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Evyoprotieg

H mopovca epyacio amotelel SmAmpatiky gpyacio 6to TAAIGIO. TOV TPOTTLYLOKOV
npoypappotog [Anpogopikng e oyxoing Ostikdv Emommuomv tov I[Moavemotnpiov

Kbmpov.

Me v olokANpwon NG OWMA®UATIKAG Hov gpyacioc, Oa Mbeha va guyaplotiom
OPIGUEVOVG OO TOVG OVOPOTOLG OV YVOPLGa, cuvepydotnka poli Tovg Kot Emaéov

TOAD GNUAVTIKO pOAO GTNV TPAYLLOTOTOINGN TNG.

Evyopiotod Oepud tov emiPrémovro kabnynt g OmA®UOTIKNG pov epyociog Ap.
IMaopyo XpvcdvBov mov Hov EUMIGTEVTNKE TNV TAPOVGA OUTAMUOTIKY EPYOGIOL KO OV

£00GE VoL 0o0AN0GD pe £va TGO evolapépov BEpa.

Eniong evyopiotd Beppd to Ap. Hoavoyidtn Xapordumovg mov eivor emKepaAng g
opadag tov V-EUPNEA MRG tov CYENS Center of Excellence kot v Ap. Ztéhia
Moxkpn epevvitpla oto CYENS Center of Excellence yia tic katevBuviipieg ypoppég
Y10 TNV OAOKANPOOT) TNG SUTAMUOTIKNG EPYOCTOG OALGL KOt TV GUVEXT] OVTATOKPLOT] TOVG

og Omota {ntpata TPoKVTTTOY Ko 6TV Bondeta Tov Hov Tapeiyav yio TNV enilvon Tovg.



Iepidnyn

To Simulation, Control and Visualization of Fish givot po tpocopoimon mov 6tdyog tov
etvatl . amekdvion Kot 0 TANPES EAEYXOG TV KIVIICEMV TOV YoPldV UE PACT KATOLES

GUUTEPLPOPEG TTOV EYOLV KOl GTO TPAYHATIKO KOGHO.

Eivar ytiopévo oe tprodidotato mepipdarov (3D Environment) tov mpoypdppotog
avantuéne moyvidiwv Unity 3D, ypnoponotdviog mm yAdcoo mpoypappoticpov C#
péom tov mpoypdupotoc Visual Studio 2019. Agv vdpyovv kot TOAAEC TAATEOPLES TTOV
umopet va emAéEet kamoog 6tav 0EAeL va onpiovpynoet Eva moryvidtl. Ot Tpelg mA0YES
nov £xet elvar va ypnoonomoet to Unreal, to Unity 1 to Game Maker. Xpnoiponoinca
10 Unity3D ywati eivor gdkodo 6t xpnon Kot TpoceEPel TEPACTIES dVVATOTNTEG GTO
YPNOTN Vo dINUIOVPYNGEL €va eKTANKTIKO moryvidl .Emiong dwabétel éva peydro Asset
Store mov umopeig va Bpeg 6TL yperdlecat Yo o oy vidl cov. Ymapyovv TOAAG
eCopetikd emrvynuévo moyviole, yw mapaderype to Escape from Tarkov (FPS),
Monument Valley (Puzzler) wor This War of Mine (Strategy / Survival) oia

evoopatopéva oto Unity.

Yto Simulation, Control and Visualization of Fish o ypnotng pmopei va oALGEeL Tig
CUUTEPUPOPES TOV YOPLDV KOl VO OEL TG GLUTEPIPEPOVTOL OTAV Y10, TOPAOELY L

TPOocBECEL TPOQEC 1| OTAV TPOGOEGEL LOVOTATLOL KTA.
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1 Ewoayoyn

1.1 T'evikn Ewcayoyn 1
1.2 Kivntpo kot X16y0t AIMA®UOTIKNG 1
1.3 Biphoypagikn Avackdnnon 2
1.4 Aopn Aumhopatikig Epyoaciog 2

1.1 Tevuiy Eweayoyn

O aiyopiBuoc boid [1] ypnowomoteitor yio v wpocopoinen cufvovg dtpdpov (dwv,
oLVNO®E KOTOSIDV YopLdV Kol GUIVY TOVAIDV oV £X0LV 3 KOpLeg cupumeptpopés to Cohesion,
Alignment kot Avoidance. Mg to mépag TV ¥pOVOV ETEKTAONKOV Ol CUUTEPIPOPES Kot
TpooTEOKav Kavovpyles. [Tapdia avtd ot Tpelg KHpleg GLUTEPIPOPES TAPEUEIVAY O 101EG Kol
e&axoAovBovv va vhpyovv péEYPL Kot ofjuepa. e avtd to dpbpo e&etdlovtal ol TPELS Mo
KOpleg ovumepLpopéc mov ivan to Cohesion, Alignment, Avoidance kot emmAéov 1 ATopuyn
Epmodiov, Aviyvevon Tpoong ko Aviyvevon kot AxkoiovBia Movomatidv. Mo Babitepn

e&ynon vy 11§ mo TAve cuUTEPLPOPES Ppickovtat 6To KepdAimo 3.

1.2 Kivntpo ko Xtoyor AtmAo@poTIiKig

[Mapatnpdvtog TPOGEKTIKA TO TPOTO TOV KIVOUVTOL TO YOPLO, UWTOPOVE VO TOPATNPTCOVLE
TOALEG OLUPOPETIKEG GUUTEPLPOPES Ol OTOLES UITOPOLY VAL SLOPOPOTOIN OOV aVOAOYMS LE TN
Kataotaom mwov Bpickoviot T dedopévn otryun. Anradn o kivnBodv eviEADS SoPOPETIKA oV
Bpiokoviot 6 Kivouvo 1 ot Tpocmdbeia aviyvevong TpoPns. AKpidg OTmg Kot 0 dvOpmmog

avaAOY®G T0 TS VIMBEL TN dedopévn otryun opa dtopopetikd. ‘Etol 1o kivntpo kot ot 6tdyot
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™G SIMAMUATIKNG OVTH HTAV 1 EXEKTOOT TNG apyIkng 1W0éag tov Reynolds pe mpocOnkn
EMMAEOV cLUTEPLPOPOV Yoo e€aymyn amotedecpdtov Emniong o kdprog otdyoc Ntav va
VILAPYEL TANPEG EAEYYOG TNG KIVIONG TOV YaplidV Kol eTpoOcheta mapaywyn 6edopévav yia
Borbewa kol ypron oe peAloviikd projects koi uokd yioo machine learning. Xe ovti ™
epyaoia Ba avaivbovv ot cuumepipopéc mov avapépbnkay ot 1.1 Tevikn Ewcaywyn kot Oa

yiver chykpion yia eEaymyn amoTeEAEGUATOV.
1.3 Bipmoypagikni Avaockoénnon

Yuveyilovtog 610 KEPAAOO 0VTO, YIVETOL L0l GOVTOUN TEPIANYT TOV GYETIKMV EPYOCUDY TOV
Eywav wponyovpévms. To 1986 o Reynolds[1] éypaye évav akyopiBuo yio v Tpocopoimon
coordinated flocking behavior, 6mwg ounvn TOLVAGV Kot KOTAdIO WYopldv, TOv ovopdleTol
boids. Mg 10 mépag TV ¥poOvav 1 GovAeld tov €xel Peltiwdel pe mpdobetovg KavOVeS
oLUTEPIPOPAS, OTtmg To épyo Twv Chen kar Yen-Wei [8] .Opiopévol mpdcbetot kavoveg mov
&yovv yivel otov akyopiBuo ivor 1 aviyvevon tporg, akorovdavtag évav nyét (follow the
leader), amopuyn epnodiov, Kot amo@vyn and tovg exfpodc. Eniong éva axoun evivtmoiokd
apBpo eivar to Artificial Fishes: Autonomous Locomotion, Perception, Behavior, and Learning
in a Simulated Physical World mov to éypayav ot Demetri Terzopoulos, Xiaoyuan Tu, and
Radek Grzeszczuk o6mov avolbovv SIGPOPES GLUTEPLPOPEG TOV Wopldv Kot eEQyovv
anoteAéopato Omwg Otav tov emtifovion €yfpol kot mpoomabodv T WYAplL VO TOVG
amToPHYOLV, VO AVIYVELGOLV TPOYT], ATOPLYT EUmodimv KTA. Extdc amd yapla vrdpyovv kot
GpOpa Tov acyondnkav pe Ao Lo OTMG GUN VI TOVALDY Kot EVIOU®V OTMG Y10l TOPAOELYLLOL
10 “Swarm intelligence: Literature overview”[15] mov to éypayav ot Liu, Yang, and Kevin M.
Passino. Eriong to apbpo pe titho "Bird flocks"[16] mov to éypaye o Portugal, Steven J .Avtd
oL TPOGHEGH TN O1KT| LOL EPYOcia Kot OgV TO EKOVE KOVEIC LEYPL TOPa fvor 1 aviyvevon Kot

aKoAovBio TV HOVOTATIOV A0 TO KOTASLN TOV YOPIDV.

14 Aopn Awmhopatikig Epyaciog

Y10 KePAAao 1 yiveTon o yevikn eloaymyn yio to adyopifuo Boid kot tov copmepipopmdv
TV yoplov. Emiong 1o kiviitpo Kot Toug 6TOX0VS TG SIMAMUOTIKNG £pyaciog dnAadn v
avOALON TV GULUTEPLPOPOV Kol €ENY®YN OTOTEAECUATOV Kol TEAOC TN PifAtoypoagikn
avaoKomnon, to Epya OnAadn mov dnuovpyndnkav mpwv oamd T oK) pov gpyosio. To

VOO0 NG avaPopag Ba akoAovBnoetl v NG doun:



210 KePOAo 2 B TOPOLGLOGTOVY Ol OOLTHOELS TOV GUGTHIATOS TOV KOADTTOVV TOGO TO
VMKO OGO KOl TO AOYIOUIKO, TO TOKETO TOV YPNOLOTOmOnNKay Yoo TV dleknepaimon g
epyaciag avtis. EmmAéov Ba moapovoiactodv ot 600 oknvég g mpocopoimons kot Oa
avaAvBovv 0 TPOTOG AEtToLPYiaG TOV.

210 3° ke@AA10 Ba TaPOLGLAGTOVY Kol O avolvOOVV OAEG O1 CLUTEPIPOPES — KOVOVES TOV
yapdv (cohesion, alignment, avoidance, aviyvevor tpo@ng, 0mTo@LyN EUTOdIMV Kot aviyvevon
Kot okKoAovBio povomaTtudv) Kot pe mo TPOmo emmpedlovv T Kivnom TtoV yopudv ot
GUUTEPIPOPES AVTEG.

210 4° kepAahato Oa yivel ektevi ovaQOPE Kot avAAVGCT OA®V TV AEITOVPYLDY TOV TOLYVIOIOD
— TPOGOUOIOGTNC.

210 KeQPAAL0 5 O TapoVoIaGTEL TO £YYXEPISIO YPONG TOV TOLY VIS0V — TPOGOUOIMOTNG, TO TMG
dNAadn 0 xpNoe umopel va TpéEet Kat va Ol TaL amoTeEAEcpata 6T TAaT@oppo tov Unity3D.
210 Ke@AAao 6 Ba avaAvBovv OA T ATOTEAECLLATO KO TO. GUUTEPAGLOTO TMV GUUTEPLPOPDV
TOV YOPLOV UE EE0YOYN YPAPIKAOV TOPAGTAGE®V Kot cVYKplon Tev Hefddmv yio vAomoinon
¢ mpoocopoinwone. Kot téhog n pedhovtikny €pevva mov umopei va yivel yuo Beltioon g

VOLOTAREVNC SUTAMUATIKNG EPYOACLOGC.



Kepaiaro 2

2 Ieprypaen [pocopoimonc kot Oempntikd Yaofadpo

2.1 TIpoypappatiotiko mtepPAAlov TOV O ViS00 — TPOGOUOIMGCNG
2.1.1 Unity3D
2.1.2 Python - OpenCV
2.1.3 Assets
2.2 Tleprypaogn [Ipocopoimong
2.2.1 Xxnvi 1 — Menu

~N o oo o1 o A b

2.2.2 Txnvn 2 — Game Play Scene

[Ipwv v avdAivon g npocopoinons Ba emeénynbodv yevikég mAnpogopieg Kot Evvoleg mov

etvat amapaitnto va katovonBovv yio TV GUVEXELD TG EPYOCTOG.

2.1 TIpoypoppoTicTiKO TEPPEALAOV TOV TALYVIOLOV — TPOGONOIMONG

2.1.1 Unity 3D

To meppdAiov mov ypnciponombnke yio tn dnpovpyia Tov maryvidrov givat to Unity. O Adyog
YPNONG VTOL TOV TTEPPAAALOVTOG Elvar 1 EDKOAN ¥PNON TOL Yo TNV dnovpyio 3D moryvidio
K0l GOV TPOGPEPEL TEPAGTIES duVOTOTNTES LE T epYaleia Tov drabétel. Emiong ta scripts eiva
oe C# yhdooa oto Visual Studio 2019. Iepiéyet éva tepdotio Asset Store. To Unity Asset
Store eivar pa avamtvocopevn PAodnkn pe Assets. Tdco 1 Unity Technologies 660 kot ta
HEAN NG KowdTNTaG OMpUIovpyohv avtd to Assets Kot To OMUOGIEHOLV GTO KOTAGTILLOL.
Yrdapyovv didpopot Tomol Assets 6To katdotnua, amd textures, animations, models émg kot
OAOKAN PO TOPASEYLATO £PYOV TOL HUTOPOVV O1 YPNOTESG Vo KateBdoovv anevbeiag oto Unity

Project toug 6e TPoGITES TYEG 1) KOl OKOWLOL EVTEADS OMPEAV.



2.1.2 Python - OpenCV

H Python[12] eivon pia dadpaoctikn, avtikepevootpogns (object - oriented) yAdooo
wpoypappoticpov. Ieprapupdver evotnrteg (modules), eEopéoelg (exceptions), SLVOUIKNY
TANKTPOAGYNOT, OLVOUIKODG TOTOLG OEOOUEVOV TOAD VYNAOD emumédov Kot KAAGCEL.
Ynootpilelt moAamAd TopoadelyaTo TPOYPOUUATIGHOD TEPO OO TOV OVIIKEYLEVOSTPOOT|
TPOYPUUUOTIGUO, OO SLOOIKOCTIKO KOl AEITOVPYIKO TPOYPaUHatiopd. Akdun, n Python
ovvovdlel a&loonueimt oyl pe moAd caen ovvtaén. ‘Exetl demapég (interfaces) oe moOAAEC
KAMoeglg cvatuatog Kot PipAtodnkec, kabdg kot o didpopa cvothpata windows. Mmopel
emiong, va ypnowomombel ®G YADOCGO ETEKTAONG YO, EQPOUPUOYEG TOL YPELALOVTOL Mo
npoypoppotiiopevn demaen. H OpenCV[13] eivor po Bipriobnkn cvvdéopwv Python mov
éxel oyedwotel ywoo v enidvon mpoPAnudtov Opacng vmoioyiot (computer vision). H
OpenCV ypnoonotet to Numpy, to omoio givon pa eEapetikd BeAtiotomompuévn BpAodnkn
v oplOuntikég Aettovpyieg pe ovvtaén tomov MATLAB. Oleg ot dopég mivaka OpenCV

petatpémovtal og cvototyieg Numpy kot aviictpoa.

2.1.3 Assets

To Asset mov ypnoipomomdnke yo TV TPOCOUOIMON
TV yoaplov eivor amd to Unity Asset Store[9] ko
Aéyeton #NVJIOB Simple Boids (Flocks of Birds, Fish
and Insects). ITepiéyel movAd ,Wwapia Kot EVTOpO. Y10, Vo

onuovpynoels 0tt Boid 0éheig. Xpnowomomnke 1o

yapt mov @aivetor oty wova 2.1 ko €yel Ko 1O

animation tng kivnong Tov yaplol yuo vo QoiveTon To  Ewova 2.1 - Fish Prefab aro to
#NVJOB Simple Boids (Flocks of Birds,
PEOAOTIKO. Fish and Insects)



2.2  Teprypooen Ilpooopoimeng

2.2.1 Zknvi1-Menu

SIMULATION, CONTROL AN_Q VISUALIZATION OF FISH

PLAY
| ’

QuUIT
" .

<
At

Ewkova 2.2 - Menu
Eekvavtog 1o mayvidlt — tpocopoioon (PlayMode) o ypriotng PAémel T mpdTN GKNVH OV
givor To Main Menu mov amoteleite and to titho (Simulation, Contol and Visualization of

Fish) kot ta dvo kovpmid to Play kot to Quit.

® Play o¢ petagpépet amevbeiog ot devtepn oknvn (Game Play Scene) mov 0a eEnynOel

ot evotra 2.2.2.

e Quit og Pydlel evieddg £E® amd 10O TayVidl — Tpocopoimaon.



2.2.2 Xxknwvi 2 — Game Play Scene

—

—
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B = Behaviors Weights — Bapn Zuptrepigopwy

Eixovo 2.3 - Unity PlayMode Screen

Apykd torofetiOnkov 4 drapopetikd komddio yopidv(4 Flocks) émov o ypfiotng mpwv pmet
oto PlayMode tov Unity pénet va. apyikomoinon tov aptbpd tov yopidv mov EAeL o Kabe
Flock kot ta 0pra mov Oa yevynBovv o ywapropmopei to kabe Flock va éxet drapopetikég Tiuég

amd To GAAO).

Flock Size 850

Spawn Bounds X 55 YO Z 55
Ewova 2.4 — Flock Size, Spawn Bounds
[Matdvtog 1o kovuni Play Eekivodv ta yapa va kivodvtor. EueaviCeton o Canvas(User
Interface) mov mepiéyel 6L To Kovumid kot Tovg Sliders yio to ELeyyo TV GLUTEPIPOPDV Kot
TpocONKN TV Asttovpyldv. Zta de&1d eivar o1 cuumePLPopES Tov Ha avarlvBovv 6To KEPAAOLO
3 (Cohesion , Alignment ,Avoidance ,q Amoguyn Eumodimv, Aviyvevon Tpoeng wou
Axoiovbio Movoratidv). Xwpilovtol 6to A mov givat ot amoctdcelg mov BELEL 0 yp1oTNG TO
yaplo vo ennpedaloviol amd ) Kabe cuumeppopd, yio mopadetypo dtav to Food Distance = 3
uovo ta yaplo Tov Ppickovral péxpt ot v andotacn Ba PAETOLV TIG TPOPES, Kol 610 B taL
Bapn g kéBe cvpmeprpopds. Anradn yio mapddetypo dtav to Cohesion Weight = 0 tote T01
yapla dev Ba emmpedlovror kKaBoiov amd to Cohesion, dev o vdpyet dniadr| koptio SOHVUN

oL Vo 0lvel katevBuvon ota Yaplo Yo avTY T CUUTEPLPOPE Ko av givar 6to péyioto Ba



VIapyEl LeYOAN dVVauT Kot Ba emnped el TEPICTOTEPO TO YAPLH GE QLTI TI) COUTEPIPOPE TOPL

0TI VITOAOUTEG.

Yta aplotepd givar OAeg ot Aertovpyieg Tov mayvidov — mpoocopoinon (Add Fish, Remove
Fish, Add Obstacle, Add Path, Remove All, Save Path, Load Path, Start Record Fish Positions,
End Record Fish Positions) mov ene&nynbovv oto kepdiaio 4. Ta yaplo kabdg Kivovvtal
aAlalovv ypopato avdioyo pe v Katedbvvon tovg. Avtd yivetor yia vo kotoiofaivel

KOAADTEPO, O YPNOTNG T YEPLA OLLOOOTOL0VVTAL LETASD TOVG KO OE T, KATEVHVVGT KIvouvTaL.



Kepdioro 3

3 Xoumeprpopés - Kavoveg

3.1 T'evikn Ewoayoyn 9
3.2 Zvvoyn - Cohesion 10
3.2.1 Anotéleopo Xvvoyng — Cohesion 11
3.3 Evbuypdpion - Alignment 12
3.3.1 Anotéleopo Evbuypapuon — Alignment 13
3.4 Amoguyn - Avoidance 14
3.4.1 Anotéleopa Amopuyng — Avoidance 15
3.5 Avetpeon I'ertdvaov — Find Neighbours 16
3.6 Aviyvevon Eunodiov — Obstacles Avoidance 17
3.6.1 Anotéleopa Aviyvevong Eumodiov — Obstacles Avoidance 18
3.7 Oprwo — Bound 19
3.7.1 Amotéleopa Oprov — Bound 20
3.8 Avelpeon Tpooeng — Find Foods 20
3.8.1 Anotéheopa Avedpeong Tpoorg — Find Foods 21
3.9 Aviyvevon kot AxolovBio Movomatidv — Paths Following 23
3.9.1 Anotéleopo Aviyvevong ko Akorovdiog Movoratidv — Paths Following 23

3.1 Tevikn Evocayoy

Y10 meplocoTEpa Prvteomatyvidla, ot xapakTpeS Tov dev mailovv KOplo poro eivar KGO va
HETaKIVOUVTOL 68 Opddeg Kat Oyt aveEaptnta. o mapadetypo Eva role-playing mauyvidt mov
VILAPYEL oL TOAN Kot Afyo €€ amd avtn vrdpyovv tpoPata. Ta mpoPatd Ba paivovtat mo
PEAAGTIKA €av Pookovv o€ éva komadu(Flock) avti va mepmatodv Eeympiotd ympic kdmolo

oLYKEKPIEVO okomd. 'ETol otn dumhopotikni epyacio onpiovpyndnkay komadio amd yapio Kot

-9-



KIVOUVTOL LE KATOL0VG KOVOVES - GCUUTEPLPOPES. O TPELG KUPLEG GLUTEPLPOPES -KOVOVES Elvarl

1o Cohesion , Alignment , Avoidance.

3.2 Xwuvoyn - Cohesion I N
Soumepipopd  mov  avaykalet  To  ydpw  va

Katevbvvovtal Tpog 10 «kEVTPo Halacy - dniadn ™ A \
péon 6éon TV vEOAOWOV YOPLOV UEGH GE UL \ A
GUYKEKPULEVT] OKTIVAL. 4

Ewova 3.1 - Cohension behavior - Server based
control flocking for aerial-systems[1]

Yevdokmdukag

int cohesionCnt =0 ;
for (inti=0;i<cnt; i++) {
if (i '=fishNum) {
distance = Distance(currentfish.position , allothersfish.positions);
if (distance < rCohesion) {
cohesion += currentfish.position;
cohesionCnt++;

}
}
}
if (cohesionCnt !'=0) {
cohesion /= cohesionCnt;
cohesion -= currentfish.position;
cohension.Normalized();

by

Ta yaplo yéyvouv yio ToVG YEITOVEG TOVG O€ pio oKTiva Tov opileTon ¢ axtivo GuvoyNs-
cohesion distance. Ot tpéyovoeg Béoeg AV TV yerrdvov abpoilovtal. To amotéhecua
dwpeiton pe Tov aplfpod tov yertovov. Etot, Aappdvetar 1o kévipo pdlog tov yertovaov. Avtd
elval 1o onueio oto omoio to yhplo oywviCovtor yw TN cohesion - cvvoyn. Mo va
TPOGO10p1oTEL 1| KoTeELOVVOT TG Kivnomg Tov yaplov, 1) Tpéxovca BEon Tov yoplov agatpeital
00 TO OMOTEAEGUO TOV MTAV VOPITEPE KOL OTN OCLVEXEWL TO JVLGHO-KATEHOLVON
Kavovikomoteitat. Avtd to Odvuoua-katevBvven mordamAiacialetor pe 10 PBpog
(cohesionWeight) yia va vtoloyiotel 1o TeAko ddvuopa Vector3. Etot pe to Bapog pmopovpe
va SIvouE SLPOPETIKES CLUTEPIPOPES GTOL KOTTAOLN KOl TPOTEPOLOTNTA GTA YAPLH TOV KAOE

KOTad100, ONAadT 010G Kovovag Ba vepTepet.

-10-



3.2.1 Amotéleopo Xovoyng — Cohesion
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Y116 ewcoveg 3.2 — 3.5 gival owtd mov mepipévape apov oty eikova 3.2 xovue Cohesion
Weight = 0 kot av&avetat otadiokd péypt Ty ikova 3.5 dtav £xovpe 610 HEYIGTO T0 BAPog
™G ovvoyng (maximum cohesionWeight) kot OAeC TEG VTOAOUTEG GLUTEPIPOPES 6TO 0
oniaodmn dev emnpealel Kapd aAAn coumepipopd ) Kivnon tov yopiov. [To cuykekpipuéva
BAémovpe Ta yapta va yivovTol KpEG OUAOEG TOV GUYKEVIPMOVOVTOL GTO KEVTPO. AVTO
cuppaivel Ady® tov 0piopov mov avaykdlel To yaplo va katevfHvovTol Tpog T0 «KEVTIPO

péalocy - dnAaodn ) péomn B€omn TV LIOLOITMOV YOPLOV HECH GE 0L GUYKEKPLILEVT] OKTIVOL.
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3.3 EvOvypapmion - Alignment \b

Eivon 1 ovumeprpopd mov avaykdler €va yopt va / h :J A

evbuypoapoTel pe avTd ToL PpickovTal KOVTId TOV. W

Ewkova 3.6 - Alignment Behavior - Server based

TSDSOK(D81K(X§ control flocking for aerial-systems.[1]

int alignmentCnt=0 ;
for (inti=0;i<cnt; i++) {
if (i '="fishNum) {
distance = Distance(currentfish.position , allothersfish.positions);
if (distance < rAlignment) {
alignment += currentfish.velosity;
alignmentCnt ++;

}
}
}
if (alignmentCnt !'=0) {

alignment /= alignmentCnt;
alignment.Normalized();

}

Ta yapla yayvouv yia Toug yeitovég Tovg o€ aktiva mov opiletatl wg 1 axtiva evbuypdlppiong

— alignment distance. Ot tpéyovoeg taydNTEG OAOV TOV YeLrTOVOV abpoilovior Kol ot

oLVEXEL SLOPOVVTOL LE TOV OPLOUO TV YEITOVDV. To ddvucpa-Katehhuvor Kavovikoroleiton

Kot toAhamhactaleton pe to Bapog (alighmentWeight) yio va vroloyiotel o tehkd dtbvooa

Vector3.

-12 -



3.3.1 Amnotéleopa EvOuypappenc - Alignment
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Ewkova 3.10 - Cohesion Weight = 3, Alignment Weight = 0 Ewkova 3.9 - Cohesion Weight = 3, Alignment Weight = 5
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Ewoéva 3.8 - Cohesion Weight = 3, Alignment Weight =8  Ewkdva 3.7 - Cohesion Weight = 3, Alignment Weight = 10

i -~
f
N\

To amotéhespa mov PAETOLUE oTIg o Thve swdvec 3.7 — 3.10 glvar owtd OV TEPUEVOLLE.
Apywa to Cohesion Weight = 3 ka1 Alignment Weight = 0 kot 1ot ta yapila exnpedlovtot
uovo amod to Cohesion. Xtnv cvvéyeto 0tav to Alignment Weight yiver peyolvtepo amd to
Cohesion Weight tote ta yapa emnpealovior mepiocodtepo and to Alignment wou
evBuypappiovrar og opdades Kot Kivovviot Tpog v 101 KatevBvvon. Avtd copfaivel Adym
TOL OPIGHOV oV avaykalel Eva yapt va evbuypopptotel pe avtd mov Ppiockovtal Kovid Tov

(yeitoveg).

-13-



3.4 Amoguyn - Avoidance

H ocvumepipopd mov kdvel £vo yapt vo amopakpuvOel
amd OAOVG TOVG YEITOVES TOV.

Yevdokmdwkog

int avoidanceCnt =0 ; A
for (inti=0;i<cnt; i++) { -
if (I 1= fiShNum) { Ewova 3.11 - Avoidance Behavior - Server

distance = FindDistance(currentfish.position , ~ Pased controlflocking for aerial-systems[1]
allothersfish.positions);
if (distance < rAvoidance) {
avoidance += currentfish.position - allothersfish.positions;
avoidanceCnt ++;

}
}
}
if (avoidance Cnt '=0) {
avoidance /= avoidanceCnt;
avoidance *=-1.f;
avoidance.Normalized();

k

Ta yapla yéyvouv yia Tovg yeitovég Toug og pa axtiva mov opiletot og N aKTive amoeuyns —
Avoidance Distance. ['ta Tov bTOAOYIGILO TOV SLOVOGLATOG Kiviong eVOg LELOVMOUEVOD YaploD
o€ [0 GLYKEKPUEVT Katevhuvon dtaywpiopod amd pia opada yoapiov, afpoiletal n dtopopd
oT1g Béoelc TV YeITOVOV Kol TG 01KNG Tov Béong. To amotélecua dapeitan pe Tov aplOuod
TOV YEITOVOV KOl GTN] GLVEYELD Kavovikomoteitan Kot moAlamlactdleTon pe -1 yo va aAAdEet
NV OpYIKn KatevOLVeN TOL Yaploh Yo Vo KOAvUTNGEL oty avtifetn kotevbuvorn tov
yerrtdvov. Avtd 10 dibvucua-kotevBovvon todlomiacialetarl pe o Pfapog (avoidance Weight)

Y10 voL VTOAOY1oTEL TO TEMKO dtbvucpa Vector3.

-14 -



3.4.1 Amnotéleopo Amopuyng— Avoidance
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Ewkova 3.13 - Cohesion Weight = 3, Avoidance Weight =0  Ewdva 3.12 - Cohesion Weight = 3, Avoidance Weight = 4
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Ewkova 3.14 - Cohesion Weight = 3, Avoidance Weight = 10

To amotédespa mov PAETOLLLE OTIC o AV eikdveg 3.12 — 3.14 givor avTd OV TEPIUEVALLE, 1|
npot ewova 3.12 to Cohesion Weight = 3, Avoidance Weight = 0 étot ta wéplo pévoov
nalepéva kat oty ovvéyeto Otav to Avoidance Weight (3.13, 3.14) yiver ueyolvtepo and 1o
Cohesion Weight ta yapio amopoakpdvovtal peta&d tovg. Avtd coppaivel Aoym tov opiopod

nov avaykdaletl éva ydpt va amopakpuviel amd OAoVG TOVG YEITOVEG TOV.
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3.5 Aveivpeon I'ertovov — Find Neighbours

Ot tpelg mo TAVE® CLUTEPLPOPES - KOvOveG vtoAoyilovion pe to apBud, tic Béoelg kol v
TOYOTNTO TOV YEITOVOV dpo kKGBe yaptl o€ £va KOTAdL TPEmeL va Yvwpilel Tovg yeltovég Tov.
Enedn n dwtaén tov yapiov og éva komddt Bo aAAdlel cuveydg, kdbe yapt Tpémel va
eVNUEP®VETOL KAOE POPA Y10 TOVG YeiTOVES TOV. AVTN N avalnTnon YEITOVOVY Umopel va yivel
VITOAOYIOTIKG aKP1BT] KaOMOS 0 apBUdS TV YopILdV LEYOAMDVEL KO ETELON TPETEL VAL YIVETAL GE
Kk@be frame tov simulations. I'o avtd 10 Ady0 Yoo v Avedpeon towv [ertévov — Find
Neighbours ypnoyomombnke KD tree. To KD tree eivor £va dvadikd dévpo oto omoio kabe
kOppog eOAA@V givarl éva k-dimensional onueio. Avtd kabiotd v avalntmon oto 6évipo

7oAV 10 ypryopn and ta poiacuéva for loops (Brute Force).

ﬂ

Ewkova 3.15 - - Find Neighbours - Server based control flocking for
aerial-systems.[4][7]

Ta KD-Tree gpgvpébnkav amd to Jon Louis Bentley to 1975[3] 6émov givar o xpioun doun
JEJOUEVMV Y10L O1APOPES EPAPLOYES, OTWS ovalNTHGES TOV TEPIAAUPEVOLVY £va TOALOAGTATO
KAewdl avalntnong (m.y. range searches and nearest neighbor searches) kot dnpiovpyia point
clouds. Ta KD-Tree givat pua €181k mepintmon dEvipov dtoywpiopon dvadikov ydpov (binary

space partitioning trees).

> owm pov gpyacio ypnoipomroinoa ™ Piprodnkn mov dnmovpynoce o Vili Vol¢ini ko tnv
éBare oto github.[2]. Apyikd yio va dnpovpynoelg To dEvepo ypetdleTOL Vo Py LKOTOINOELS
s EOAAA(LEYIoTOG ap1Bdg) Ba €xetl 0 KABe kOpPo. O apBudg avTd givar TOAH onuAvVTIKOS
Kot ypelaletan Wiaitepn mpocoyn ywuti 660 mo TWOAAL @UAAL €xel 0 kBe kOUPog ToHTE M
KOTOGKEDT] TOL OEVTPOV YIVETOL TTO YPYOPT OUMG YiveETol o apyn n aviyvevon (querying).

Ioyver ko to axpiPadg avtifero dnAadn 6co mo Alyo @OAA €xel 0 KAOe KOUPog TOTE 1M
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KOTOGKEDT] TOL OEVTPOV YiveTOL TTO apyr| OU®G yivetaw o ypryyopn n aviyvevon (querying).
> ovvéyxelon oe évo mivoka tomov Vector3 Balelg Odeg Tig 0éocelg TV Wopldv Kol

Kataokevalels to 6évepo. Yrdpyovv 4 tpomot aviyvevong tov dévipov(Query).

e K-Nearest 2 emotpépet K onueio (yeitoveg) dniadn kabopilelg 00 mOo0oLE YeiToveg
0élelg va cov Ppet.

e Closest point query = emotpépet 10 mo Kovivo onueio (aviyvevet 1 yeitova).

e Radius query > aviyvedel opalpikd aviroyo pe to Radius — amdotacn mov 1
kaBopilelc kot emotpéPel To onpeia (yeitoveg) mov Ppiokoviol G oVTH TNV OKTIVAL.

e Interval query = aviyvedel pe Bdon opiov. Anradn tov divelg eAdyloto Kol HEYIOTO

Op1o ka1 emoTpépet ta onpeia (yeitoveg) mov Ppiokoviat o€ avTd TO Op10.

Xpnowonoindnke to Radius query ywti é0eta to Radius ico pe ) aktiva cuvoync- cohesion
distance kot amobnkeva Tovg yeitoveg o o Alota. ‘Exava to id10 kot yio to alignment kot yio
10 avoidance onladn £0eta o Radius ico pe ™ axtiva amoguyng — avoidance distance kot
armobnkeva Tovg yeitoveg og drapopetikn Alota. Kat téhog €0eta to Radius ico pe ) axtiva
evBuypdapuong — alignment distance kot amofnKeva Tovg yeitoveg o€ dapopetikn Aota. Apa

KGO yapt og kabe frame yvopilet motot lvar o1 yeitoveg Tov Yo KAOE GUUTEPIPOPH — KAVOVAL.

3.6 Aviyvevon Epmodicmv — Obstacles Avoidance

Ot TpoNYOVUEVEG CUUTEPIPOPEG — KAVOVES £YOVV EVIVTTOGLOKA
aroteréopota. Qo1dG0, VIAPYOLV Kol GAAOL KOVOVEG TOL
viomomOnKav yw mo peaiotikd amotéhespo. H Aviyvevon
Eumodiov — Obstacle Avoidance mov 10 povo mov mpémet va
Kévoupe ivor vo TapaoyOVLE KATOL0 UNYOVIGHO Yo va PAETOVY
o Yaplo UmPOcTé TOLG TO EUTMOOID. KOL GTI GULVEXEWL VO

Bpiokovv katevBuvon mov Ba akoAoVONGOLV Yo V. ATOPVYOLV

T0L EUTOOLO.
Ewkéva 3.16 - Obstacle Avoidance[5]
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Yevdokmdwkog

distance = FindDistance(allfish.position , obstacle.position)
if(distance < obstacleDistance){
selectDirection = right or left or back

¥

selectDirection.normalized();

Apykd to epumddo Tov ot SikN pov gpyacia givar kofoi(cube) tovg dive va LayerMask =
Obstacles étolr mote vo. katolofoivovyv ta yaplo ta gumodie. EmmAéov oe éva mivaxo
(directionsToCheckWhenAvoidingObstacles) Vector3 divm tig katevbhvoelg mov pumwopovv vo
KivnBovv ta yépa (de€1d , aprotepd , micw). Me ) Ponbewa tov RaycastHit eAéyym yia 6Aa
TO YAPLOL oV 1) AOCTOCT) TTOL BPICKETAL TO EUTOSI0 UTPOGTA TOVG vt pKpdTEPT oTd TN TN
mov divel o ypnotng oto obstacleDistance. Av givatl pikpdotepn t01e EAEYY® 0O TO TVOKO
directionsToCheckWhenAvoidingObstacles o katevBuvon va akolovBncovv ta yapio yio
vo. amo@Oyovv to gunddo. To didvucua-KatehBouvon Koavovikoroleitor Kot moAlarloctdleTo

ue 1o Bdapog (ObstacleWeight) yia va vtoloyiotei o tehid didvoopuo. Vector3.

3.6.1 Amotéleopa s Aropuyis Epmodicmv — Obstacles Avoidance

4 W S8 )
e A N A\
-&\s’ / ‘ it i
4 y ‘F 7 \
/ - /
' ’, N
Ewova 3.17 - Obstacle Weight = 10 Ewéva 3.18 - Obstacle Weight = 0, Obstacle Distance = 0

To amotélecua mov PAémovpe ot To v gkdvo 3.17 glvar avtd mov mepuévaue OtV
EYOVLE GTO PEYIOTO TO PAPog TG amoPLyng epmodimv (maximum ObstaclesWeight) kot oleg
1¢ VTOAOEG GLUTEPLPOPEG 6TO O dNAAdN dev emnpedlet kapd GAAN cuuTEPLPOPA TN Kivion

Tov yapuv. [To cvykekpyéva PAETovpe Ta yaplo Otav Bpioketal UTPOoTd TOVG EUTOOI0 GE
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amootaon pkpotepn and to Obstacle Distance (tiun mov v divel 0 YpRoTNG) ATOPEHYOLV TA
eunddo. Av to Obstacle Distance = 0 1} to ObstacleWeight = 0 16te o kivovvtay o yaplo

YOPig va aviyvebouv to epmddio PA. ewkdva 3.18).

3.7 'Opw —Bound

Onwg €idope moO MOVO Yoo vo QOIVETOL PEVAICTIKO TO
simulations yopiotkav to yapro o€ komnddia (Flocks) wov ta
yapla o€ kGBe Komadl Kivovvtal kol PAETOLV uéypt Eva 6plo
(bound) .H vlomoinom tov Oprov — Bound &ivor amhn| kot to
LOVO OV TTPEMEL VAL KAVOLLLE EIVOL VO SMGOVUE TNV ATOCTOO

oV umopoHv vo, BAETOVY KoL Vo KIVOUVTOL TO Wéplo amd To

KEVIPO TOL KOOSOV,

Ewkéva 3.19 - Boids Bound[6]

Yevdokddukag

direction = center_Flock.position — allotherfish.positions
if(distance < boundsDistance){
direction.normalized();

Yelse{

direction = Vector3.zero;
}

Apywcd vroroyiCovpe ) katebBovvon (direction) amd KaOe ydpt pe 0 KEVIPO TOV KOTAOL0V.
21 ovvéyew ehéyyovpe ov 1 amdotacon amd to Kévipo eivor 90% amd T TYWn TOL
boundDistance mov divel 0 ypNoC AV 1oY0EL 0 O TAVD EAEYYOG TOTE EMOTPEPOVUE TN
Katevbuven mTov Kavovikomoteital Kot toAaniaotdletar pe o fapog( boundsWeight) yio va

vroloyiotel To Ao didvuspa Vector3.
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3.7.1 Amotéleopna Tov Opiov — Bound
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Ewéva 3.21 - Awotéleouo Bound Distance = 40

Ewkova 3.20 -AnotéAeoua Bound Distance = 20

To amotéleoua mov PAEmovpe ot mo mave swova 3.20 eivar avtd mov mepuévope Otav

éyovpe oto PéEYLoTo T0 PApPoc Tov opiov (maximum BoundWeight) kou dAeg teg vdloumeg

ooumepLpopég 6to 0 dNAadn dev emmpedletl Kol GAAT GUUTEPLPOPA TN Kivnon TV YopLdv.

[T ovykexpéva éRora to Bound Distance = 40 xou fAEmovpe o Whpla Vo KIVOOVTOL GE

axtivo ion pe to Bound Distance kot to id10 woyvet otny gikova 3.21 émov to Bound Distance

= 20 kou glvar  pon axtiva omd v ewova 3.20.

3.8 Avevpeon Tpooig — Find Foods

EminpocHeta g axoun cvpmepipopd — Kavovog

TOL TTPOCTEONKE Y10 TO PEOAIGTIKA OMOTEAECUATO

givar . Avevpeon Tpoong — Find Foods. H

Food

.

vAomoinon eivatl anAn Pplokelg TV AndGTAGT TOL

Exel M Tpoe1 amod Kabe yapt Kot av eivon pkpdtepn

and 10 Food Distance (Andotacn tpoeng mov v

opilet 0 yprotng) T0TE divelg katevhuvon ota ydpla

va KivnBovv Kot va @Ave TV Tpoon.

-20-
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Yevdokmdwkog

distance = FindDistance(allfish.position , food.position)
if(distance < foodDistance){

selectDirection = food.position - fish.position
¥

selectDirection.normalized();

Apykd ot tpo@ég givar kvAwdpot (cylinders) oémov £xovv o etikéta (tag = Food) ko ta
TomofeTd OAa o€ pia Alota. Ztn cvvEyela Ppiokm TNV amdoTaoN Tov £XEL TO KAOE Yapt omd Tig
TPOPEG oL elvar oty apéva. Av 1 andotacn ovth elvar pikpotepn amd to foodDistance
(amdotaon mov opilel o ypnomg) tote dived KatevBuvorn oe Oca yapla Bpickoviol og
pkpodtepn andotaon ond 1o foodDistance. Emiotpépovpe 10 didvocpa - katevbuven mov
Kavovikomoteitor Ko moAlamAacidletor pe 1o Papoc( FoodWeight) yio va vmoAoyiotel 1o

TeEMKO ddvuopa Vector3.

3.8.1 Amotéleopa g Avevpeon Tpooric — Find Foods

Ewova 3.23 - t=0s ,Food Distance = 3 Ewova 3.24 - t=1s Food Distance = 3
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Ewkdva 3.26 - t=4s, Food Distance = 3 Ewkéva 3.25 - Food Distance = 0,Food Weight = 0

A7 T ewova 3.23 péypt v ewova 3.27 BAEROVUE TO GTASIO TOV TO YAPLOL OVIXVEDOVY TNV
PO Kot 6tav Ppickovial og amodcTacn pikpdtepn and to Food Distance (tiun mwov
kaBopilet o ypMoTng Ko givar n péylotn andetact Tov PAETOLY T TPOPT Ta Waptla) TOTE
KvoOvTal Tpog T Katevhuven e Tpoeng Kot to Tpdve. Xty eikova 3.23 to Food Distance
=3 Kavéva yapt oev PpiokeTon 6€ amdoTaoT KPOTEPT oo 3 YU avtd 08V KIveiTon KovEval
yopi Tpog T 0éom mov Ppioketal n Tpoen. Amd TV eikdva 3.24 péypt m 3.27 povo ta 600
OV £Y® G€ KOKKIVO KOKAO Bpiokovial o€ amdctacT kpdtepr ond 3 kot €161 LOvo avTd
KIvouvtot Tpog T B€om g Tpoeng Kot Otav ta wapta Exovv v idta B€om (ko 6TovG TPELS
GEoveg X, Y, Z) pe ) tpoon| to1e 10 TpDvE(PA. g1kdva 3.26). Tty mo mhve ekdva. 3.25 ta
Yaptla 0ev UTopovV vo aviyvevoovy Tig TpoPég Yot to Food Distance = 0 kot to Food

Weight = 0. 'Etot dev ennpedlovtot amod Tic TpoQEs.
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3.9 Aviyvevon kar AkorovBia Movorati®v — Paths Following

Televtaio cvumeprpopd — Kavova mov npodcheca oty gpyocio pLov eivar n Aviyvevon Kot
Axolovbio Movoratimv — Paths Following. H mto mepimiokn oAAG GUVALLO 1] TO EVTVTOGLOKY

CLUTEPLPOPE aTd OLES.

Ewkova 3.29 - Paths Following([7]
['a v vAomoinon g o AV GLUTEPLPOPAS YPELALETOL EVOC UNYAVIGUOS £TGL MOTE TO.
YAPLOL VO OVIYVEDOLV TO LLOVOTIATLO KOl GTTV GLVEYELD VAL 0KOAOLONGOVV TO LOVOTATL LEYPL TO

TENOG.

Ynrdpyovv d00 TPOTOL KATOGKEVTG TMV LLOVOTOTUDV.
1) Anovpyia povomrotiod pe To movtikt — mouse

2) ®optwon Tov povorotov amd CSV File

[Ma v dnpovpyia povoratiddv «Lwypa@ilelo» [e To TovTiKt To povomdtl. OvclaoTIKA VITAPYEL
éva Line Renderer mov €yet pia AMota and Vector3 kot tpochétet oe avtn tig BEceic(positions)
TOV TOVTIKIOL Kot €Tol dnuovpyeite 1o povomdtt. Otav o ypnotg B€Ael va onpovpynocet
ToAMOTAG povortdrtia Tote dnpovpyovvtar Line Renderer kidvoi(clones) yia kébe povomdrt
oL KAveEL 0 ypNoTNG Ko mpobétovion otn KAOe Alota Tov KADOVOL Ol 6MWOTEC BEGEIS TOV

TOVTIKLOV.

O 3e0TEPOG TPOTOG KOTOOKELNG TOV HOVOTTATION givol optmon tov Bécemv and CSV File
6mov vapyovv 3 oTNAeg ToL givan ot BEcEIC TOv KAOE povomaTion kot otovg 3 dEoveg(X, Y, 2).
AwBdaletar To apyeio ypappu — ypouun wéxpt va Bpet ypapun wov ivai 0,0,0 mov onuaivel 6t
teheimoe 1o povomdrtt Ko PeTd cvveyilet otig B€oelg Tov endpevov povoratiov. H dadikacio
dNpovpyiag TV HoVOTaTIOV Yivetal akplBag pe v 101a péBodo OTmG Kol 6To TPMOTO TPOTO
(Anuovpyio. Lovomation HE TO TOVTIKL — mouse) dniadn mpocbétete otn Alota tov Line

Renderer tic 8éoeic and 10 apyeio kar 6tav Bper ™ ypouun 0,0,0 tote dnuovpyeite Line
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Renderer khdvo kot Tpochétel oe avtd TIC BEcelg Tov povomation. Akolovbeite | wo mhvo
dradikacio péypt va tehelmoet o apyeio. ' o ndg dnuovpyodvtar ta CSV Files Oa e&nynOei

OTY GLVEYELQ.
210 onueio owto Ba e&nynbel Tog ta yapro akorovBovv avtd o LovomdTia.

Yeudokmdkoc

FinalList = Allpaths.positions;
distance = FindDistance( Allpaths.positions , fish.position)
if(distance < PathDistance){

direction = nearestPointOfPath — fish.position

for(i = 0; i< FinalList.Count;i++){

direction = nextPointofPath;

¥

}

direction.normalized();

Apywad pio AMota tomov Vector3 mov maipvel 11g Béoelg tov povomatidv tov Kabe Line
Renderer. Anhadn oe o eviaio Aiota(Finallist) amoOnkedovtar 6Aeg o1 Bécelc AV TV
povomatidv. Xt ovvéxelwn Pploket ™ oamdotoon tov  kdBe  wopod oamd  kabe
povordtyandotacn and OAa To onueio tng Alotag FinalList). Meténeita eléyyetar av ot n
andotoon eivar pikpotepn amd to PathDistance(tiun mov diver o ypnotng) Kot v givor
piKkpoTepn TOTE divetor KatevBvuvon ota yapla Tpog ekeivo 10 onueio. Mg avtd 10 TPOTO
yvopilovpe oiyovpa 0Tt 10 kGBe ydpt Bo ktvnbel 610 MO KOVTIVO TOL HOVOTATL EPOCGOV M
andoToon mov Exovv givar pukpotepn amd to PathDistance. Télog péoa og éva for loop dive
KatehBuvon oTa PPl 6TO OUECHS EMOUEVO OMUEIO TOL HOVOTOTION WEYPL TO TEAOG TOV
povomatiov. Emotpépetor 10 didvuopo - KotedBuvon mov  KavoviKomoleital Kot

nolanlootdletar pe to Bapog (PathWeight) yio va vrodoyiotei o tehkd didvooua Vector3.
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3.9.1 Amnotéleopa Aviyvevon kot AkolovOio Movoratidv — Paths Following

B v

—

Ewkova 3.30 - Anutoupyia LOVOTTATLOU UE TO TTOVTIKL — mouse

To anotéhespa mov PAEmovpe 6N To Tave eikdva 3.30 omd T0 TPOTO TPOTO KOTAGKEVNG
LLOVOTIOTIOV LE TO TOVTIKL — MOUSE £ivol auTO TOL TEPUEVAUE OTAV £YOVE GTO UEYITTO TO
Bapog Tov povomatio (maximum PathWeight) kot 6Aeg teg vtolouteg coumepLpopés oto 0
OnAadn dev emnpedlel Kol AN copmeprpopd t kivnon tov yapuov. [T cuykekpyéva
10, yaplo 0ca Ppickoviot o€ amdotacn pkpodtepn and to PathDistance = 5 tdte akolovHovv

TO LLOVOTATL.

Ewova 3.31 - Doptwon povornatiov arto apyio

To amotéleopa mov PAémovpe ot Mo whve gwdva 3.31 amd to debTEPO TPOTO KATUTKELNG
povomatiov eoptwon and CSV File givor avtd mov mepévape dtav £(0vHE GTO HEYIGTO TO

Bapog Tov povoratiov (maximum PathWeight) kot 0Aeg teg vrdroueg cvumepipopéc oto 0
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ONAaodn oev emnpealel Kapd GAAN copmeplpopd t kivnon tov yopiov. [To cvykekpyiéva ta
yapla 6c0. Bpickovtar o€ amodctacn pkpodTepn and to PathDistance = 5 tote akolovbovv to

HLOVOTTATL.

Ewkova 3.32 - Path Weight = 0, Path Distance = 0

2V mo mave gkova 3.32 ta yéplo eV aviyvebovv ta povomdtia yiati 6tav to Path Weight
= 0 1 To Path Distance = 0 to yapio. dgv BAEmOVY T povoTaTio, Kot £To1 Ogv ennpedleton 1

GLUTEPIPOPE TOVG,.
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Kepalaro 4

4  Agwrrovpyieg

4.1 Add Fish 27
4.2 Remove Fish 28
4.3 Add Food 28
4.4 Add Obstacles 28
4.5 Add Path 29
4.6 Remove All 29
4.7 Save Path 30
4.8 Load Path 30
4.9 Reset CSV File 31
4.10 Records Fish Positions 32

4.10.1 Start 32

4.10.2 End 32
4.1 Add Fish

[MiéCovtog pe to movtikt to kovpni Add fish TpocsBéter 50 ywapa kon ota 4 komdda (Flocks)

KOLL TOL YAPLOL KIVOOVTOL LE TIG {01EC GUUTEPLPOPES TTOL KIVOUVTOV KOl TOL LITOAOLTA YEpLo GTO

dk6 tovg komadt. To amotédespa tov Add fish @aivetat otig o kKdt® gkdveg 4.2 (TPv) Ko

4.1 (petd v avénon).

Ewkoéva 4.2 - t=0, 50 Yapia otnv apeva

Ewova 4.1 - t=1s,100 Yapia otnv apéva
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4.2 Remove Fish

[Tiélovroc pe to movtikt to kovuni Remove Fish dwaypdopet 50 yaplo kot and ta 4 komdoo
(Flocks) aAldé ta vrdéroma yaplo cuveyilovy kavovikd vo Kivohvtat e TNV 1810 GUUTEPLPOPE
OV KIVOOVTOV KO TPV TNV aaipecn Tov yapldv. To arotérespo tov Add fish aiveton otig

0 KAT® £1KOVEC 4.4 (mpv) kot 4.3 (LeTd TNV SLorypoen).

Y
B?N\y

Ewkova 4.4 - 100 Yapia otnv apéva Ewova 4.3 - 50 Yapia otnv apeva

4.3 Add Food

[Mélovrag pe to movrikt to kovuni Add Food evepyomotd to movtikt kat Tomobetd 0 ypNoTng
omov 0éhel 10 tpoeéc Y va edve o wapila. To tpdéno mov Ppickovv ta ydpo ) TpoPn

avolvOnke ot Tponyoduevn evotra (BA. 3.8).

4.4 Add Obstacle

[MéCovtag pe to movtikt o kovuni Add Obstacle evepyonoid o movrtikt kat tomobetd o ypNoTng
omov Béhel 1 eumdoo pésa oty apéva. To TpOTO TOL AVIYVELOVY TO EUTOOI0 TO YAPLO KO TO
amoPevyovy avaibonke otn mponyovpevn evotnto.(PA. 3.6). Me to movtikt emmAéov ektdC omd
10 VO, TOTOBETA 0 YPNOTNG TO EUTOON, UTOPEL VAL TOL LETUKIVEL EMAEYOVTAG TO EUTOSI0 TOV

0€Ael v LETOKIVIIGEL KO TO 0PN VEL GTO oMpeio Tov BEAEL Thve ot apéva.
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4.5 Add Path

ITéCovtag pe to movtikt to kovuni Add Path evepyomold to movtikt Kot 0 ypRoTE WTopel va
Eexwvnoetl va «loypagiley TO HOVOTATL E TO TPAOTO TPOTO KATOOKEVLNG LOVOTOATIOV TOV

emeEnynonke otn Tponyovuevn evotnto.(BA. 3.1.7).

4.6 Remove All

[MéCovtag pe to movtikt To kovpuni Remove All kaBapilel evieddg v apéva amd TiG TPOQEG,
T, EUTOOL0L KO TO, LOVOTIATLOL TTOV TPOSTEOMKAV GTNV apéva. Apa TOPAUEVOVY LOVO T YaPLo
oTNV apéVa va Kvohvtal Pe TNV 1010 GLUTEPIPOPA TOL KvoOvTav Kot Tpwv TV agaipeon. To

ATOTEAEG O POIVETOL OTIC TTO KAT® E1KOVEG 4.5(mp1v) ko 4.6(uetd).

Ewkova 4.5 - lNpwv TNV agpaipeon Etkova 4.6 - Meta tnv agaipeon
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47 Save Path

IMéCovtag pe 1o movtikt to kovuni Save Path amofnkevel og csv
apyelo Oleg TG Béoelg TV povomatidv yopiloviag oe Tpelg oTNAES
v KaBe aEova (X, Y, Z). Av vépyovv TOAALN LOVOTATIO GTHV apEVa,
HOAIC TEAELMOEL LE TO TEAELTAO CTUELD TOV TPMTOL LLOVOTTATION, TNV
enopevn ypouun Baler 0,0,0 oto CSV apyeio Kot petd akoAovboHv dAa
T OMUELN TOL SEVLTEPOVL POVOTATION Kol €161 Egxpilovv Ta onpueio
Tov k@Oe povomatiov. Me ovtd 10 TPOMO ovveyilel péxpt va
amoOnKevoeL OAO TO LOVOTTATIO GTO apyEio.
H bwodwoacio mov extedeitarl yioo v amobnKevon TV HLOVOTOTIOV
glvan :
1. 'Eleyyog av onovpynbnke non to Directory, aAldg 1o
dnpovpya.
2. 'Eheyyog av ommovpyndnke non to Apyeio, aAMdg 10
dnuovpyd tomobeTmdvTog ot TpmdT Ypauun cov headers X,
Y, Z.

3. Zmv ovvéyewn omd tnv Alota FinalList (mepiéyer 6Aa ta

Ewova 4.7 - Mapadstyua
artodnkeuong oto apyeio

onueia OAwv Tov povomatidv) (PA. evomta 3.9) maipver ypapp — ypouun 6Ac to

onpeta Kot ta ypdeet to apyeio yopilovtag to kdbe povordrt pe 1o 0,0,0.

[Mapdaderypo amobnkevong (PA. Ewcova 4.7).

4.8 Load Path

IMélovtag pe to movtikt to kovuni Load Path emidéyet o yprotg amd o Csv apyeio OéLeL va

QOPTMOEL To. povomdtio otnv apéva. H dwdikacio mov exteleiton yio v @OPTOCN TOV

LOVOTATIOV Elvar :

1. Bpiokel moca povomdrtia £xet 10 apyeio (LETPE TOGES POPEG VILAPYEL 1) YPOLLUN

0,0,0) ko To amoBnkevel ot peTtafAnT C.

2. Anuovpyd éva mivaxo lis tomov LineRenderer ¢ 6éocemv (dnovpyd

OVGLOOTIKG C LLOVOTTATLOL).

3. TlpocBétel oto mpdTO povomdrtt TG éaeig puéypt va Bpet 1o 0,0,0. Zvveyiler ot

debtepo povomdtt v B akpPog dadkacioo péEypt va yepicer Kot to €

LLOVOTLATLOL KOl VO TEAEUDGEL TO apyElo.
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To 1o evTummGoloKO KOUUATL TNG EpYAciog KaTd TNV Amoyn Hov gival Ot umopet o xpnotng va
POPTMOEL EKTOG 0d TOL OTAQ povordrtio Tov «Lypapileny e TO TOVTIKL Kot YOpOKTNPIoTIKA
pog ewovag. o mapdderypa pio gotoypagio Tov 1 omoladnmote gwova ekeivog Béhel. H
dwadikacio mov yivetal ylo. peToTpony) TG €wkovag og Vector3 points (vectorize ) givorl
aKoAovon :

Apya o script éywve otn YAdooa Tpoypappatiopod Python péowm g fipiodnkne OpenCV.
To script to ypaetke pe ™ Ponbeo tov Ap. MHovayuwtny Xopoaldumovg Kot Tng
1otoceldac[11] 6mov maipvel €i60d0 o elkOvVa Kot Ppiokel Ta CONtOUrS petatpémovtag 6t
ouvvéyela og lines. To contour swvan ypnowo epyadeio yia shape analysis, object detection and

recognition.

Ewkéva 4.8 - Kavovikn ikova Metadovsag Ewova 4.9 - Metatport letadovbag e to script

H ewcova 4.8 eivan ) kavoviky eikdvo. omd 1o google ko m ewcova 4.9 eivor 1o Tde petoTpéneton
o€ YPOUUEG LESM TOL SCript. Xt cuvéyela ToipvovTag Ol To oNUEin TOV YPUUU®OVY, TO. OTToio
TomobeTovvTol Gg CSV apyeio yur va optwboldv pécm tov Unity pe m dwdikocio mov
eEnynnke mponyoduevoc otn evotmro 4.8 ko ta yaplo akolovBovv To povomdTio

oYNUaTilOVTOG OVGLUGTIKA TNV EIKOVAL.
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49 Reset CSV File

IMéCovtag pe to movtikt o kovuni Reset CSV File emidéyel o
¥PNOTNG 7o csv apyeio BELel va kabapicel Kot vtapyel LOVO T0
Header (X,Y,Z) ot mpodtn ypouun tov apyeiov. H dwodikacio
7oL ekteELeiTan Yo va kaBopioet Ta apyeio elvar :

1. Awypdoeton to apyeio.

2. Anuovpyeite véo apyeio oto id10 Directory mov

NTov Kot to Tponyovuevo kot Palelt to Header

(X,Y,Z) otn mpdm ypopus.

4.10 Records Fish Positions
4,10.1 Start

[MéCovtag pe to movtikt to kovuni Start Records amoOnkedet o€ o Aiota Oleg teg Béoelg TV
yapidv AoV tov koradidv (Flocks). H dwudikacio mov ekteleitan ivau
1. Eekwa mapdAinia coroutines yio kéfe yapt Egympiotd Ot coroutines eivar mwoAy
ONUOVTIKES Yiati pmopelg vo elEyEelg kabe mOco ¥pOVo Vo EKTEAEITOL Kol OLTO GOV
EMTPEMEL VO, TEPIUEVELG 10 KATACTOON VO TEAELDGEL KO LETE VOL GUVEYICELC.
2. 'Etot eléyyetan ) pon kot amofnkedovror mapdiinia pe tn oelpd yuo kéOe yépt Tov

KOTOO100.
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4.10.2 End

Flock

ITiéCovtag pe to movtikt to kovuni End Records 3, 9,
Q,

-
=

(W )

Fish ID, X, Y, Z, Time(sec)
.45158, @, 95.86977, O

24122, @, 93.924, 0.1

.41928, @, 93.02476, 0.2
.99079, @, 92.49287, 0.3
.62933, 1.9912, 0.4
.24064, 1.38892, 0.
.90442, .81873, 0.¢
.53928, 14462, B.
.170883, ).41266, 0.8600001
.8909, 0, 88.8243, ©.9000001
.56866, .09837, 1
.26328, .34956,
9.091105, .6668
9.80508, 8
.55339,
9.38563,
.26606,
.17685,
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.58435,
.46252,
.34703,
.23267,
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.e1344,
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L
[
“
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L
-
[
(W9}
-
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™

yoplov. H dwodkacio mov extedeiton givar :
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%]

[

1. Ztopatovv ol coroutines
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-
-
™
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4
-
%
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2. Anovpyeite 10 CSV apyeio pe Header
(Flock ID, Fish ID,X, Y, Z, Time(sec))

4
%
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.89642, 1.
.3115, 1.5
-61489, 1
.98902, 1
1.67522, 1
.57958, 1.
3.89942, 2
2

2

2

IS

4
-
%

N
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-

]
e
=]

™

|
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-
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™

-

]
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¥e]
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3
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3
3
3
3
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]
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[N )
b
1

=

=4}
[

OTHAN o€ TO10 OeVTEPOAETTO

-
]

=1

=]

).11868,
.43813,

.71606, 2.3
.9003, 2.4

.009, 2.5
.29835, 2.6
.59123, 2.7
.70833, 2.793999

-
™

-

]
e
=]

™

puetakvnOnke 1o  kdabe wyhpt o

-

]
=1
=]

ol
-

[
]
=
=]

N

dedopévn Béon.

(WY}
-
|

=1

=]
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[N )
b
1

=

=4}
[

3. T kdBe ydpt katoywpeite 6T0 apyeio

-

]
=1
=]

-

(Dc!bdbc!bdbc!bGE@@GEG:DG@G@:D@GG:D@@GE
|
=
ie]

@@@@@@G@@LGGEGGGGGGEH

o
N

[
]

=

=]

OAo OG0 avaPEPOVTOL GTO 2.
Ewova 4.10 - MNapadetyua amodnkeuong oto apyeio

[apdaderypo amobnkevong (PA. Ewova 4.10).
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Kepdioro 5

5 Eyyepiow Xpiong

5.1 Mevov — [pmtn Zknvy 33
5.2 GamePlay Zxnvn 39

5.1 Mevov — IIpot Xxnvi

Bnua 1: Otav tpé€ovpe to moryvidl — mpocopoinon oto Unity apyikd Ba pog epgavicet to

uevovy tov moryvidlov. Exel 0o éxetl to titho ko 2 kovpmid: Play kot Quit

Bnpa 2: ITiélovtag o ypnotng to kovpni Play petapaiverl amevbeiog otn GamePlay Zknvi. Av

natnoelg oto Quit kovumni Ba teppatioslg To mayviot.

5.2 GamePlay Xxnvi|

Brua 1: Apywd mpwv va Eekivnoet 10 mouyvidl — TPOCOUOImON 0 YPNOTNG TPEMEL VL
aPYIKOTOMGEL TOV aplOpd Tov yopidv oe kabe komadt (Flock Size) omov pmopei va givon
SPOPETIKOG 0 aplOOC TOL KAOE KOTTad100 Kot O£VTEPO VOL OPYLKOTOGEL TNV OKTiVA TOV 0piov

nov Ba yevynovv o yapio (Spawn Bounds) kot otovg tpetg dEoveg (X, Y, Z) (BA. ewcova 2.4)

Brjpa 2 : Otav oAokANp®GEL 0 ¥pNoTNG TIG VO OVTEG OPYLKOTOCELS UTOPEL VO EEKIVIGEL TN
npocopoimon. Apyikd 1 kapuepa o Ppioketon Tave and to komdol 1.1 va petaxvnoet )
Képepa Kot va BAETEL KAmolo AALo Komddt yiveton pe To Scroll Wheel tov movtikiov.

e meplotpépovtag move (upward) to Wheel avédaver to péyebog g opboypagiknc

nwpoPoinc (Zoom out camera).
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o meplotpépovtag Katw(downward) to Wheel peiwvel 1o uéyebog g opboypapikng
wpoPoinc (Zoom in camera).
o mélovrog kGt 10 Wheel petaxwvel 0e€id, apiotepd, maveo kot kdto tn 0éon

Kapepog avaAdyme Tov Bo Kivijoel To mouse.

Bnrua 3 :Xta de€id vrapyovv Sliders pe oieg tic cvumepipopéc (BA. evotnta 3) mov givan
yopiopéveg o Amootdoelg (Distances) kot og Bapn (Weights). AvEdvovtog 1 petidvovtag Tig
OTOCTAGELS , EAEYXEL O YPNOTNG TNV omdotacr mov emnpedlovior Ta yapla omd Tig
ovumeplpopés. To 1010 oyvel ko yuo ta fapm, oto 0 dev Ba emnpedleton kaBOLov evd oTN
péyotn ) Ba emmpedlovve Ta waple mEPIGGOTEPO AmMO QLT TN cvumeppopd (divel
TPOTEPALOTNTA OTIG GVUTEPIPOPES). To Kkhbe Komadt £xet Eeywpiotd sliders yia va pmopel va
EAEYYEL O YPNOTNG TIG GUUTEPLPOPES TV YAPIDV KO VO, PAETEL SIUPOPETIKEG GUUTEPLPOPES TV

010 mpa.

Brjua 4 :Zta apiotepd vdpyovv Kovpmd pe OAeg Tig Aettovpyieg (BA. evotnra 4). O xpnotg
umopel va emAEEeL Omota Asttovpyia BEAeL. o va amevepyomooet pia Asttovpyia Kot va KEvet
kamota dAAN TéECel To ESC 6mov amevepyomotd OAa To KOvpmid. Andadn 6tav €xel ETAEYIEVO
10 Add Obstacle torofetd epmddio 6t apéva kot 0EAEL va tomoBetnoet pe to Add Food tpogég
161e méler to ESC dmov amevepyomowd to Add Obstacle kot prwopel va tonoBetnoet 6to onpeio

oL BEAEL TPOPEG.
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Kepdioro 6

6 Xvumepdopato — Aroteréopata kot Meirovriki) Epevva

6.1 Zoumepdopata - Arotelécpata 35

6.2 Mehhovtikn ‘Epevva 9

6.1 ZXZopmepdopato — Amoterioporta

Xe avt ™ epyaocia, avantoydnke Evog adyoplfpog yuo TV TPOocopoimon g Kivnong twv
YopLov yopiopéva o€ komdowa. H Baon yio ™ datpin ntav o alyopiBpog Boid kot 1 kowvn
péBodog epappoyng tov. H kowvn epappoyn avantdydnke nepattépm Pertidvovtog tn péBodo
€0PEOTG TOV OLIVUGHATMV Y10 TOVG TPELS Kavoveg tov Reynolds ko mpochHétovtag emmAéov
Kavoveg otov adyopiBpo. Avtol ot kavdveg fTav aviyvevomn TPoenG, AmoPLYY EUTOSI®V Kol
aKoAovbio povoTaTi®V.

H gpappoyn tev tpudv kovoveov tov Reynolds (avoidance, alignment, cohesion) BeAtidOnke
LLE TN XPNOTN YPOUUIKTG amocvuvieong Yo T LelOT TNG EMOPACNS TOV YAPLOV TOV ATEXOVY
oAV omd T0 KOmhdl. Avtd €iye MG mOTEAEGHA VO KIVOOVTOL TTO OHOAG KOl PEOAICTIKA TOL

yapia.

6.1.1 Xvykpwon enidoong KD-Tree pe Brute Force ywa gdpeon tov I'ertévov

6.1.1.1 Brute Force

H npd mpoondBeio mov €ywve yio va Bpiokel TOVE YEITOVES TV YOPLDOV NTOV LLE TOV ATAO
1poTo e poMacpéva For Loops oAl ta amotedéspota dev NTav To embountd. Kivovvtav to
yaplo e opketn Kabvotépnon Kot 060 HEYAA®VE O aplBpd TV YopldvV TO ToLyviol —

TPOGoUoiwon kKaBvoTEPOVGE AKOUO TEPICGOTEPO.
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6.1.1.2 KD-Tree

H oebtepn mpoonabeia rav pe KD-Tree 6mov eEnyndnke o 1poéTOC vAOTOINON G GTN EVOTNTAL
(BA. 3.5). Mg avt TV vAOTOINGON TO AMOTEAEGUOTO NTOV KOADTEPA LE TOAD UEYOAVTEPO
aplOpd yoplidv Omov umopovcav pe TOAD Aydtepn KaBLoTEPMON VO EKTEAEGOLV TIG

GUUTEPLPOPEG.

6.1.1.3 Lazy KD-Tree

H 1pit mpoonddeio mov frav o dtapopomoinon e tponyoduevns. Avti va yiveton update
10 0¢vTpo o€ kGO frame, ywotav kabe 10 frames. Me ot ™) vAomoinon to performance tg

npocopoinons Pertiddnke acOntd.

KD-Tree VS Lazy KD-Tree VS Brute Force

100000
10000
1000

100

Time (ms)

10

1
400 700 1000 1300 1600 1900 2200 2500 3000 4000 5000

Number of Fish
e Brute Force KD-Tree — emmmm|azy KD-Tree

Exova 6.1 - Awoteléouaro. KD-Tree VS For Loops VS Lazy KD-Tree

Ao Vv mo Tave ypoaeikn tapdotoon (Ewova 6.1) vrapyet peydin dtapopd 6Toug xpovoug
Kot 671G TPpElS avtég pebddove. O amidc tpomog pe ta poitacuéva for loops 6co avéaverat o
aplOUOC TOV YaptdV oEAVETOL EKOETIKA 0 YPOVOG TTOL YPELALETAL VAL AVIXVEDGEL TOVG YEITOVES
TV yopuov o kabe frame. Evod pe ) dopn dedopévov KD-Tree av&avetar AoyaptOuikd o
YPOVOC OViYVELONG TOV YEITOVOV TV yopudv oe kabe frame kot €161 pe owtd 1o Tpdmo
TPOCTEIMKAY TEPIGGOTEPA YAPLOL GTN TPOGOUOIMOT LE T peailoTikd anoteAéopata. [Tapoia
avtd 1 tekevtaio viomoinon pe to Lazy KD-Tree eivat ) xaAvtepn agob ival mepimov 10
Qopéc o ypryopo amd to Brute Force kou mepimov 3 @opéc mo ypryopo and to anid KD-

Tree.
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6.1.2 Méoog 6pog ypovoL VS aplOpnosg TOV YapL®dV 6TO KOTAOL

2y mapakdTe ypoeikn eikova 6.2 vrapyovv 1000 yapro oto komadt (flock) kot aAlalovtog

10 aplfud Tov komadidv (1 — 4) naipvetan kabe opd o péso 6pog xpdvov yio kabe Frame.

average time per step vs number of Flocks in the arena

40

35
=
=
£
£

3.0

25

1 2 3 4

number of Flocks

Eixovo 6.2 - average time per step vs number of Flocks in scene

BAémovpe 0TL avédvetar avaroyikd o ¥pOvog o€ oyEom He To aplipd Tov Koradimv. Aniodn
060 av&avovtal To Komddln ,avEAveTon Kot 0 ¥pdvog pe to 1o puBud. Avtd yiveton yoti to
Kk60e Komddt gfvon aveEdptnTto omd o dAAa. Ouwmg av €y €va povo Komdaol Kot avEAve To
aplOpd To YapLdv To amoTeAEcHATO VO SLPOPETIKA amd Tpv. v ewkova 6.3 PAEmovpe 6Tt
060 av&dvetal 0 aplBiog TOV YopLdV 6€ Eva KOTAdL 0 YpOVOS LEYOADVEL TP TOAD. APoD
otav vrapyovv 1000 yapo oe kébe Komdor Ko cuvolkd 4 komadia (Zvvoiwd 4000 yapia
otV apéva ) 0 LEcog 0pog xpovou ivar 4 ms evad pe 4000 yapa kot 1 pdvo komdadt o pécog
6pog xpovov eivar mepimov 16ms. To cvumépacua givar 611 to performance tov moyvidion

etvat o€ TOAD peydro Pabud Kahdtepo 0TV VIAPYOLY TOALL KOTdd Topd e povo 1 Komdon

pe TOAAG yépra.

-38 -



average time per step vs number of fish in flock

20 _
15
7y
£
> 10
E
5
0
0 1,000 2.000 3.000 4000

Hock Size

Eiwéva 6.3 - average time per step vs number of fish in flock

6.1.3 XOYKPLON OMOCGTAGEMV TOV YUPLAV RETAED TOVG 6€ KAOE cvpumepLpopd

6.1.3.1 Cohesion

Average Distance between neighbors{Cohesion)

fistance
53

0 2 4 6 8 10
Cohesion Weigh
Ewkova 6.4 - Average Distance between neighbors(Cohesion)
2y mo mave eikova 6.4 1 LOVOSIKT) CLUTEPIPOPE OV EnNpLale TN Kivion TV yopldv
nrav 1o cohesion. And 0 péypt 1o 10 to cohesion weight 1 andGTACT TOV YOPLOV LELOVETOL

o€ oAV peydio Paduod. Avto copfaivel yati ) GuUTEPIPOPA LT ovayKALeL Ta Wyapla vo
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KaTeELOVVOVTOL TPOC TO «KEVTPO HALaC» - ONAdN TN péomn BEom TV VTOAOT®VY YapLdV LEGH

O€ W10 GUYKEKPIUEVT] aKTIVO Kot Yot 00TO TO A0Y0 palevovtal OAo Ge LKPEG OLLAOES.

6.1.3.2 Alignment

Average Distance between neighbors(Alignment)

Distance
M

0.0 2.5 5.0 7.5 10.0

Aligrment Weigh
Ewkova 6.5 - Average Distance between neighbors (Alignment)
2y ewova 6.5 paivetor 0 HEGOS OPOG AmOGTUCNG OV £XOVV T YAPLL LETAED TOV YEITOVOV
tovg. [T ovykekpyéva, to Alignment avaykaler to yapia vo vfuypapiotodv pe Toug
yeltoveg TOVG Kot Vo TPOY®POVV GYETIKA TapdAAnAa. T avtd 10 AdYo 060 LEYOADVEL TO
alignment weight peuovetar Aiyo n andotoon peta&d Toug HéPL o Yapto v, evfuypopetodv

Kot £T61 1] amOGTOCT 6YEOOV 6TOOEPOTOLEITE.
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6.1.3.3 Avoidance

Average Distance between neighbors{Avoidance)

Distance
%]

0.0 2.5 5.0 f.59 10

Avoidance Weight

Ewkova 6.6 - Average Distance between neighbors (Avoidance)

2y mo whve eKova 6.6 eaivetal 0 HEGOG OPOG ATAOGTAGNS TOL £XOVV T YAPLL HETAED TV
yerrdovov toug. o cuykekpuéva, apykd to Cohesion Weight = 4 ka1 to Avoidance Weight
=0 éto1m andotacn Tov Exovv ueta&d TOVg Ot YEITOVES ival apKeTA Likpn Aoym Tov Cohesion.
Adym tov 61t to Cohesion kot to Avoidance eivar 600 avtifetec cvumeppopic OTAV TO
Avoidance Weight yiver peyoddtepo and to Cohesion Weight n andotacn avédvetar apketd
a@ob éyel ueyaAvtepn Papdmro (mpotepordma) to Avoidance. XZvpupaivel avtd a@ov TO
Avoidance &ival 1 coumepLpopd Tov ovaykdlel Eva yapt vo. amopakpuvOel and OGAOVG TOVG

yeitoveg Tov.

6.2 Melhovtikn épeuva

[Tepartépo Pedtidoelg mdvrote o vIAPYOLY KoL ooV HEALOVTIKY gpegvva Bo pmopovoe va
pootefolv TEPIGGOTEPES GLUTEPLPOPEG GTA YAPLOL Y0 TOPASEIYUO ATOPLYNG OO TOLG
ex0povg kot emiong Ba va Kivovvtan Ta yapta Kot 6Tovg 3 dEoveg kat 0yt wovo oto X kot Z pe

TEPLOCOTEPES AELTOVPYIEG.

-41-



7 Biioypaogio

[1] Oweis, Sami, Subra Ganesan, and Ka C. Cheok. "Server based control flocking for
aerial-systems.” IEEE International Conference on Electro/Information Technology.
IEEE, 2014.

[2] URL : https://github.com/viliwonka/KDTree

[3] URL : https://en.wikipedia.org/wiki/K-d_tree

[4] Adwan, Omar. "EFFICIENT METHOD TO FIND NEAREST NEIGHBOURS IN
FLOCKING BEHAVIOURS."

[5] URL : https://www.oreilly.com/library/view/ai-for-game/0596005555/ch04.html

[6] URL : https://www.x-mol.com/paper/1265793466169860096

[7] URL:https://cs.stanford.edu/people/eroberts/courses/soco/projects/2008-09/modeling-

natural-systems/boids.html

[8] Chen, Yen-Wei, et al. "Application of interactive genetic algorithms to boid model
based artificial fish schools.” International Conference on Knowledge-based and
Intelligent Information and Engineering Systems. Springer, Berlin, Heidelberg, 2008.

[9] URL.:https://assetstore.unity.com/packages/3d/characters/animals/nvjob-simple-boids-
flocks-of-birds-fish-and-insects-164188

[10] URL : https://en.wikipedia.org/wiki/OpenCV

[11] URL.:https://stackoverflow.com/questions/58340068/fully-convert-a-black-
and-white-image-to-a-set-of-lines-aka-vectorize-using-onl

[12] What is Python? Executive Summary. (2020). Retrieved 25 August 2020, from
https://www.python.org/doc/essays/blurb/

[13] Courses, A, I, C., I, C., PyTorch, D., Partnership, D., Sponsorship, G., & Kit,
M. (2020). About. Retrieved 25 August 2020, from https://opencv.org/about/

[14] Terzopoulos Demetri, Xiaoyuan Tu, and Radek Grzeszczuk. "Acrtificial fishes:

Autonomous locomotion, perception, behavior, and learning in a simulated physical
world." Artificial life 1.4 (1994): 327-351

[15] Liu, Yang, and Kevin M. Passino. "Swarm intelligence: Literature overview."
Department of electrical engineering, the Ohio State University (2000).

[16] Portugal, Steven J. "Bird flocks." Current Biology 30.5 (2020): R206-R210.

-42 -


https://github.com/viliwonka/KDTree
https://en.wikipedia.org/wiki/K-d_tree
https://www.oreilly.com/library/view/ai-for-game/0596005555/ch04.html
https://www.x-mol.com/paper/1265793466169860096
https://cs.stanford.edu/people/eroberts/courses/soco/projects/2008-09/modeling-natural-systems/boids.html
https://cs.stanford.edu/people/eroberts/courses/soco/projects/2008-09/modeling-natural-systems/boids.html
https://assetstore.unity.com/packages/3d/characters/animals/nvjob-simple-boids-flocks-of-birds-fish-and-insects-164188
https://assetstore.unity.com/packages/3d/characters/animals/nvjob-simple-boids-flocks-of-birds-fish-and-insects-164188
https://en.wikipedia.org/wiki/OpenCV
https://stackoverflow.com/questions/58340068/fully-convert-a-black-and-white-image-to-a-set-of-lines-aka-vectorize-using-onl
https://stackoverflow.com/questions/58340068/fully-convert-a-black-and-white-image-to-a-set-of-lines-aka-vectorize-using-onl

8 IMopaptnro
8.1 Source Code - IInyoiog Kaodwkag

[Mepreyopeva tov Source Folder :

ASSets — kevIpikog PAKEAOG EPYAGIOG TTOL TEPLEYEL:

o #NVJOB Boids — To asset mov Bprika oto Unity Asset Store yio tnv omeikovion towv
yopltov (BA. 2.1.3).
o Datastructures — H fifAio6mkn tov KD-Tree (BA. 3.1.4)

o Image — Ot eidveg mov ypnoomoOnKav.

o Prefabs — Ola ta gameobjects npdtvma mov pmopovv evKoAo Vo ypNciHoTombody

Eavd.

o Report— Ta CSV apyeia mov amobnkedovtal To onpeio TV LOVOTOTIOV Kot 01 BEcelg

TOV YoPLdV.

o Scenes — O1 2 oknVvég g TPOGOHOIMOTG.

o Scripts — C# apygio

¢

® & & 6 O O O O o o o

¢

¢

AddFish.cs — ITpocbétel yapia otnv apéva

AddObstacle.cs- ITpocbétetl gumddio oty apéva

AddPath.cs — ITpocbétet ta povomatio oty apévo
CSVManager.cs — Anpovpyia kot éleyyog twv CSV apyeiov
Draggable.cs — Metaxivnon Eunodiov

Escape.cs — Amevepyonoinomn Twv KOLUTIDV.

Flock.cs — Anpovpyia tov konadiov

FlockUnit.cs — I'o. tnv Kivon Tov yopidv Kot TiG GOUTEPLPOPES
GamerManager.cs —'EAeyyog g kapepag kat ariayn tov Canva
MainMenu.cs — Anpovpyia TG Tp®OT™G GKNVAS ToL Mevo.
Record.cs — Amofrkevon HovoroTidv Kot BEcEmV TOV YopLdv
RemoveAll.cs — Awypaen ola ta aviikeipeva and v apéva (eKtdc To
yapra)

RemoveFish.cs — Ataypden yapia oo v apéva

SpawnFood.cs — ITp6cbeon tpopdv otnv apéva

ValueText.cs — I'a va paivovton ot Tyég tov sliders oto Canva

To kddwa pmopeite va 1o Ppeite ko va tov Kotefacete oto GitHUb Repository cto axdéAiovbo

URL.: https://github.com/mchara40/FishFlocking-control
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8.2 Aopn — Xvvoeon Kaoowa
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Ewkova 8.1 - Aoun Kwébika

Apyxika to flock scipt Snuoupyad ta Papra kat ta flocks. Mo to EAeyx0o TO KWVACEWY KoL TWV
cupmneplpopwy tTwv Paplwv ureuBbuvo eivat to FlockUnit scipt. Ma va epdavilovral ol TpodEG Kat Ta
Pdpla va kwvouvtal yia va Tig dave to SpawnFood script. Ta eunddia Snutoupyolvtal Kat
METaKLVOUVTAL o€ OTLo onpeio B€AeL o xpriotng e to Add Obstacle kai to Draggable script. Ta
MOVOTATLA SNpLoupyoUvTaL yla va rtopoUv ta Papld va ta akoAouBouv pe to addpath script.
Awaypadovtal Ta mio mavw pe to remove all script. NpooBtel kat adatpel Papla oTnV apéva Ue To
AddFish kat RemoveFish script. YeuBuvo yla 1o éAeyyxo tng Kapepag Kat Tou user Interface eival to
Gamer Manager script 6mou ot sliders maipvouv Tig TIHEC TwV cupmepldopwy e Tt BorBeta tou
ValueText script. Ta buttons twv Aeltoupyuwv amevepyonolovvtal Ue To escape sript. TEAOG yLa T
Snuioupyia kot EAeyxo tou csv apyeiou to CSVManager script mou tonoBetouvtal ta onpueio Tou
povormatiol kat ot B£celg Twv Yaplwyv e to record script
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