Agttovpyio Kot 1) KoAn anddoon. Kavovikd
KOODC TO PMOG TOV VIAPYEL TNV OKNVI PiYVEL TIG OKTIVEG TOV GTO aVTOKivnTo Oa
énpene vo vroloyiletar cuvéyela n okid tov. Eviovtolg yio va unv emPapvvovpe 1o
cbotnua mpoPdAiovpe pio toyn okl kAt® omnd TO OVTOKIiVNTO HEC®  €VOG
Bondnpatog mov pog mapéxet n Unity ovopatt Projector. H teyvikn avtn vrdpyet
OKOMOL KOU GTO ONUEPVO TOyvIiOlo YTl TETLYOIVOUUE — €VOl OTOJEKTO OTTIKO
amotéAecpo. kol TOAD koA omddoon. To GameObject mov avoroufdver v
nopomave Asttovpyion givar to blob_shadow kot oe avtd €xer tomobetnbei TO
ovotatikd Projector.

[Mpokewévov 1 pnyavn QLGNS va katolofaivel mov Ppickovrol o Oplo TOV
AVTOKIVATOV Ypnoiporotovpe éva cvotatikd ovopott Box Collider. Torofetncape
tov ovykpovotn (Collider) katdAAnia, dote va nepipdiel OA0 T0 apdEmua EKTOG amd
TOVG TPOYO0VG. OVGLUGTIKG AOLTOV 1) UNYOVT] GUOIKNG VTIAOULBAVETOL TO OYNLLOTOL LLOG,
®G KOLTLA.

e éva moryvidlt PoAGV avTOKIVATOL Ol ovatpomég eivar moAy cvyvés. H ovtotnta
Cube eivar évog Trigger. Otav péoa otov Trigger mapepfindet to Terrain, dniadn to
€00po¢ TOTEe mMOAVOTOTO TO OVTOKIVITO VO OVOTPATNKE Kol TPEMEL VO, TO
EMOVAPEPOVLE. XPNGLUOTOLOVUE TNV AEEN «aiBovOTaTOY S10TL LIAPYEL TEPITTMOOT TO
avtokivnto va emavélBel ywplg TV O pog mopEUPact, YTVTOVINS e GAAN
veopetpio. [a va pmopéoel va yivel avtd €yovpe mpocbécer oty ovioTnTa TO
mopakatm Script.
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Roof180.js

function OnTriggerEnter (other: Collider)

{
if(other.tag == "terrainTag")
{
Invoke('RestoreCar",4);
}
}
function OnTriggerExit (other: Collider)
{
Cancellnvoke(""RestoreCar");
}
function RestoreCar()
{
SendMessageUpwards("Restore",1);
}

Me v SendMessageUpwards otélvoope pnqvopo oty CONTROL.js yia vo
Eexvnoel  Restore() | onoia O emavagépet To avtokiviTo.

function Restore()

{

transform.rotation.z = 0;
transform.rotation.x = 0;
transform.rotation.y = 0;
rigidbody.velocity = Vector3.zero;
transform.position.y = 15;
rigidbody.freezeRotation = true;
yield WaitForSeconds(0.5);
rigidbody.freezeRotation = false;

To emdpevo GameObject givar to muzzle flash. H ovopacio avti tpoépyetat and tnv
Adpym mov PAEmovpe pmpootd amd Eva OmAo Otav mupoPoliel. LtV TPOKEWEV
nepintoon 0éhape vo TIAEOLUE TO €QE NG AYOVIOTIKNG €EATIIONG TO OmOoio
onuovpyeiton  pe  oavtiotoyo tpdémo oto  moryviowo.. OvolooTikd oVTO IOV
dnuovpynoope NTav o ypnyopn evoiioyn pog eotoypaeiog (Ewéva 5.3) kabe
@opa OV aAAACOVLE TOYVTNTA.
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Ewova 5.3: Ewkova ywo tnv Adpyn ety e€drpon

2TV ouvEElo yloL TV amo@uyn eumodiov tonobetnoape 1o GameObject Obstacle
Detector. To ovotatikd (Component) mov mepiéyel eivar évog Capsule collider o
omoiog Aertovpyei mg Trigger. Me v Ponbeia tov gipaote og Béon va aviyvedoovpe
mbavég ovykpovoelc. Kédbe popd mov mapepufdiletor yeopetpio HEca otV mEPLOYN
tov Trigger Aopfdavovpe €va onpo T0 0moio eKpeTOAAELONAGTE HEc® SCript pe v
ovvaptmon OnTriggerEnter(Collider : other). @swpnrikd To ufKog Tov Oo Empene va
petafdAdetar ovaloyo pe v tayvLTNTo. ANAadn 660 peyorvtepn TaxHTNTO £YOVUE
1060 MO HOKPLE TPETEL VO ELEYYOVLE Yo UmOdLa. Opme ot ypryopes VoA ayEG OTNV
TOYOTNTO TOV OVTOKWVAT®OV GTO TolyVidl, HETEPoAiay TOAD GLYVE TO UNKOG TOV
aviyveutn. Avtd eiye og amotéleopa ot avtitaiol va prepdevoviar vopiloviag Ot 10
eumodlo ybveron ko gpeaviCetal oe kKAdopato devteporéntov. [lpaktikd Aowmdv,
pvBuicape tov avyveuty va el otabepd unkog. To madg axpiPog yivetor m
aviyvevuon Kol amrouy GLYKPOVGE®V Ba avodlvBel 6e TapaKAT® EVOTNTA.

Onwc éxovue avapépetl Ta oynuata dtafétovy mAndopa OTA®VY, AVAUESH GE OVTA KOl
10 woAvPoro. Kabag ta avtoxivnta aviaAldacovv moupd Oo mpénel va @aiveror to
onueio ocvykpovong peta&d cpalpdv kot yeouetpiag. To GameObject Sparks £yt ya
ovotatikd (Component) éva cvotua copatidiov (Particle system) yio v eugdvion
tov {nrovpevov geé. Otav po oeaipa omd o ToAvPOLO yTLTNGEL GE Ye®UETPia TOTE
EVEPYOTOLEITOL TO GVOTNUO COUATIOIMV Kot eppavileTal Vo Q€. Xe avTo TO onpeio va
Tovicovpe OTL Yo va vtdpEet cvykpovon Ba mpémel n yempetpio vo dtabétel Kamolov
gidovg ouykpovotr (Collider).

H oproBétmon tov oynuotog péypt otiyuns nepthdpufoave dAa ta HéEPM tov, EKTOC 0o
ToVg TPoYovG. Ot Tpoyol yperdloviot 01k dtayeipion KaOMOG gival mTePIoTPEPOUEVA
KOUUATIO KOl LAMOTO 1] TEPLOTPOPT Tovg e€aptdratl omd tnv Toyvtnta. H Unity pog
TOPEYEL ETOILOVS GLYKPOVOTEG KATAAANAOLS Yo TpOY0VG oxnuatmv edapovg “Wheel
Colliders”. Avaivtikotepa yro. tovg Wheel colliders pnopeite vo avatpééete oto
kepdioto 3. ' va pmopécovpe vo TeTHYoLVHE TNV PEYIOTN dvvoth evBvypauon pe
TNV KOVOVIKT] YEOUETPIOL TOV TPOY®V, Ol GLYKPOLOTEC OMpIovpyovvtal Alyo mpwv
Eexwvnoel o ayovag péow tov script CONTROL.js. Evailaktikn Adon amotelel m
xpnon ceapikdv cvykpovotdv (Sphere Colliders). Ouwg n mpocopoimon twv
OVOPTNCEMV KOl O VITOAOYIGUOC TNG POTNG TV TPoYdV Ba émpene va dnpiovpynOet
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amo TV apyn KTt Tov o KaBVoTEPOLGE KOTA TOAD TNV ovimtuén Tov LVIOAOUTOV
O V10100,

5.3 ®dvowkn avtokwitov (Car Physics)

‘Eva. oOyygpovo moryvidr emPérietor vo ypnowponolel éva peaMoTikd HOVTELO
QULOIKNG. XNV O pog  mepintmon mpoomadncape vo  eEOLOIMCOVUE TNV
GLUTEPLPOPE EVOG QVTOKIVITOV pe BAon TOVG VOUOLG TNG PUGIKTG.

5.3.1 MeTta@opd SUvaung 6tovg TPoxovS: Minxavi Kot KIB®TLO TAYVTTOV
[o va pmopéoovpe va vmoloyiocovpe v toyvtnto pe v omoio Bo Tpéyel To
avtokivnto pag Oa mTpémel TPAOTA Vo LEAETNHGOVUE TNV AELITOLPYIO TOV TPOYUATIKOV
OQLTOKIVATOV. L€ 0L UNYOVY ECMTEPIKNG KOWONG, 1 POTH OV Tapdystatl dev eivat
otafepr, 0AAG elvor o ovvaptnon G TOOTNTOS  TNG  UMYOVIG  OF
neplotpoic/Aentod (Revolutions Per Minute). Na onpeidcovpe o€ ovtd to onpeio ot
1 GLVAPTNOT Elval UN-YPOLLLLKT KO Y10 VO TV DTOAOYIGOLUE pe axpifela mpemet va
TOMODETNGOVIE TO AVTOKIVITO GE SVVAUOUETPO. ZTNV GLVEYELN AKOAOVOEL 1] GVVIEDT
He 10 KIP®OTIO TaYLTTOV, T0 0moio Kabopilel T0 MOGOGTO pomng mov Ba petapepOel
OTOVG AEOVEG, TO OPOPIKO KOt TEAOG Ol TPoyol. Xg éva TPAYLOTIKO OVTOKIVITO
Aowmdv n T g pomng Kabopiletar amd tov Kvnthipa. Xe éva moryviolt OpUmg dev
dwBéTovpe unyovn €0OTEPIKNG KOOOMNS Kot Yo avTod Bo TapEyOLUE TIG ATOPOLTTES
TIHEG UE OLOPOPETIKO TPOTO.

Ewova 5.4: Kapmoin pomiig

H xopmdodn (Ewoéva 5.4) 6o pmopovcoe va oamobnkevtel oe éva mivako kol vo
ypnoworombei o £va maryviol. Opmg ened” otnv 01K pog VAoToinon dev BéAovue
va eTiaEovpe eEopotmtn, dev ypealdpoaote pebddovg pe 16co peydan axpifeio. Mo
OTAY] TPOGEYYIGTIKN GLVAPTNOT ivat 1Ko VoL TaPAyEL To EMBVUNTA amoTELECUATO.
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2y mopandve eovo eatvetor emiong OTL Kot M wmodvuvaun eivor petofAnto
péyebog to omoio eEaptdran amd tig RPM. H oyéon peta&d pomg ko 1 immodhvapng
etvat:

TRPM
5252

Metd amd Tov Kivntipo 1 PO UETOPEPETOL 6TO KIPMTIO Tayvt)tev. To kifdtio
SlaBETEL KATTOLEG AVOAOYIES YO TIC TOYVTNTES TOV.

ITivakog 3 Avoroyieg Kif@Tiov TOYVTATOV

Montana Gear Ratios Game Gear Ratios
1st 2.92 2.3
2nd 1.57 1.78
3rd 1.00 1.30
4th 0.71 1.00
Reverse 2.39 2.3
Final drive 3.29:1 3.4:1

H avoloyia 2.92 onpaiver 6Tt yuo va Tapel pio otpoen 10 ypavdll 6to Kifotio, Ha
TPEMEL 0 KWNTHPOS Vo TAPEL 2.92 GTPoPEG. ZTnV €QOPUOYN OGS OUMOC TPETEL VOl
pudbovpe TV avaroyio Kivnmmpa — tpoydv. o avtdv To A0Y0 TOAAATANGIALOVE TV
avoloyio g k@Oe tayvInTog pe TV avoloyia tov dwagopikov (final drive). T
mapaderypa eav £xovpe 3000RPM tov kivntipa, Ba €xovpe 3000/(1.57%3.29) = 580.3
RPM otoug tpoyotg [17].

H ypnowpomra g mapomdve Bempiog Ba yivel QUesH KATOVONTA LE TNV TAPOLGINoN
TOV KOIKO Y10 TNV KIVNom TOL 0VTOKIVITOL.

Edv o1 vmoloyiotég d1ébetav pia punyavr| cmTEPIKNG Kowongs, Ba vroroyilaue dueca
TN POTI GTOVS TPOYOVS Kol TO avTokivntd pog Ba propodvoe va kivnel avdioya pe to
TATNUO TOV KoLV Tov Ypnotn. Emedn katt té€toto dpmg de ocvpPoaivetl, avti va
Eexvnoovpe amd TNV Unyovn mov duotuydg dev vrapyel, Ba Eekivncovpe omd Tovg
tpoyovc. Il ocvykekpéva and tovg Wheel Colliders ot omoiot pag divovv kot ta,
R.P.M. 0ALd ka1 tn pomn) mov TOVG aoKeiTAL.

Kd&Be tpoydg €xel S10popeTikés GTPOPES Kot £TGL TPOTILOVLE VO, TOIPVOVUE TO HEGO
6po tov RPM d6Lhwv tev tpoxdv pe v ocvvaptnon ComputeRpmFromWheels().
2mv TEPItTOON MOV TO OVTOKIVITO OgV KIVEITOL, Ol OTPOPEG TV TPOYOV &ivol
unoevikés. o va amoguyovpe avtd 10 TpoPAnue Exovue mpocsbécel Evor eAdy1oTO
EIKOVIKO OP10 OTPOPAOV £TGL MGTE TOTE Vo, unv mtapovpe undév R.P.M. axopa Ko 6tav
10 owtoKivnto Ppicketor og axwvnacia.
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// Compute average RPM of all motorized wheels
function ComputeRpmFromWheels(): float

{
var rpm = 0.0;
var count = 0;
for( var w in wheels)
{
if( w.powered )
{
rpm += w.coll.rpm;
++count;
}
}
if(count!1=0)
{
rpm /= count;
}
return rpm;
}

H petofAnt) motor £xel €bpog 0 ... 1 kou avtiotoryel 6T0 TATNUA TANKTPOL TOV
eréyyel to ykall. H ovvaptmon ComputeAxisTorque() Oa mapel cov opioua thv
nocdTTa Tov ykallov (Mmotor). Xtn cvvéyeia vToAoYILOVUE TIC OTPOPES TOV KIVITHPO
pe ™ Pondeto TV avOAOYI®V TOV avaPEPONKAY TOPUTAV®, N0 TIC GTPOPES TMV
TpoyxdVv. 'Exovtog T1g 6Tpo@Es Tou KIvTipa YPTGILOTOIOVUE THY KOUTOAN POTG Yo
va Bpovpe ™ pomy| Tov KivnThpa. o va mdpel Ty TEMKN TN 1 POTH TOV KIVITHPQ
v moAlomAactalovpe pe TV mocdTnTa Tov YKoy (Motor), to onoio amotehel pio
piKpoPertimon mov Tpootédnke petd amd dOKIUES.

Eniong vmapyet éva ehdyioto kot €va péyoto 0plo otpoemv. Edv Eemepdoovpe to
avOTATO Oplo0 oTPOPOV Kwvntnpo tote ovePdlovpe toyvnta. To aviictpoo
ovpPaivet yia to eAdyioto 6pro. To povo mov amopével TALoV givol va VTOAOYICOVLE
TNV POTN GTOVLS TPOYOVG.

Ponn otov tpoyoieg = ((pomy| unyovng)/toydtnra 6to KiBmTio/ovoroyio dtopopikon)

wheelsRpm = ComputeRpmFromWheels();
var axisTorque = ComputeAxisTorque( Mathf.Abs( motor ) );
ComputeMotorRpm( wheelRPM );
AutomaticTransmission();
/I A simple parabola to approximate the shape of motor torque
/Il curve. In real cars you probably would do this with explicit
// table that maps rpm to torque.
function MotorTorqueCurve( motorrpm: float )
{

var x = (motorrpm/motorRpmRange) * 2 - 1;

vary =05*(-x*x+2)+5;

return Mathf.Lerp( minTorque, maxTorque, Yy );
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}

I/ Given acceleration pedal input, computes the torque that
// we want to apply to wheel axles.
function ComputeAxisTorgue( accelPedal: float ): float
{
// Compute current motor rpm, based on wheels rpm
wheelRPM = Mathf.Abs( ComputeRpmFromWheels() );
ComputeMotorRpm( wheelRPM );
AutomaticTransmission();
// Figure out motor torque based on motor rpm
var motorTorque = accelPedal * MotorTorqueCurve( engineRPM );
/I Compute wheel axle torque from motor torque
return motorTorque / gearRatios[currentGear] / finalDriveRatio;
}
// Compute motor RPM from wheel RPM
function ComputeMotorRpm( rpm: float )

{
if(currentGear !'=0)
{
engineRPM = rpm * gearRatios[currentGear] * finalDriveRatio;
}
else
{
engineRPM = -rpm * gearRatios[currentGear] * finalDriveRatio;
}
}

AoV Aoudv voroyicape T pomn mov £X0VV Ot TPOYOL, EPUPUOlovLE TNV TN TNG
otovg Wheel Colliders kot 1o avtokivnto kwveitor. BéBaia n tehkn T givon Alyo
SlpopeTikn Adym Tov Kpofeitiocemy Yy va 000el kaAvtepa M aicBnon g
TayOTNTOC.

wheels[0].coll.motorTorque = 2 * axisTorque * motor;
wheels.coll.motorTorque = 2 * axisTorque * motor;
wheels.coll.motorTorque = 2 * axisTorque * motor;
wheels.coll.motorTorque = 2 * axisTorque * motor;

5.3.2 KaOetn 8Ovaun (Downforce)

Kabobg 1o avtoxivnto avamtucoel peydieg tayOLTNTES, O TMEPIMTMOY ATOTOUNG
OTPOPNG VILAPYEL HEYAAN ThavotTa Yie avotpony). H unyaving euoikng pog mapéyet
TOALEG EVKOALES OmG O umopet va Tpochicel emmAEOV SUVAUELS GE £val AVTIKEIUEVO.
Oa mpénetl eueic, yewpoxivnta va. vIoAoyicovpe kKot vo mpocBécovpe v KABeTN
dvvaun mov 0o acknbel oto avtokivnto €161 Mote vo unv avatpanel. H dvvaun
epapudletar mwiveo oto Component, Rigidbody mov omwg éxovpe mel, eivor o
OLVOETIKOG KPIKOG HETAED TNG YEMUETPIOG KO TNG UNYOVIS PUGIKTG.

function ApplyDownPressure()

{

72
Amopotiky Epyocio



var groundedCount = 0O;
var sidewaysSlip = 0.0;
var forwardSlip = 0.0;
for(var w in wheels)

{

if( w.coll.isGrounded )

{
++groundedCount;
var hit: WheelHit;
var wc: WheelCollider = w.coll;
wc.GetGroundHit(hit);
sidewaysSlip += hit.sidewaysSlip;
forwardSlip += hit.forwardSlip;
/ltemp = w.coll.radius;

}

}

if( groundedCount )

{
sidewaysSlip /= groundedCount;
forwardSlip /= groundedCount;

}

var smoother = Time.deltaTime * 5.0;

smoothSidewaysSlip = Mathf.Lerp( smoothSidewaysSlip, sidewaysSlip,

smoother );

smoothForwardSlip = Mathf.Lerp( smoothForwardSlip, forwardSlip,

smoother );

if( groundedCount )

{
var downPressure = Vector3(0,0,0);
downPressure.y=-Mathf.Pow(rigidbody.velocity.magnitude,1.2)*
downPressureFactor;
downPressure.y=Mathf.Max(downPressure.y,maxDownPressureForce
);

var localPos = Vector3(0,0,0);

localPos.x = smoothSidewaysSlip / 5.0;

localPos.x = -Mathf.Sign(localPos.x) * localPos.x * localPos.x;

var hwidth = bcollider.size.x / 2.0;

localPos.x = Mathf.Clamp( localPos.x, -hwidth, hwidth );

var worldPos = rigidbody.position + rigidbody.rotation * localPos;

downPressure = transform.TransformDirection( downPressure );

rigidbody.AddForceAtPosition(downPressure,worldPos,
ForceMode.Acceleration );

rigidbody.AddForceAtPosition(downPressure,
Vector3(worldPos.x+10,worldPos.y,worldPos.z+10),
ForceMode.Acceleration );

rigidbody.AddForceAtPosition( downPressure, Vector3(worldPos.x-
10,worldPos.y,worldPos.z+10), ForceMode.Acceleration );
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rigidbody.AddForceAtPosition(downPressure,
Vector3(worldPos.x+10,worldPos.y,worldPos.z-10),
ForceMode.Acceleration);

rigidbody.AddForceAtPosition(  downPressure, Vector3(worldPos.x-
10,worldPos.y,worldPos.z-10), ForceMode.Acceleration );
}

5.4 Amo@uyn) epmodiwv (Steering behaviors - Obstacle avoidance)

Steering behavior, ovoudlovpe ™ ocvumEPIPOPE OTPEYNG TV  TPOYDV EVOG
OLTOKIVITOV G€ O1popeg cuvONKkes. Mia amd avtéc elval 1 amo@uy”n eumodiov. Katd
M dgpKe Tov oy vidlov Ba Tpémel Ta avTimaAia avtokivnto va givon og Béon va
KataddEOLVY omolodnmote dALo avtokivnto. Ta avtokivnta péoa oty miota givol
ENTA KOL 1 KIVon TOVLG YPNYOPN KoL GUVEXNG, EMOUEVMOS TPEMEL Vo emAEEovUE
A0d0TIKEG LEBOBOVE £TGL MOTE 1 OMAS0CT) TOV GLGTILATOG VAL Elvat OLLOAT.

Mo va to gmrdyovue avtd ypnoyomomoanpe Evav tporomomuévo Line Of Sight
(L.O.S.) aAy6piBuo. Ovclootikd vroroyilovpe 10 TOGO TPEMEL VAL GTPIYOLV Ol POSEG
TOV OVTOKWVITOL £T61 OGTE Vo, avTiKpilel T0 oToyeLOUEVO avTiKeipnevo o€ gubeia

YPOLLLT).
inputSteer = RelativeWaypointPosition.x / RelativeWaypointPosition.magnitude;

2V ovvéyela amo@acifOvLE Y10 TO €AV TPEMEL VO ODGOLUE MOONON 6TO avToKivinTo 1|
va To Ppevapovpe. Ot TEPIMTMOOELG TOV EAEYYOVLE Elvan TPELS.

Edav n petafint inputSteer givar pukpotepn and 0.1 t1ote onuaivel 6Tt T0 avToKiviTo
nnyaivel oyxeddv gvbeia kot pmopoHLe vo Tatnoovpe YKalt.

if ( Mathf.Abs( inputSteer ) <0.1))

{
inputHandbrake = 0;
inputMotor = 1;
inputBrake =0 ;

}

Emiong €dv m toyvtTo TOL AVTOKIVATOL gival yaunin t0te 660 Kol av oTpifovue
UTOPOVLLE KO TAAL VO TOV ODCOVLE MONOT).

else if(rigidbody.velocity.magnitude * 3600/1000 <30 )
{
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inputHandbrake = 0;
inputBrake = 0;
inputMotor = 1;

}

Ymv mepinton mov Kapio cuVOKN oo TIC TOPATAVE OEV TKAVOTOLlEITOL TOTE TO
avtokivnto epevapet.

else{
inputHandbrake = 1;
inputBrake = 1;
inputMotor = 0;

}

H otpatnywm avt €xet éva peydio peloveéKTnUa, yloti eved eivor omd Tovg mo
YPNYOPOLG OAYOplOOVG, dev umopel ALTONAT®OG Vo amo@evyel eumodtla. [lpénetl va
nmpocOécovpe emmAéov Kddwo o omoiog Oa eivor vmevBvvog yioo TV amoeLYN
eumodiwv Kot B aALAleL TV Topeia TOL OYNUOTOG OTTOTE Eivarl amapaitnTO.

Mo va to metdyovpe avtd, ektoOg omd kddka ypelopnacte Kot Kamowo fondnuota
mov pog mapéyxert n Unity3D. Onw¢ avoagépope 610 TPONyovUEVO KEPGAMO M)
OVTOTNTO TOL AVTOKIVITOV EYEL EVOOUATOUEVT pio GAAN ovtotta e dvopo Obstacle
Detector. Avti n ovtomra eivan évag Capsule Collider pe v emdoyn trigger.Anladn
deV OLYKPOLETAL e GAAN YempeTpio 0AAG (oG evnuep®VEL v cupPaivel KATL TETO10.
Onwg dniovel kou to dvopo tov “Detector”, ypnoyiedel cav kovti aviyvevong. To
TAGTOG TOL €lvar 1010 [LE VTG TOL AVTOKIVITOV, EVM TO UNKOG UETARAALETAL OVAAOYQL
pe v tayvnra. Oco mo ypryopo Kveital T0 ouToKivnTo T060 HoKpOTEPOG YIVETAL O
OVL(VELTIC.

Ewova 5.5: Setup for the obstacle avoidance steering behavior [5]
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To gumddlo KoL TIC TANPOPOPIEG TOL OVTA TEPIEXOVY, UTOPOVUE VO TIG TAPOVUE
YPTCULOTOIDOVTOG KOOIKA Kot £TGL VoL £XOVUE OAES TIC TANPOPOPIEG OV YPElOLOOTE
Yoo TV amo®uyn tovs. To oynua Tovg ivar Tévto KukAkd 010t yperaldpacte Pdvo
TO KEVIPO KOL TNV OKTIVOL TOLG ¢ TANPo@opiec. Amlomolovviol €161 TOAD ot
VTOAOYIoUOL poG 0AAG Kot eKTEAOVVTAL Yp1yopdTEPQL.

Apywcd 1o Oympa Oa tpémet vo AapPavel vIOYT TOL HOVO TO EUTOdN TOL PpickovTol
oTNV LPVTEPT TTEPLOYN TOL aviyveLTH. O alkydpBuoc pog Ba eréyéel OAa ta eumdola
omv miota kol povo Oca gival péco otnv mepoyn tov Ba cuveyicovy GTOvG
EMOUEVOVG EAEYYOVG. LTNV CLVEXELN LETOTPEMOVLE TIG TAYKOGULES GUVIETAYUEVEG TOV
EUTOOIWV GE TOMIKES GLUVTETUYUEVES GE GYEOT LE TO OTOKIVITO. AVTO OlELKOAVVEL
Katé TOAD OAOLG TOVG VTOAOYIGUOVS WOG, OMMG Yo TAPAOEYHa, TO EUmMOOL LE
OPVNTIKY TOMIKN TWUN oTo G&ova Z amoppintoviol opéoms. e 0o eumdoln
QTTOUEVOLV KAVOVUE 0l ETEKTOOT OKTIVOG KATO TO UGV TOV TAGTOVS TOL OVIYVEVLTY).
Yvykpivoope v tomikny T X pE TNV EMEKTANEVN OKTiVO TV gumodiwv. Edv
tomikn T X etvon peyodtepn amd TV emekTaUEV oKtiva tOte onpaivel 0Tt dev
TPOKELTAL VO GLYKPOVGTOVUE KOl ETGL OO PPITTOVUE TO EUTOS10 [5].

H mopaxdto swdva 8o Pondnoel oto va yivouv EekdBapa to frpota mov €xovpe
aVaPEPEL LEYPL TMOPOL.

Ewoéva 5.6: Steps for obstacle avoidance [5]

e avutd 1o onueio £govpe pOVO TO. EUTOHONL OV TPOKELTOL VO TaPEUPANOoVY otV
dwdpoun). Topa mpénet va Bpodpe moto givar To kovtivotepo omnpeio chykpovonc. [a
A o eopd pag PonBodv ot tomkég cuvietaypéves. Tlponyovpévmg enekteivape
mv oktiva tov gumodiov. Me Bdon avtd Ba ypnCIUOTON|COVUIE U0l OTAT] OOKIUN
napepPoing evbeiag/kvoxkiov(line/circle intersection test). ®a vmdpyovv dvo onueio
TAPEUPOANG OTTOC POIVETOL GTNV TAPOKAT® EKOVO amd To, omoia Ba Bpodpie o1 givan
TO KOVTIVOTEPO. ZNUELOVETAL OTL TO. onueio Tow amd To avToKivNTOo amoppimTOoVINL

[5].
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Ewova 5.7: Intersection points [5]

"Exovtag mAéov 1o emBountd onpeio, pmopovpe va. oAAGEOLUIE TV KaTteLBUVOT TOL
OLTOKIVATOV HOG MOTE Vo amoPVYOVpE TO gumddo. To mdc Oa petafAindel m
katevBvvon egaptdrol amd v BEom mov £xel o oyéomn Ue To UmdO0.

if(activateStuck && Mathf.Floor(rigidbody.velocity.magnitude* 3600/1000 ) <1 &&
activateStuck?2 )

{
activateStuck2 = false;
Invoke("Unstuck™,4);

}

if(probeCheck)

/IClosest Intersecting Obstacle

var closestintersectingObject ;

/this will be used to track the distance to the CIB

var distToClosestIP: float = Mathf.Infinity;//maxDouble;

/this will record the transformed local coordinates of the CIB

var localPosOfClosestObstacle;
//m_dDBox.height=4+Mathf.Clamp(rigidbody.velocity.magnitude,0,4)*4;
/Im_dDBox.center. = Mathf.Clamp(rigidbody.velocity.magnitude,0,8);
m_dDBox.height = 25;

m_dDBox.center.z = 12;

vari: int =0;

currentObstacle = 0;

for(1=0 ; i < obstacles.length ; i++)

{
var relativeObstaclePosition:Vector3=
transform.InverseTransformPoint( Vector3(
obstacles[currentObstacle].position.x, transform.position.y,
obstacles[currentObstacle].position.z ) );
if(relativeObstaclePosition.z >=0 )
{
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/lif the distance from the z axis to the object's position is
/lless than it's radius
/[ + half the width of the detection box then there is a
//potential intersection
var expandedRadius: float = m_dDBox.radius +
obstacleColliders[currentObstacle].radius +20 ;
//Debug.Log(" realtive:
I["+Mathf.Abs(relativeObstaclePosition.x)+" expandedRadius
/I: "+expandedRadius);
if(Mathf.Abs(relativeObstaclePosition.x) < expandedRadius )
{
/Inow to do a line/circle intersection test. The center
//of the circle
/lis represented by (cZ,cX).The intersection points
/lare given by the formula
Il z = cZ +/-sqrt(r*2-cX"2) for x=0.
//We only need to look at the smallest positive value of z
//because that will be the closest point of intersection.

var cZ: float = relativeObstaclePosition.z;
var cX: float = relativeObstaclePosition.x;
//we only need to calculate the sqrt part of the above equation once
var sqrtPart: float = Mathf.Sqrt(expandedRadius*expandedRadius - cX*cX);
var ip: float = cZ - sqrtPart;
if(ip <=0)
{

}

/ltest to see if this is the closest so far.If it is, keep a
/Irecord of the obstacle and its local coordinates
if(ip < distToClosestIP)

{
distToClosestIP = ip;

ip = cZ + sqrtPart;

closestIntersectingObject = obstacleColliders[currentObstacle];
localPosOfClosestObstacle = relativeObstaclePosition;

}

currentObstacle++;

/lif we have found an intersecting obstacle, calculate a steering
/[force away from it

var steeringForce: Vector3;

if(closestIntersectingObject)
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/lthe closer the agent is to an object, the stronger the steering force

//should be

var multiplier: float = 1.0 + (m_dDBox.height -
localPosOfClosestObstacle.z)/m_dDBox.height;

/[calculate the lateral force
steeringForce.x = (closestIntersectingObject.radius -
localPosOfClosestObstacle.x)*multiplier*100;

/lapply a braking force proportional to the obstacle's distance from

/lthe vehicle

var brakingWeight: float = 100;

var gmt: Vector3 = transform.position;

gmt.z = gmt.z+5;

steeringForce.z = (closestlIntersectingObject.radius -
localPosOfClosestObstacle.z )*brakingWeight ;

inputHandbrake = 0;
inputSteer = Mathf.Clamp(steeringForce.x, -1.0, 1.0);

inputBrake = 0;
inputMotor = 0.5;
return;
}

}

return ;

5.5 AMym ano@acewv (Decision making)

[Mopaxdtw avordovpe TANPOS TO GVGTNUO AOYIKNG OV OVOTTUEULE Y10 TIG OVAYKES
TOV TTOLLYVIOL0V.

5.5.1 Mnxavég enepacuévmy katactacewyv (Finite State Machines)

Ot avtimadot pog Bélovpe vo eivar avtévopol. Aniadn Oa mpémer vo maipvouvv
OmOPACELS Y. TIG OpOopeg KaTAoTAcES Tov ovpPaivovv oto maryviol. O
Baocwkdtepog tpdémoOg Yy va yivel avtd eivoar pe v ypniom  plog  pnyovig
nenepacpévov Kataotdoenv (F.S.M.). Q¢ eicodo omv unyovn Aaupdvovue Tig
petaffAnTtég mov apopodv TV vyeio, TOV apliUd TOV TUPOUOYIKOV Kol TO €OV
dexdHooTe TUPA N O)l. e OTOL0 KOTAGTAOT Kol 0V PPloKOUaoTe EAEYYOVUE OAES TIC
petafintég kor anopacifovpe v enodpevn petafacn g punyovns. Ot dwabéoipeg
KOTOOTACELG Elval o1 €ENG TEGOEPLG !
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1:Karadioén avrimaiov

if(health.GetHealth() < 35)

{

state = loadHealth;

else if(health.GetReceivingDamage())

{
}

else

state = evade;

if(ammo.GetSpeedAmount() + ammo.GetHomingAmount() +

ammo.GetPowerAmount() < 3)

{
}

state = loadWeapons;

2:ATo@uyn avTITaiov

if(health.GetHealth() < 35 )

{
}

state = loadHealth;

else if(!health.GetReceivingDamage())

{
}

else

state = chase;

if(ammo.GetSpeedAmount() + ammo.GetHomingAmount() +

ammo.GetPowerAmount() < 3)

{
}

state = loadWeapons;

3:AvamApmon vyeiog

if(health.GetHealthTaken())

{

health.SetHealthTaken(false);

if(@mmo.GetSpeedAmount() + ammo.GetHomingAmount() +
ammo.GetPowerAmount() < 3)
{
state = loadWeapons;

}
else if(health.GetReceivingDamage())
{

state = evade;
}
else
{

state = chase;
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}
4:EomMopdg mopavimv

if(ammo.GetWeaponsTaken())

{
ammo.SetWeaponsTaken(false);
if(health.GetHealth() < 35)
{
state = loadHealth;
}
else if(health.GetReceivingDamage())
{
state = evade;
}
else
{
state = chase;
}
}

[Hopatnpodpue OtL vVEAPYEL (o TPOTEPOLOTNTA OVANESH OTIC KaTaotdoel. [Ipata
eléyyovpe TV vyela ko edv eivan kbt oand 35 povadeg tote petofaivovpe oty
katdotaon LoadHealth aveEdpnto amd tic tpéc tov AoV petofAntov. Xe
TEPIMTOON OV deV KAvOoToOMONKE M TPOTN GLVONKN eAéyyovpe TO €4V deyOUOOTE
TLPE KO GTNV GLVEYELDL TNV TOGHTNTA TOV TVPOUOYIKAOV. TELOC Yo va mapapeivovpe
otV 1010 katdotaon Bo Tpémel Kapio GuVONIKN vo UnVv IKOVOToLELTalL.

Ot F.S.M.s amotelobv 10 Tp®dTO Prpar 6TV KOTAVON O™ TNG TEXVNTNG vonpoosvvng. H
Aertovpyion Tovg OHMG, divel mpoPAyia amoteléouaTo, KATL TOL €ival opatd Kot
dvcdpecto otov ypnotn. [ éva KoADTEPO GVGTNUO OTOPAGEMV YPNGULOTOU|COLE
acapn Aoykn. Me avtodv Tov TpOTo dev YVoPILOVUE €K TOV TPOTEP®V TNV ATOPUCT
TOV avTmiAv, Ko0dc kdbe Qopd eXTYOLV MOl KOTAOTOON KOl GTNV GULVEXELWN
anopacilovv.

5.5.2 Aca@nc Aoyik1) (Fuzzy Logic)

H ocaeng Aoy Ppiokel moAAEg epapuoyés o€ Obpopa media, omd GLOTHHOTO
eAEyov pPExpL TV tEYVNTN vonpoovvi). Tlapodro mov vrdpyer apkety apueiopritnon
amod TOV EMOTNUOVIKO KOGUO Yo TNV OOTEAECUATIKOTNTO TNG, YPNOLUOTOLEiTOL
oVYVa o€ NMAEKTPOVIKG Taryvidla. Q¢ evalhoktiky Ador vdpyer 1 Bayesian logic n
omoio YPNOYOTOLEL EMTAEOV KOl OTATIOTIKA OEGOUEVOL Y10, TN AYN OTOPACEWMV.
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2t O] HOG EQOPUOYN, M OCOENG AOYIKY KOADTTEL TANPWOS TIG OMOLTNHOELS HOG.
[Mopakdteo mopovcidlovpe ™ Odkocicc VTWOAOYIGHOL Yo TV  KATAGTOON
“Avaminpwon vysiog”.

Fuzzification

OpiCovpe Vv acapn petapint) “ Ipotepardotnta ” 1 omoia Oa avturpocmTeEvEL TO
Babud mpotepadOTNTAG TNG KAOE KATAGTAONG. ZE TPDTN PACT] GCLAAEYOVTOL OAQL TOL
OTTOPOATNTO OEOOUEVOL.

e  Yvyela avtokiviTov

e  ApBuog mupopayiodv (1oovtor pe 10 ABpotopa OA®V TOV TLUPAOAW®Y TOL
dwabéTovpie)

¢  Yyeio TANGLECTEPOL AVTITAAOL

o Ap1BuOg TUPOUAYIK®OV TANGLEGTEPOV AVTITAAOV

o IIinciéotepn avomAnpwon vyeiog

o IIinciéotepn avOTANP®ON TUPOLUYIKADV

[Ma ké0e o amd T Tapoamdve PeTaPANTEG KOTAoKEVALOVUE YPAPIKES TOPACTAGELS.
Ytov dEova X tomoBetovpe MV TN NG €KAoTOTE UETOPANTNG €vd 0 G&ovag Y
OQVTUTPOGMOTEVEL TO TOCOCTO GUUUETOYNG. [loapatnp®dVTOC TPOGEKTIKA TIG YPOUPUKES
napactdoels (Ewova 5.8, 5.9) vndpyovv tpeig Eeywpiotég kKapmdies. Kabe kopmdin
avTiotolyel o€ évav AEKTIKO Opo. Oa aVOADGOVUE AETTOUEPMOG TNV MEPIMTOON
VIOAOYIOUOV NG TTpotepatdTNTaG VYElag. Ot vidhomeg TepuTTOCEL VTOAOYilovTol pe
avtiotolyo tpdémo. Ot Aektikol dpot yia 10 YpAPNUE TOGOGTO GUUUETOYNG — VYEin
(degree of membership — health), sivar Xoaunin, Métpro, Kain. ‘Exovtag v tyun g
vyeiag VToAOYILOVLE TO TOGOGTO GLUUETOYNG OV OVTIOTOKEL o8 KAOE pio KapumOAN.
INo mapddetypa edv n vyeio oovton pe 22.5 tote Ba £yovpe ta NG TOCOGTA !

Mocootd vyeioc:

- XounA =0.5
- Métpo=0.5
- Ko =0

lowHealth = FuzzyReverseGrade(tempHealth,15,30);
mediumHealth = FuzzyTrapezoid(tempHealth,15,30,60,75);
goodHealth = FuzzyGrade(tempHealth,60,75);
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Ewoéva 5.8: [Tococté vysiog

H xpioywomra g avamdipmong vyeiog eivor oyxetikn He TNV amdGTOCT 7OV
Bpioketon éva wxovtdkt ( 1 oAldg Power up) mov Ba pog dmoet vysio. Apa
QTdyvoupE TTAM €vol YPAEMUO HE TPELS KOUTOAES, pe Tov GEova X va €xel nv
amdoTaoT Kol ToV Y T0 T0000TO. No GNUEIDGOVUE OTL UTOPOVUE VO PTIAEOVUE OGEG
KapmoAeg OEAoLvLLE, YO0 TNV O1KN HOG TEPIMTWOTN EIVOL APKETES TPELS.

‘Ecto Aowmov 6tt n andotacn eivor ion pe 50 povddeg pnkovs. Ta avtictorya
TOGOGTA Y10 TOLG AEKTIKOVS OpOvG givan :

Mocootd amd6TAGNS 0T0 TO KOVTIVOTEPO “ KOVTL ” GVUTAPMONGS VYELNG:
- Kovta: 0
- Métpa: 1l

- Moxpua: 0

closeDistance = FuzzyReverseGrade(distance,25,50);
mediumDistance = FuzzyTriangle(distance,25,50,75);
farDistance = FuzzyGrade(distance,50,75);
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Ewova 5.9: [looooctd amdéotacng

"Eyxovtag mAéov kol avTtd o 0E00UEVO, UTOPOVUE VO TEPAGOVUE GTO EMOUEVO GTAOL0
61OV Bl GLVOLAGOVLE TOVG AEKTIKOVS OPOVG KOl TOL TOGOGTH COLPMOVA LE EVAL GOVOLO
KOVOV®V.

Fuzzy Rules

H acapnc petapint “Ilpotepaidtta” OTMG AVAPEPUUE TAPOAVE® OVTITPOCOTEVEL
tov Babud kpowodmrag e kdbe Koatdotaons. Onmg kot yo TG TPONYOVUEVES
petafintés, Ba kataokevdoovue éva ypdonuo pe koumorec. Emedn yperalopacte
neplocdtepn akpifela, Bo ypnoomomcovue T€60eplG KAUTOAES Ol OToieg €ival ot
e&ng: Xaunin, dvcsroroykn, Yynan, Kpiowyn.

O1 Aektikol OpOt KO TOL TOGOGTA TOL TPOTYOVHEVOL PriaToc Ba cuvovAcTOOV LE TO
acopés Kar (Fuzzy AND) 1o omoio pag emotpépet v pkpdtepn and tig 600
oLYKPIVOUEVEG TIHES. [0 Tapddelyol 0 TPAOTOC Kavovag eivatl 0 cLVOLOGUOS X apunAn
vyeia (Eotw 0.5) — Kovtv andctacn (Eotw 0.7) kot aviiotoyyodv otnv KoumdAn
Kpiown (Critical). To anotélecpa givar o kavovag avtog vo €xet Ty 0.5. Andadn n
T ™G petaPAntng “mpotepordtnta’’ givor to onueio Tov dEova X 6mov 1 KapUmTOAN
Kpiown (Critical) éxer tiuf 0.5. H avtiotoyyia tov épov pmnopei va aAldel Kotd
BovAnon kot emOQiETOl GTOV TPOYPOUUUOTIOTY] KOl OTIS OVOYKEG TOL TOLYVIOIOV.
[Mopoakdto TapabETovpe TV AvTIGTOLYi0 TOL YPTCILOTOIEITOL GTNV EQAPLOYY LOC.

rulel = FuzzyAND(lowHealth,closeDistance);//critical
rule2 = FuzzyAND(lowHealth,mediumDistance);//high
rule3 = FuzzyAND(lowHealth,farDistance);//high

rule4 = FuzzyAND(mediumHealth,closeDistance);//normal
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rule5 = FuzzyAND(mediumHealth,mediumDistance);//low
rule6 = FuzzyAND(mediumHealth,farDistance);//low
rule7 = FuzzyAND(goodHealth,closeDistance);//low
rule8 = FuzzyAND(goodHealth,mediumDistance);//low
rule9 = FuzzyAND(goodHealth,farDistance);//low

I"o 10 Tapdostypa pog To amoteAéspoTo ivar:

- rulel = 0//critical
- rule2 =0.5//high
- rule3 =0//high

- rule4 = 0//normal
- rule5=0.5//low
- rule6 =0;//low

- rule7 =0;//low

- rule8 =0;//low

- rule9 =0;//low

Ene1om o teputtdoeic Yynin (High) kot Xapmin (Low) givon mapamdve omd pio Oa.
pEmeL v TIG Eava cuvovacovpE OGTE Vo Thpovpe pa povo tun. Ipoxeyévoo va
katodnéovpe oe pio T ypnowonowovue to acapés H ( Fuzzy OR) mov pog
EMGTPEPEL TNV UEYOADTEPT OO TIG OVO GLYKPIVOUEVES TILLEC.

/I --- Critical
critical = rulel;
Il --- High

high = FuzzyOR(high,rule2);
high = FuzzyOR(high,rule3);

/I --- Normal
normal = rule4;
/I --- Low

low = FuzzyOR(low,ruleb);
low = FuzzyOR(low,rule6);
low = FuzzyOR(low,rule7);
low = FuzzyOR(low,rule8);
low = FuzzyOR(low,rule9);

[Ma to mopdoetypo pog o amoteAécpata etvor:

- Critical =0
- High=05
- Normal =0
- Low=05
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Defuzzification

‘Exovtag mAéov ta amoteléopata TV Kavovev, gipacte ce B€on va mhpovpe v
teMk] . Me ) Bonbela g mapakdTe ypapikng mapdotacng Ppiokovpe to
TOGOGTO GUUUETOYNG TG KABe katnyopiog g puetapfintg “Tlpotepatdotnta”

Low
— Normal
— High
Critical

degree of membership

80 90 100

Priority

Ewova 5.100: Ilocootéd mpotepordtnrog

Ye ovtd TO ONUEI0 UTOPOVUE VO YPNOUOTOCOVUE SAPopeg HeBOOOVE Yoo va
napovpe 10 amotédecpo pag. Ot tpeic mo yvootég eivor. Mean Of Maximum,
Centroid, Average Of Maxima. Kd0e puo divel Ayo d1o@opetikd amoTeAEGHOTO, OUMG
avtd dev amotelel TPOPANLA TNV oTiyun ov 1 it péBodog epapudletal oe OAEG TIC
neputtooels. Eueic emdé€ape v nébodo Average Of Maxima yoti pog mapéyet Eva,
aflomoTo  amotéleopa Kol TtawtoOyxpove givar ypnyopn. Avibétog m Mean Of
Maximum dev eivon apketd oakpiprig evéd mn Centroid ypeidletar mOAAOVG
VTOAOYIGLOVG Y10, VOL oG OMGEL ATOTELEGLLOL.

SOUPOVO PE TO OEOOUEVO TOV TOPAOETYHOTOC OGS Ol KOUTOAES Yo, TV UETOPANT
“Ilpotepardotnra’” Oa petatpamodv oe avtég g ewovag 5.10B. H pébodog Average
Of Maxima 0o emotpéyet Yo KGOe KOUTOAN [0, AVTITPOCOTEVTIKN TIUN Y10, TOV
d&ova X. H tyum avt avtiototyel 610 KEVTIPO G UIKpNG Pdong twv tpaméliov mov
oynuatiomnkav. I'a ti¢ kornyopieg Normal kou Critical | avtiimpocwnevtiky Tiun Oa
elvar  pundév  aeov  T0  TOGOGTO  CLUUETOYNG  TOLG  €ivol  PNoEVIKO.
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Ewova 5.10p: [Toco6té TpoTEpaloOTNTOUG

representativeValuel = DefuzzyReverseGrade(low, 20, 30 ) ;
representativeValue2 = DefuzzyTriangle(normal,20,30, 50 );
representativeValue3 = DefuzzyTrapezoid(high,30,50, 60, 80 );
representativeValue4 = DefuzzyGrade(critical, 60, 80,100) ;

To telkd Pripa eivar vo cvvdvacovpe tig petapfintég Low, Normal, High, Critical pe
TIG OVTUTPOCMOTEVTIKES TULES LLE TNV TOPAKATO GLVAPTNOT).

Result = ( (representativeValuel*low + representativeValue2*normal +
representativeValue3*high +
representativeValue4*critical)/low+normal+high+critical );

[Mapopowo dwdwkocion axolovdeiton kol Yo TIC VTOAOWMEG TPELS KOTAOTACGELS
(Katadioén aviurdriov, Aroeuyn aviuaiov, EEomhondg mupadiwny).

AoV vroAoyicovpe 6Aa to mocootd “Ilpotepatdtnrog” Yyl TIG KATOGTACELS, TIG
ovykpivoope kot OlaAéyovpe TtV peyodvtepn. Meyoalvtepn «lIpotepotdotnTon
onuaivel yuo mopdoetypa 0Tt 11 AvarAnpwon vyeiog Tpénet va yivel Quesa Evavtt Tov
VO KOVIY|GOVUE TO avTimado mov PpiokeTol UTpooTd Hog.

‘Eva and to mheovektipata tov Fuzzy Logic eivor kot to yeyovog 0Tt LmopovpE vo.
OAAGEOVUE TIC KOUTUAEC KO TOVG KOVOVEG. AvTOC elvanl évag TpOTOC Yo va
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TETOYOVUE OPOPETIKA emimeda dvokoAiag. [a mapddetypo 660 SLGKOAEVEL TO
eminedo, ot avrtitaiot yivovtor mo egmbetikol ov avénoovpe v “Ilpotepardmroc”
v v kotdotoaon Kotadiowén.

5.6 O aAyopiOpocg A*

5.6.1 EUpegon 6UVTOUOTEPOVL LOVOTIATLOV

Ol aydveg T0V TOVIOOD TPAYUATOTOLOVVTIOL GE OVOXTO TEPPAALOV Kol OT®G
EYOVUE AVOPEPEL TPOTYOVUEVMG KAOE TpLdvTa devtepOrento ep@avifeTorl o onpaio
v omoia OAa ta avtokivnta Tpéyovv va mdpovv. Enedn ot avrinaiot mpénet va eival
avToyovioTikol o A* vmoloyilel T0 KOAVTEPO HOVOTATL £TGL OGTE Ol OVTIMAAOL VL
(TACOLV GTN oNpaic 0G0 TO SVVATOV YPNYOPOTEPQL.

To eninedo oto omoio yivovtal o1 aydveg mepiéyet éva avtikeipevo (GameObject) pe
6vopa Flag. Avtd to avrtikeipevo mepiéyet To script FlagScript to omoio dwayepiletan
oTidNmote €xel oyéon He ™ onuoio kor tov A*. Ot avtimohot pog eivon emtd,
emopévag kabe eopd mov epgavileTton n onpaic 0 A* Qo Tpémel va extelecTEl EMTA
eopéc. H extéheon yivetar oeplakd kot Oyt TopaAinia, dSniadn olokAnpovetor o A*
YL TO TPAOTO OVTOKIVITO, OTN GLVEYEWD Yo TO 0e0TEPO Ko ovT® kabeéng. H
TOAPAAANAY  exTéAEST] TOVL OAyopiBHOVL TPOKAAOVGE TPOPANUATO OTNV  OUOAN
Aetrtovpyion TOL ToVOWDL KATL OV umopel va unv  ogeiletal TOGO  OTNV
TOAVTAOKOTNTA. TOL OAyopiBpov 6co oty amaitnon vy pollkn Kot GUEST
Katoyvpwon uvpune (memory allocation).

Apyikd €mpeme vo aVTIHETOTICOVUE &va TeXVIKO TpoPinua. O A* Aettovpyel oe
nepiBdrlovta pe «kovtdkiay (tiled environment) kot dev givol KOTGAANAOC Yiow TV
o pog mioto. o ovtd 10 Adyo 7PV Umovv To oWTOKivnTa. otV TioTo
onpovpyovue €va texvnTod TAEYHO. ZTOV dioko eivar amodnkevpévo OAa ta dedopéva
TV KOUPoV Kol katd To ¥pdvo ektéheong(runtime) tonobetodpe tovg KOUPOLS GTIC
0éoeic Tovc. O kOpPor mov Ppickovror pé€oa oe KTPLO. AVTOUATOG YopaKTnpilovTon
o¢ un mpoonehdciuot. Ta dedopéva tov kOuPwv kpatovvtal oty kidon Nodelnfo
Kot 10 kO6oTog KGO axung otnv Edgelnfo.

IIpwv Eexwvnoer ) Aertovpyia Tov o A* yperaletor vo yvopilovpe Tov opyiKd Kot
teMkd kOpPo. O telkdg képuPoc vroroyiletar and dvo random() cuvaptioelg puia yio
Kk60e drdoTaom.

while(true)

{
x = Mathf.Round( (UnityEngine.Random.value)*19);

y = Mathf.Round( (UnityEngine.Random.value)*19);
if( (grid[x][y] as Nodelnfo).accessible )

break;
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}
}

I"oa tov apyikd képuPo mpénet va yvopilovpe ) B€om TOL €KAGTOTE AVTOKIVIITOV GTNV
niota. Enedn ot képupor eivar cvykekpyiévor (400 otov apBud) dev eivar dvvatod va

aVTIGTOLYOVV € OAEG TIG TOAVEG BEGEIC TOV QVTOKIVITOV.

H ovvépmon function FindStart(goX: float,goZ: float): Nodelnfo avoAiapfdaver vo
Bpet Tov Mo Kovtvd dabéoio kopPo yio kébe avtokivnto. Apyikd Ppiockovue tov
KOuBo o omoiog £xel amdoTOON UKPOTEPT OMO €V KATOPAL XTN GLVEXELN
vroAoyifovpe TNV €LVKAEIOELD OTOCTOGN TOL OVTOKIVIITOL amtd TOV &V AOY® KOUPOo
AL Kot 0O OAOVG TOLG YEITOVIKOVG TOV. TeAkd dtaAéyovpe wg apyko, tov KOupo
LE TN KPOTEPT] ATOGTACT OO TO AVTOKIVNTO.

// Find the node that is closer to the car position
function FindStart(goX : float ,goZ : float) : Nodelnfo

{

var tempX : float = goX;

var tempY : float = goZ;

var tempGridX : int = 0;

var tempGridY : int = 0;

var closestNeighborDistance : float = Mathf.Infinity;
var closestNeighbor : int = 0;

var ok1:boolean = false;
var ok2:boolean = false;
var ok3:boolean = false;
var ok4:boolean = false;
var ok5:boolean = false;
var ok6:boolean = false;
var ok7:boolean = false;
var ok8:boolean = false;

for(i=0;i<grid.length;i++)

{ var temp = grid[1][i] as Nodelnfo;
if(Mathf.Abs(tempX-temp.posX) <= threshold )
{ tempGridY =1;
break;
}
}
zor(j:O;j<grid.Iength;j++)

temp = grid[j][tempGridY] as Nodelnfo;
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if(Mathf.Abs(tempY-temp.posY) <= threshold )

{
tempGridX = j;

break;
}

zero=Heuristic(grid[tempGridX][tempGridY].posX,grid[tempGridX]
[tempGr idY].posY,tempX,tempY );

try

{
one=Heuristic(grid[tempGridX-1][tempGridY-
1].posX,grid[tempGridX-1][tempGridY-1].posY ,tempX,tempY
okl=true;

}

catch(Exception){ one = Mathf.Infinity;}

try

{
two=Heuristic(grid[tempGridX+1][tempGridY+1].posX,grid
[tempGridX+1][tempGridY+1].posY ,tempX,tempY );
ok2=true;

}

catch(Exception){ two = Mathf.Infinity;}

try

{

three=Heuristic(grid[tempGridX-
1][tempGridY+1].posX,grid[tempGridX-
1][tempGridY+1].posY ,tempX,tempY );
ok3=true;

catch(Exception){ three = Mathf.Infinity;}

try

{
four=Heuristic(grid[tempGridX+1][tempGridY-
1].posX,grid[tempGridX+1][tempGridY-1].posY ,tempX,tempY
ok4=true;

}

catch(Exception){ four = Mathf.Infinity;}

try

{
five=Heuristic(grid[tempGridX-
1][tempGridY].posX,grid[tempGridX-1][tempGridY].posY
tempX,tempY );
ok5=true;

}
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catch(Exception){ five = Mathf.Infinity;}

try

{
six=Heuristic(grid[tempGridX][tempGridY-
1].posX,grid[tempGridX][tempGridY-1].posY ,tempX,tempY );
ok6=true;

}

catch(Exception){ six = Mathf.Infinity;}

try

{

seven=Heuristic(
grid[tempGridX+1][tempGridY].posX,grid[tempGridX+1][te
mpGridY].posY ,tempX,tempY );

ok7=true;

catch(Exception){ seven = Mathf.Infinity;}

try

{
eight=Heuristic(
grid[tempGridX][tempGridY+1].posX,grid[tempGridX][temp
GridY+1].posY ,tempX,tempY );
ok8=true;

}

catch(Exception){ eight = Mathf.Infinity;}

if( (grid[tempGridX][tempGridY] as Nodelnfo).accessible &&
zero < closestNeighborDistance )
{
closestNeighbor = 0;
closestNeighborDistance = zero ;
}
if(okl && (grid[tempGridX-1][tempGridY-1] as Nodelnfo).accessible
&& one < closestNeighborDistance )
{
closestNeighbor = 1;
closestNeighborDistance = one ;
}
if( ok2 && (grid[tempGridX+1][tempGridY+1] as
Nodelnfo).accessible && two < closestNeighborDistance)
{
closestNeighbor = 2;
closestNeighborDistance = two;
}
if( ok3 && (grid[tempGridX-1][tempGridY+1] as
Nodelnfo).accessible && three < closestNeighborDistance)
{
closestNeighbor = 3;
closestNeighborDistance = three;
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if( ok4 && (grid[tempGridX+1][tempGridY-1] as
Nodelnfo).accessible && four < closestNeighborDistance)
{
closestNeighbor = 4;
closestNeighborDistance = four;
}
if( ok5 && (grid[tempGridX-1][tempGridY] as Nodelnfo).accessible
&& five < closestNeighborDistance)
{
closestNeighbor = 5;
closestNeighborDistance = five;
}
if( ok6 && (grid[tempGridX][tempGridY-1] as Nodelnfo).accessible
&& six < closestNeighborDistance)
{
closestNeighbor = 6;
closestNeighborDistance = six;
}
if( ok7 && (grid[tempGridX+1][tempGridY] as Nodelnfo).accessible
&& seven < closestNeighborDistance)
{
closestNeighbor = 7;
closestNeighborDistance = seven;
}
if( ok8 && (grid[tempGridX][tempGridY+1] as Nodelnfo).accessible
&& eight < closestNeighborDistance)

{
closestNeighbor = 8;
closestNeighborDistance = eight;
}
if(closestNeighbor == 0)
{
return grid[tempGridX][tempGridY];
}
else if(closestNeighbor == 1)
{

return grid[tempGridX-1][tempGridY-1];

else if(closestNeighbor == 2)

{ return grid[tempGridX+1][tempGridY+1];
ilse if(closestNeighbor == 3)
{ return grid[tempGridX-1][tempGridY+1];
%Ise if(closestNeighbor == 4)

return grid[tempGridX+1][tempGridY-1];
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}
else if(closestNeighbor == 5)

{
return grid[tempGridX-1][tempGridY];

else if(closestNeighbor == 6)
{
return grid[tempGridX][tempGridY-1];

else if(closestNeighbor == 7)

{

return grid[tempGridX+1][tempGridY];
}
else if(closestNeighbor == 8)
{

return grid[tempGridX][tempGridY+1];
}

}

‘Exovtag ot oudbeon pog 1o mAEYUO, TNV apylkn Kot TEAKT, 0éom umopodue va
Eexwvnoovpe tov A* oo TV €0PECN TOL GLVTOUOTEPOL HOVOTOTIOV. Apyikd
aderalovpe v openList ko closedList oe mepintwon mov vdpyovy LVIOAEippOT
VUG amd TPonyoOUeEV eKTéAEDT). XN cuvéyewn Palovpe otnv openList pia kevn
Kotoyopnon. Avtd copfaiver yori ) openList eivor po priority queue oe avrtifeon
ue tnv closed mov givar cvvdedepévn AMota. H priority queue givor £vag apnpnuévog
TOMOG dedoPEVOV oL Umopel va vAomomBel pe d1dpopovg TPOTOVG. TNV TAPOVLGH
gpyacio ypnoiponotovue eldyioto copo(minHeap). o vo Aeitovpynoel 0 KOIKOG
Y T0 cpd YPeBLETOL VO EYOVUE TAVIO GTNV TPAOTY BE0T Lo KEVY] KaTaydpnon.
"Emerta oty openList pmaivel o apyikdc kopPog kan Eekvaet o faoikog Bpoyog (loop)
0V akyopiBuov. H cuvBnim tov Bpdyov eivar awtdg va extereitar cuvéyeta péypt m
openList vo. unv éyel xotoy®pNoelg TANV TG KEVIG KATay®MPNong mov npochécaue
otV apyn.

Y10 emdpevo Paupo Oo mpémer va avalnticovpe otnv openList tov k6pPo pe to
YOUNAOTEPO KOGTOG, VO TOV APOLPEGOVLE KOL VO TOV YPNCULOTOMGOVUE OTIC ETOUEVES
dwdwaciec. Edd axpiPac qaivetar n dwapopd petalh ovvoedepévng Motog Ko
erdyiotov cwpov. H ypovikny moivmAokdtnra avalntnong kot Saypoens yio
ovvdedepévn Aota givar O(n) kot O(1) avtiotoya. T tov gldyioto cwpd (ue
dadikd 0évopo), n avalntnon €xel k6otog O(1) ko 1 dwypagn O(logn). Na
vrevhopicovpe OTL pog evolapEPEL TAVTO 0 KOUPOG HE TO YOUNAOTEPO KOGTOG. X€
avtifetn epintwon, o cwpdg dev Ba glye TV 10100 TOALTAOKOTNTA.

currentNode = deleteMin();
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AoV mdpovpe Tov KOUPO pe TO KPOTEPO KOGTOG, EAEYYOVUE TPATO €AV OVTOG Eival
0 teAMKOG kOpuPog. Edv vai, 10te Kdvoupe dtdoyion amd tov TeMKO koupo péxpt tov
APYIKO QTLAYVOVTOS TO HUOVOTATL HOG € GLUVOEdEUEVT) MoTa TNV omoio 610 TEAOG
OVTIGTPEPOVLE Kol O aAyOP1OLOG TEAELDVEL.

//[End case -- result has been found, return the traced path
if(currentNode.posX == end.posX && currentNode.posY == end.posY

)
{
var curr: Nodelnfo = currentNode;
ret.clear();
var counter: int = 0;
try{

while(true)

{
ret.push(grid[curr.gridPosX][curr.gridPosY]);
cur=grid[curr.parentGridPosX]
curr.parentGridPosY];
counter++;
if(counter == 400 )

{
Debug.Log("error");
break;
}
else if(curr.gridPosX==start.gridPosX &&
curr.gridPosY==start.gridPosY)
{
Debug.Log("path complete™);
break;
}
}
catch(Exception){
}
ret.reverse();
return 1,
}

Edv oy tote Balovue tov koépupo oty closedList kot maipvovue tovg yeitoveg tov. H
ovvaptnon Neighbors (grid: Array, node: Nodelnfo ): Array o pog emotpéyer o
Mota pe 6Aovg Tovg TPOGPACIUOVG YEITOVIKOVG KOUPOLS Kot otnv cuvéyel Ho
enelepyootovue kabe Evav and avtovg péoa og éva for loop. IMapdiinia Oa yepicet
po GAAN Aloto mov mepiéyet To k6otog G yia kdbe yeitova.

closedList.push(currentNode);
var neighbors = Neighbors(grid, currentNode);
for(i=0; i<neighbors.length;i++)

(.
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Ytov kowvovpylo Bpodxo mov avoifape eléyyovue ebv o yeitovag Ppioketoan otV
closedList. Eav coppaiver avtd tote Egovue Mo enelepyaoctel oavtdv tov kOuPo Kot
ocvveyilovpe pe Tov emodpevo KOUPO.

if(FindGraphNodel(closedList,neighbor.id))
{

}

continue;

Av 0 yertovikog kOpPoc de Ppioketon oty KAewot) Alota tOTE LIOAOYILOLUE TO
k6010 G yuo v mpodcPacn o avtdv. To kdotog G givar To dBpoicpa tov kdécTovg G
TOV «TaTEPAY GLV TO KO6TOG G Yo TNV TPOSPact 6Tov YEIToVIKO KOuPo.

var gScore = currentNode.g +neighborGscore[i];

H enduevn mepintwon mov eréyyovpe €ivor yu to av 0 YeEIToviKog KOpPog oev
Bpioketar otnv openList. Edv dev PBpioketor 101 vITOAOYILOVUE TO EVPESTIKO KOGTOG
mov eivor 1 eukAeldelo amOoTOOT GO TOV YETOVIKO UEYPL TOV TEMKO kOuPo.
Amobnkebovpe TANPOQOPiEC OTMOC Ol CLVTETAYUEVES TOV KOUPOL TaTEPQ, Yoo Vo
yvopilovue v dadpoun mov akorovBovue. Eniong amodnkevovpe to k6ctog G won
H xaBd¢ kol to cuvolikd kdéotog F ko 1éAog mpocBétovpe 10 yertovikd kopupo otnv
openList.

if('FindGraphNode2(openList,neighbor.id))

{
/IThis the first time we have arrived at this node, it must be the best
//Also, we need to take the h (heuristic) score since we haven't done so yet
neighbor.h = Heuristic(neighbor.posX,neighbor.posY,end.posX,end.posY);
neighbor.parentID = currentNode.id;
neighbor.parentGridPosX = currentNode.gridPosX;
neighbor.parentGridPosY = currentNode.gridPosY;
neighbor.g = gScore;
neighbor.f = neighbor.g + neighbor.h;
openList.push(neighbor);
insert(neighbor);

}

Y1y mepintmon mov o yertovikog kopupoc Ppioketar oty openList eEetdlovpe by o
Kk60610¢ G amd tov mapdvta kOUPo matépa eivar KOADTEPO AO TOV TPONYOVUEVOL.
Edv ovpBaiver awtd tote vroroyiCovpe ta véa k6ot (G,H,F) anobnkevovue 10 véo
«mOTEPOY KO avavedvovpe T Béom tov kOuPov otov cwpd. Tn Asrtovpyia g
avavémong 0éong avorapPaver n ovvaptnon swim(k: int)n omoia Ba avorvBOei
TOPUKATO.

else if(gScore < neighbor.g)
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{

//We have already seen the node, but last time it had a worse g (distance from start)
neighbor.h = Heuristic(neighbor.posX,neighbor.posY,end.posX,end.posY);

neighbor.parentlD = currentNode.id;
neighbor.parentGridPosX = currentNode.gridPosX;
neighbor.parentGridPosY = currentNode.gridPosY;

neighbor.g = gScore;
neighbor.f = neighbor.g + neighbor.h;

swim(neighbor.priorityQueuelD,neighbor);

}

"Eyxovtag kével OAOVG TOVG EAEYYOLS Y. OAOVS TOVG KOUPOVS OV TEPLEYOVTAL GTNV
openList o aAydpiBpoc o pag emoTPEYEL TO GUVTOUOTEPO LLOVOTIATL.

5.6.2 BeAtiwon A* pe oupa TPOTEPALOTI TG
H ovvaptioelg yuoo mv ovpd mpotepatdTNTog €ivor  eEEIOIKELUEVES Yo TN
GLYKEKPLLEVT EPYOCILAL.

INa v elocaywyn otoyeiov, mpocsbétovpe tov KOUPO 0T0 TEAOG TOL COPOV Kot
Kahovue v cvvaptnon swim(k: int). H swim kével taktonoinon copod ond KaTm
Tpo¢ T TAve, Bo cuykpivel To véo otoryeio kKo Bo to TomoBeToEl 6TO KOTAAANAO
onueio £Tol MOTE GTNV KOPLEY TOL GMPOV Vo £YOVUE Kot AL TOV KOUPO pE TO
HIKPOTEPO KOGTOG.

H ovvaptnon deleteMin(): Nodelnfo avoloufdver tn dtaypagn tov TpdToL Kot pdvo
oTolyelov 10 omoio kat emotpépst. ['a va yivel n dtaypa@n avIaALACOVUE TO TPDOTO
pe 1o tehevtaio otoryeio Tov cmPov. X1 cuvexela enavampocdopilovpe ™ BEon Tov
«£ov TpmTOL oTolyeiovn pe v ocvvaptnon Sink( k:int, N:int) n omoia kdvel
TOKTOMOINOT GOPOV OO TAV® TTPOS T KAT®. APov yivel kot avtd 1o Prjna 0 cwpdg
pog etvar ta&tvopunpévog €ktog omd To TEAELTAIO TOV GTOlXEl0 TTOV TPV PprokdTav
omv mpotn Béon. Awypdeovpe Aomdv 10 otoryeio avtd and Tov cwPO KOl TO
EMIGTPEPOVLLE.

O1 cuvaptioelg VIeEVBVVES Yo TNV dloyElpLon ToL POV Eivat 01 TAPUKAT®:
private var N: int = 0;

private var minNodef: Nodelnfo;
private function insert(newElement: Nodelnfo)

{
N=N+1;
newElement.priorityQueuelD = N;
swim(N);

}

private function deleteMin(): Nodelnfo
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if (N == 0) throw new Exception("Priority queue underflow");

exch(1, N);
sink(1, N-1);
minNodef = openList.pop();
N=N-1;
return minNodef;
}
private function greater(i: int, j:int): boolean
{
return (openList[i].f > openList[j].f);
}
private function exch( i:int, j:int)
{
var id1 = openList[i].priorityQueuelD;
openList[i].priorityQueuelD = openList[j].priorityQueuelD;
openList[j].priorityQueuelD = id1;
var t: Nodelnfo = openList[i];
openList[i] = openList[j];
openList[j] =t;
}
private function swim(k:int)
{
while (k > 1 && greater(k/2, k))
{
exch(k, k/2);
k =k/2;
}
}

private function sink( k:int, N:int)

while (2*k <= N) {
var j:int = 2*k;
if( <N && greater(j, j+1)){ j++:}
if ('greater(k, j)){ break;}
exch(k, j);
k=1];
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Ewéva 5.110: Karoyn wiotog

Ewova 5.11B: Kdtoyn wictag pe opatod to whéypo yio tov A*
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Kepdiaro 6
A&L0A0YN 61 GVGTIUOTOS

6.1 M£0odo¢ ailoAdynong

IMa v a&lohdynon g epyaciog, £ytve ypnom Tov EPMOTNUATOAGYION YPNOTIKOTNTOGC
QUIS(Questionnaire for User Interaction Satisfaction). Ot eBehovtég mov cvppeteiyay
ATAVINCOV GE EPMTNCELS OV OPOPOVSAV TNV EUEAVICT], TNV AELTOVPYIKOTNTA, TNV
VKoM EKPABNONG Kot TIG YEVIKEG SUVATOTNTES TNG EPOPUOYNG.

v owdikacioo aEloA0YNoNG CLUUETELOV déKa xpNoTteg (TEvie Avopeg Kal TEVTE
yovaikeg), nlkiog and 18 €wg 24 ypovdv, amd OSOPOPETIKOVS EMAYYEALUTIKOVG
YDPOVC, 01 OTO{0L £XOVV JAPOPETIKT EEOIKEIWMON LE YNOLOKES EPAPUOYEC.

To epomuotordyio QUIS meprhopPdver 39 epotioelg, yopiopéveg oe mévie
evomrec. Ov amavtioelg oivovror oe kAipoko and éva (1) €éog evwid (9) 11 dev
yvopilo/ dev amavt®d (NA).ITTapakdto topabitovpe To EPOTNUOTOLOYIO.

Epotpatoroyro A&oroynong Areioyiknc Xp1ong ZvoTipotog
(QUIS - IMavemotiuo Tov Maryland, 1997)

Ap1Buodg ep/yiov: XHotuo Hixia: ®oro:
ppev __ OMv_

MEPOX 1: I'evikn] EVTUTOGN TOV YPNGTN

[Mopaxoid KvkA®oTE TOLG OpOROVG Tov avrtikatomtpilovy akpiPéotepa  TIg
EVIVTIOGELS GOG amd TN YPNON GLTOV TOL VTOAOYIGTIKOD GLGTHKATOG. Aev EEpw/dev
anavid = NA.

1.1. T'evikn avtidopaon Tov VGTHUATOC!

amopadeKTN VIEPOYM
123456789 NA
1.2. Tevikn avtidpaon Tov ZVGTHHOTOC:
UTEPSEVEL IKOVOTTOLEL
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123456789 NA

1.3. T'evikn avtidopaon Tov ZvGTHHOTOC:

xolod €VYAPIGTO
123456789 NA
1.4. T'evikn| avtidopaon Tov ZuGTHHOTOC!
dVvoKoho €0KOAO
123456789 NA
1.5. Tevikn| avtidpaon Tov ZvoTipotog:
GKOUTTO EVEMKTO
123456789 NA
MEPOX 2: O06vn
2.1. O oyedacudc g 006vng Ponbnoe:
2.1.1. O oyedacpdg g 086vng fondnoe: ToTE v ToL
123456789 NA

2.1.2. llocotta TAnpoeopiag mov eppavitoviav oty 006vn:
QVETOPKNG EMOPKNG
123456789 NA

2.1.3. Adunon g mtAnpoopiog mov gpeaviCovtay otnv 0ovn:

YOOTIKT OpYOVOUEVT

123456789 NA

2.2. Alrovyia oBovmv:

2.2.1. AAnhovyio oBovav: UmEPOEUEV  GOPNG
123456789 NA

2.2.2. Emouevn 006vn o1 oepd: anpOPrentn  mpoPAEyun
123456789 NA

2.2.3. Emotpoen otnv mponyovuevn 08ovn: advVOTY e0KoAN
123456789 NA

[MoapaxoaAid® ypdyte TO GYOMO GOG Vi T dOUT T®V 000VAV €00 :
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MEPOX 3: Opoloyio KOl ETIKOLVOVIQ UE TO 2VGTNUA

3.1. Ta pmvopota gpeaviCovrar otnv 00o6vn pe:
3.1.1. Ta unvdpota epeaviCovror oty 000vn Ue:
QGLVETELDL GULVETELN
123456789 NA
3.2. To unvopato mov epgoviovial oty 006vn givat:
3.2.1. Ta unvdpota mov gpeavifovrol otny 006vn eivat:
umepdepéval coQN
123456789 NA
3.3. O voA0Y10TIG GOG EVIULEPDVEL Y10l TO TL KAVEL
3.3.1. O vIOAOYIGTNG GOC EVILLEPDVEL Y10 TO TL KAVEL:
ToTE nhvto
123456789 NA
3.3.2. Extehdvtog o kKivnon odnyodpoaote o€ TpoPAEYILO ATOTEAEC AL
TOoTE navta
123456789 NA

3.3.3. O éAeyyo¢ TG TOGATNTOS TG OVAOPOGTC TOV LVGTHIATOC!

adVLVOTOG €0UKOAOG
123456789 NA
3.3.4 KaBvotepnoels: AmOPAOEKTES  TOPAOEKTES
123456789 NA
3.4. Mnvopoto Aobov:
3.4.1.Mnvopata Aabov: dgv Bonbovv oAV Pondntikd
123456789 NA

[Mapaxorod ypdyte To oXOAA GOG YloL TNV OpoAOYioL Kou TNV €mKOwwvie [E TO
XHotnuo €00:

101
Amopotiky Epyocio



MEPOX 4: ExpaOnon ypnonc

4.1. H expabnon ypnone Tov GLoTAHOTOG Elval:
4.1.1. H exudBnon ypnong Tov GLGTNATOG Etva:
dVvoKoAN €0KoAN
123456789 NA
4.1.2. Xpovog yio tnv eKpdOnomn ypnons Tov GLGTNULATOG:
TOAVG AMyog
123456789 NA

4.2. H e&gpedvnon tov dvvatotitov pe ™ pébodo “mpoomdberog kot AdBovg (trial
and error)”:

4.2.1. H e€epevvnon tov duvotot)ToVv pe TN nEbodo “mpoondOelag ko AdBovg (trial
and error)”:

ATOYOMTEVEL amodidEL
123456789 NA
4.3. O epyaoiec yivovtal og Aoyikn aAAnAovyia:
4.3.1. O1 gpyacieg yivovtor og AoyiK oAAnAovyiaL:
TOTE nhvto
123456789 NA

4.3.2. Ta fpata yio Tnv oAoKANp®oN NG pyaciog akoAovhovv o Aoyikn celpd

TOTE v To
123456789 NA
4.3.3 Avadpaon 6tav ohokAnpwBel n epyacio:
acopNg GaQig
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123456789 NA

[MopaxoAid® ypdyte TO GYOMA GOG Yo TV EKUAON O™ TG YPNONG EOM:

MEPOX 5: AvvatoTnTEC TOV LVGTNUOTOC

5.1. H toyvmra tov Xvotipotog stvot:
5.1.1. H taydtta tov Zuotpotog eivol: IKOLVOTTOLTIKT oA apyn

123456789 NA

5.2. To Zvotpa givar otabepod:

5.2.1. To Zvomua givarl otabepo: ToTE whvto
123456789 NA

5.2.2. Xepiopol — Agttovpyieg ava&lomota a&omoto
123456789 NA

5.3. H evkoAia yepiopov eEaptdrar amd tnv eunelpio Tov xpnot:
5.3.1. H gvkoAia yeipiopov e&aptdrotl amd v eumelpio Tov xpnotn:
ToTE névto

123456789 NA

[Mopakad®d ypayte Ta GYOAA GOG Y10 TIG SVVATOTNTEG TOL LVGTHLATOS £0M:

MEPOYX 6: IloAvuéca

6.1. H moiomta tov elkévov/ gotoypoelov eivar:
KOKT KOAN

123456789 NA
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6.1.1.Ewcdvec/ dotoypapies:
BoAég
123456789

6.1.2. H potetvotnta g emcovos/ potoypapiog:

OKOTEWVT
123456789
6.2. H mymrtikn amddoon givar:
6.2.1. H mqyntikn anddoon eivat:
aoTadMg
123456789
6.2.2. H mqyntikn anddoon eivat:
aALOLOUEVT)
123456789
6.3. Ta ypodpate Tov YPNCYLOTOVVTOL EIVOL:
aAPUGIKA
123456789

6.3.1. H mocomta tov ypoudtov mov sivol dtabéoun sivar

OVETOPKNG
123456789

[Mopakad®d ypayte Ta GYOAMA GOG Y10 TA TOAVUESH, 6!

kaBopég

NA

QOTEWVN

NA

gvpuiun
NA

Eexabopn
NA

QLGIKAL

NA

EMAPKNG

NA

MEPOY 7: EYKoT36T061] GUGTNNOTOC

*Enpeiowon: To moayvidt pog, dev dabétel eykatdoToo).
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6.2 AtoteAéopata

Ta anoteréopoto mov Tpokvyov cLVERBAAAY GTIG TEMKEG PLOUIGELS TOV ALY VISL0V,
OAAG Ko 6TV eE0ymYT YPNOIL®V COUTEPAGUAT®V Y10 TIG LEAAOVTIKEG EMEKTAGELS

tov. [apakdtom Tapabitovpe GLVOTTTIKA TO ATOTEAEGULOTO TOV EPMOTNUATOAOYIOV Y10

KkéOe evotra.

MEPOX 1: I'evikn] EVTUTOGN TOV YPNGTY

Epoton Méoog 6pog Babuoroyiag
1.1 8.5
1.2 7
1.3 9
1.4 8
1.5 7.5
MEPOX 2: O06vn
Epoton Mécog 6pog Babuporoyiag
2.1.1 8.5
2.1.2 9
2.1.3 9
2.2.1 6
2.2.2 7
2.2.3 9

MEPOX 3: Opoioyio KOl ETIKOILVOVIQ UE TO 2VGTNUA

Epodtnon Méoog 6pog Babuoroyiag
3.1.1 8.5
3.2.1 9
3.3.1 -
3.3.2 9
3.3.3 -
3.3.4 8
34.1 -

MEPOYX 4: Expafnon yprong

Epotmon Mécog 6pog Babuoroyiag

41.1 5
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41.2 6.5

4.2.1 8

4.3.1 9

4.3.2 9

4.3.3 -

MEPOX 5: AvvoToTNTES TOV LVGTNUATOS
Epotmon Mécog 6pog Babuoroyiag

51.1 8

5.2.1 9

5.2.2 8

53.1 7.5

MEPOX 6: ITolvuéow
Epoton Mécog 6pog Babuoroyiag

6.1 9

6.1.1 9

6.1.2 7

6.2.1 7

6.2.1 7
6.3 9

6.3.1 9

*¥nueioon: Enedn n epappoyn| pog etvar moyvidl KAmoleg amd TG EpMTNGELS 08V
nrav duvatodv va amavtnbovv

6.3 TUUTEPAONATA
Ta cvunepacpata amd 10 ep@TNUOTOAGYL0 B avalvBovv avd pépn Kot facel Tmv
EVIVTTAOCEDV TOV YPNOTOV.

MEPOX 1: I'evikn] EvTOT®OGN TOL YPNGTN

OMlot o1 ypnoteg EpevoV  IKOVOTOINUEVOL Omd TNV GUVOAIKN avTidpaon Tov
ocvotuatog. To moyvidt mpooeépel gvydploto Kot Katovontd mePPAAAOV Kot
oamoteAel pio OAOKANPOUEVN €QPOPUOYT Y. TOV TEMKO YpNoTn. AvckoMMa
OVTILETOTIGOV 01 0PYAP1oL, KATL TO 0Tol0 €lval PLGIOA0YIKO.

MEPOX 2: O00vn
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O oyedopdg g 000vg mapéyel moAhég mAnpoopieg yoo v Kabodynon tov
xpnotn. H aAAnlovyio dpumg tov oBovedv @avnke va Toug UmePOEVEL oV Kol OTOV
eCoelmOnKav e T0 cLOTNUA I AEITOVPYia TV PEVOD £ytve Eekabapn.

MEPOX 3: Opoloyio KOl ETIKOLVOVIQ UE TO ZVGTN U

Ta pnvdpota mov speaviCovtar oty 086vn €yovv cvvémelr kot coenvewa. Ot
ovopaocieg OAMV TV KOLum®v vrodniovovv EexdBopa Tnv Aettovpyic TOLC.
KoBvotepnoeig otig petofifdoelg Letasd Twv PLEVOD eV LITAPYOLV, OULOS OVAAOYOL LLE
TIG €MOOGEIS TOV VTOAOYIOTN €MNPEALETOL 1) AmOO0CT) TOVL TOLVIOOD KOTé TNV
SLIPKELN TOV YDV

MEPOX 4: ExpaOnon ypnonc

IMo v ekpdOnon xpnong tov cuotiurotoc N faduoroyia nTav 5. Avtd opeileTon 6T
yeyovog 61l Ol YpNoTEG MOL Oev giyov eumelpion 6 MAEKTPOVIKA oy violo
SVGKOAEDTNKOY apyIKA Yo v LABovV ToV YEPIGHO Tov avtokiviTov. Katd ta dAia,
To fripoTa Yo Ty OAOKAP®OT| oG Stadikaciog stval omAd Kot Kotavontd.

MEPOX 5: AvvatOTNTEC TOV L2VGTNUOTOC

To ocOomua omodeiytnke otabepdtoTo KATL TOL OQeikeTe otnv doun ¢ Unity.
Emiong sukolio oto yepiopd e€aptdror Kotd KOplo Adyo oty gumelpio. Tov ¥pNnotn
oe oavtiotoyo moyvidwa. Ot apydprol, dSvokoredTnKov va KoToAdfovv NV
YPNOUOTNTO T®V UEVOD KOlL TOV YEPIGUO TOL OVTOKIVITOV, €VE Ol VTOAOLTOL

TPOGOPUOGTNKAY YPNYOPOL.

MEPOYX 6: ITolAvpéca

H motomta tov eidvov denoe akpmg Betikég evivmtmaoelg kabmg dnpiovpynnkay pe
TNV XPNOT PO EMECEPYAGUEVOV YPOUPIKDOV EQAUALD TOV KIVILOTOYPOOIKADV TOVIDV.
Eniong 6heg ov pwrtoypapieg déymkav emmAéov emeEepyacion Le €WOKO TPOYPOLLLLOL
€101 MOTE 1] POTEWVOTNTA KoL 1) avTifeon va eival ota cmotd emineda. Toa MymrTikd e@é
OAAG KO T HOVGIKT YOPOKTINPIoTNKOV MG KATOAANAES Yo To moyviol. Avtibeta m
NYNTIKY ATOd00T XOPAKTNPICTNKE OC EAAPPAOG aALOIOUEV OTav YivoTav vrépBeon
TOV EPE LE TNV LOVGIKT.
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Kepararo 7

AmoteléopaTa KO REALOVTIKES
EMEKTAGELS

7.1 XTO)X0C KoL AMOTEALOpPATA

2100G NG TOPOVCHS OWAMUOTIKNG NTav 1 Onuiovpyio €vdg TPLodldeToTon
TOLYVIOL0V Y10 VITOAOYIOTEG UE AV TOVOLOVG OVTITAAOVS. ZTO TAOIGLO VT OVOTTOENE
IPOPO. VITOGLGTNLLATA Y0 UTOPECEL TO TOYVioL vo. 6Tafel g o avtdvoun Kot

TMPNG EQOPHOYT.

Apykd yuo va. ktvnBet 1o avtokivnTo YPpEBoTNKE VO LEAETCOVUE TN POGIKN UGIKN
KOL PUNYOVOAOYiOL TOVG. XPNOILOTOI®VTOG TANpoeopieg amd to PifAio Start your
engines kata@épape vo, QTIAEOVUE €va amOdEKTO HOVIEAOD GULUTEPLPOPAS Y0 TO
aVTOKiVNTO HOg. TNV cLVEYELD, Ol avTimoiol pog Ba émpene va €govv po £EvmTvn
OAAG Kot ampOPAETTI GUUTEPIPOPE ETGL DOTE VO LIAPYEL VAL EMMEOO TPOKANONG Y1dL
tov ypno. Emedn ta avtokivnta Kivodvtal cuvéyelo vAomomoape Evov alyopldpo
Line Of Sight éto1 dote va unv emPapdvovpe moAd 1o cdoThua pag. Me avtdv Tpodmo
évag avtimaAlog mpooeyyilel kKdmowov GAA0 TOAD ypryopa OU®G Ogv pUmopel va
amoPVYEL TaL OTOl0 EUTOdIOL €Yl M TioTa. [ va Avoovpe 10 TpodPAnua, avartogope
évo. aAyopiBuo Obstacle avoidance étolr ®ote ta ovtokivta vo  Kivobvtot
AVEUTOOIGTO GE OAOKANPO TO Y®DPO NG Tiotac. EmmAéov emeidn Oéhape avtdvopovg,
avtitolovg ypnoonomoape Fuzzy Logic yio va tovg ddGovUE TV duvVaTOTHTO VO
EKTILOVV 1 KOTAGTAGT] KOl VO TALIPVOLV OOPAGELS TIG OToleg EUEIC 0€ UTOPOVLLE VL
npoPAéyovpe. Emiong vAomomoope po mpotoéTumn Asttovpyia yuoo To. mouyvidlo
BoAdv avtokivntov. Kdébe 30 devteporenta euepaviCetor oty mioto pio. onpoio .
Omnowo avtokivnto Bpioketal onv peyoldtepn evKAEIdEID AMOGTACT TNV GTLYUT| TOL
Kdmolog mhpel v onuaia 10te EevYEL and To moryviol.. Avtd onuaivel 0Tl ot
avtinaiotl pog Ba émpene vo givar og BEomn va eTdcovy TV onuaio 660 To Yp1yopa
yivetat. O KataAANAOTEPOG OAYOPIOLOC YO TV GLYKEKPIUEVT] TPOdLaypadn €ival o
A*. Kd&Be gopa mov eppaviCeton n onuaio 6Aa to avtokivnta vroioyilovv To
GLUVTOUOTEPO HOVOTATL TPOG avTh. AV Ko 0 A* givan évag ypryopog akydpBuog, M
KAoootkn Tov dopn pmopel va Beitiobel axoua mepiocdtepo. Epeilg emiéEope va
aALGEovE TNV doun OedOpUEV@V NG avolyTtng Alotag, amd amAn Alota o€ ovpd
TPOTEPALOTNTAS £TCL MOTE VO, EMTAYLVOLUE TNV avalntnon tov kOpPov pe to
HUIKPOTEPO KOGTOG GTO TPAOTO Pripa Tov adyopiduov.

Extog amd v mhevpd tov akyopiBumv dnpovpyndnkav moAAd pevov €Tl MGTE 1
YPOOIKN demapn va eivor omAn Kot guydpiotn. Olo o KOUHATIOL TOV TOL(VIOLOD
avartuyOnkay amd to PNdéV eKTOG amd TO AVTOKIVITO, KATOW YEMUETPiD LEGO OTNV
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niota Kot TIg VEEG Tov glvan amd Tpitovg dnuovpyovs. Télog, yvopiloviag OtL Eva
O VidL Tov GEPETOL TOV E0LTO TOV, YpetdleTat Eva eloaywytko Video, dnuovpynoaue
évo. animation mov mapovotdlel kdmola avtokivita ue mpo eneEePyacuéva YPopIKa
Kol OLAPOPESG EIKOVEG Ol TNV avAmTLEN TOL TALYVISLOD.

7.2 MEALAOVTIKEG EMEKTACELG KL BEATLWOELG

H epappoyn pog pmopel vo Bertiobel perloviikd kvpiog avgdvoviag v dtbpkela
TOL A VIoLoL. Andadn va onpovpyndodv morrég TioTeg Kot £va TOVPVOLE ETGL MGTE
va Vdpyel evolapépov Kot ovtaymviopds. Emiong ta avtokivnta Bo pmopovoav vo
EYOUV O10POPETIKES EMOOGELG Kot €101KA OAa. Ocov apopd TV TeYVNTH VONUooHvn
10 Fuzzy Logic pmopei va Peltiwbel mpocbitovtag kot GAlOLG KavOveES Kot
KaTooTdoelg. Mo eVOALOKTIKT] AVOT €lvol Vo YPNOUYLOTOMGOVHE Y10, GUGTN O
amopdoswv Bayesian Network Bdalovtag étol po mo emotnuoviky pébodo mov
ypnowonotel mbavémreg. Emiong otov A*  va  viomoicovpe TV ovpd
TPOTEPALOTNTOG LE COPO 0T010¢ va avTi yior dvadikd dévipo va givar Fibonacci heap
YOUNADVOVTOS OKOLLO TTLO TTOAD TOV YPOVO EKTEAEGNG TOV aAyopiBLLov.

To Unity API poag divel tnv dvvatdtnta vo gtia&ovpe epyaieio mov Ho pmopovv va
Eavaypnoiponombovy yio v o ypnyopn avantuén moryvidiwv. o mapdderypa,
oA amodoTikd Bo NTav €va cHOTNUA Yo TNV TOPAY®YT EAEYYXOL SLOdPOUNG KOl TN
dwyeipion tovg. AnAadn ot kOpPot Tov A* va puOuilovrol HEGH YPOPIKNG SIETAPNG
Kol Oyt dupeco amd KOowa. TELOG 1 cOHVIEST] TOALDY ¥PNOTOV UECH OIKTLOV KOl M
dvvatdtnTo Vo avOAdUPAavouy omocToAéG gite ¢ cOppayol, €ite ¢ avtimalot Oa
gKove aKOO TTLO EVOLUPEPOV TO TTOLYVIOL.

7.3 Emidoyog

‘Eva epnPikd ovelpo mpaypotomromOnke. H dwdwacio tav ypovofopa, KovpoaoTiki
OALG TO OMOTEAEGILO. CLUVOPTOOTIKO. XPEWGTNKE VO YivEL £pEVVa G€ TOAAOVS TOEIS
MG EMOTAUNG TOV YPOQIKOV Kol Vo amoKTnBohv YvOGCEeElS YEPGHOD TOAADV
EMOYYEALATIKOV Tpoypappdtov. Texyvnt) vonuoovvn, OBewpia aca@ods Aoyikng,
€0pEOT KOADTEPOL LOVOTTATION, Elval HePIKE LOVO amd Ta BEUATO TOL TPAYUATELTNKE
avty N omhopatiky. [poypdupoto 6mmg to Maya, Photoshop, After Effects mov
YPNOUOTOOVVTOL Yol THV TOPAY®YN TOYVIOIOV Kot Touvidv amd peydio studio
yxpnooromdnkav kot €00. H moAvmievpn von g epyaciog £dmae Tnv dvvaTdOTNnTa
Y. GLVOLOCUO Kol €PUPUOYT] OA®V OGOV OmOKTHONKAY KATd TNV OldpKELD TMV
OTOVOMV AALG KO TPOCPEPE CNLLOVTIKT EUTELPIOL.

H Bopnyavio oy vididv Kot Toavidv €XEl EMGTNUOVIKO Kot KOAMTEYVIKO EVOLUPEPOV.
Koltéyveg kot pnyovikol Hropovv vo GUVEPYUGTOVV KO VO, TETVYOLV EVIVTMOCIOKA
aroteAéopata. To povo olyovpo, ivor 6TL VITAPYEL TOAD LEAAOV Y10l T YPOPIKA KO O
dpopog givar avorytdg.
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Hopaptnua A

AVTIOTOLY O EPTIOPLKA TTALY VIS LA

H epappoyn mov viomomoape dev givor n povadikn otnyv katnyopio me. Katd
KApovG £X0VV KUKAOPOPNGEL TOAAG TToY VIO e HLAYES QVTOKIVITOV UE 1d10iTEPN
emrvyia, €d® Oa amoticovpe POPO TG 0 VO OO TO O 1GTOPIKA.

Carmageddon II: Carpocalypse Now

To mpidro maryvidt eivon to Carmageddon I1: Carpocalypse Now. Kvkhopopnoe otic
30 Noepppiov Tov 1998 amd to Pperaviko studio, Stainless Games [7][8]. Amotehel
ovvéyeta Tov mayvidod Carmageddon to omoio gixe KvkAopopncet Eva ypdvo mpv. O
YPNOTNG €AEYYEL £€vol aVTOKIVINTO E0IKA TPOTOTMOMUEVO Y10, GULYKPOVOELS Kol
ayovileton evavTio 6€ £va GOVOAO OVTITAA®V GE O1Popeg ToToOesiec OTMC L O
TOAELG, opuYEia, BropunyaviKeg TEPLOYES.

Yrhpyovv Tpeig TpOTOL Y10 VO KEPIIGOVE!

e OlokAnpdvovtag Tov aymva, dnAad tepvavog and ola to checkpoints mpwv
TEAELDGEL O YPOVOC,.

o Kotaotpépovtag 6Aovg Toug avTimdAovg.

e YK0T®VOVTAG OAOVS TOVG avOpdTove/Copmt oto eminedo [7][8].

Mo v avarntoén ypnoywomombnke éva moAD peoMoTIKO Kol KOVOTOUO HOVTELO
(QULGIKNG 7oL NMTAV MHOMOTO Oomd TO TPAOTO TOLYVIO TOV  YPNOLUOTOI0VGUV
TOPULOPPDOTUES EMLPAVELEG Y10 TO HOVTEAD (v TV avtokKvntev. To moryviol
TPOKAAEGE TTOIKIAES avTdpdoels AOy®m Tov Eviovev oknvav Blog pe amotélecua o
KATOleg YMPEG VO KUKAOPOPTGEL UE POUTOT OVTL V1ot avOpADTOVG [LE TPAGIVO aVTi Y1
KOKKIVO OpLoL 1] OKOUOL KOL VOL OTTOyOPEVTEL.

Twisted Metal III

To devtepo moryvidt sivar to Twisted Metal 111. Kvkhopdpnoe otig 31 Oxtmppiov tov
1998 and tqv 989 Studios 1 omoio apydtepa cvyywvedke ue v Sony Computer
Entertainment of America [21][22].

To Twisted Metal 1l &ivar éva mayvidl Boddv avtokvitov. O ypHoTng umopel va
SwhéEel avapeoo oe dmoeKa avtokivnTa kdbe €va pe 10 SO TOL “E101KO” OTAO.
Yrdpyovv emumhéov dwobéoipa moAAd €idn OTA®V Omw¢ moAvPoOAia, TOPALAOL KoL
BouPeg drbomapta péca otig miotes. To Tovpvovd amotedeitan amd oKT® eminedo Kot
otdyog givon mavta N eEdviwon Tov avtimdiwv [21][22].

To mouyvidr o&yTnKe TOAD apVNTIKEG KPITIKES KLPIWG Yol TO UN-PEQAICTIKO LOVTEAO
(QULOIKNG TOL Kol Y TIS Tpdyepa oyedtoopéves miotes. [ap’ Ola avtd ékave peydin
EUTOPIKY| EMITVYIO LE AMOTELEG O VO suvE)ILETOL 1] KLKAOQOPio TNG GEPAG HEXPL Kot
oNEPQL.
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Mpoypaupata
Mnyovn ypaeikav: Unity 3D 2.5, http://unity3d.com/

Movrtedomoinon: Autodesk Maya 2009, Autodesk 3D Studio Max 20009,
http://usa.autodesk.com/

Animation, Rendering: Autodesk Maya 2009, http://usa.autodesk.com/
Ene&epyacio vpdv kot ewdvov: Adobe Photoshop CS4, http://www.adobe.com/

Emmdéov epé ot0 elcayoywkd Pivteo:  Adobe  After Effects CS4,
http://www.adobe.com/

Movtal vy 10 swoayoyikd Pivieo:  CyberLink  Power Director 8,
http://www.cyberlink.com/

Forums
http://forum.unity3d.com/

http://madseeds.com/forum/
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