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Evyapiotics

Koatapydag 0o nbeha va gvyopiomom tov kabnynt pov Ap. IN'opyo XpvodvBov yio
Bonbelo mov HOL EYEL TPOGPEPEL, TN GLUTAPACTOCT] KOl KOTOVONGCT TNV Omoio Hov &xet
emdei&el. Eniong Ba 0o va ToV 0x0p1toTIom Kot Yio TV uKopio Tov Hov £YEl SDOEL va.
EPYOOT® O€ éval TETOWO €PY0, TO OMOI0 OV YAPIOE YVOGEIS GTO TESI0 TOV YPUPIKOV TMOV
VTOAOYIGTMV EMEKTEIVOVTAG TEC KOl OTOKTMVTOG EUMEPIO GTO GLYKEKPIUEVO OENaL.

Eipon emiong evyvouwv 6to 6100ktopikd epeuvntikod Pondo Iovayiwtn Xoapaldumoug yio
moAOTIUN Ponfeld kot kabodrynon tov ce Béuata mov yperalopovy Ponbeta, yioo dSdpopeg
TNYEC TOV POV €YEL TPOTEIvEL o1 omtoieg Ba pe Bonbovoav peténeita ot pEAETN pov oto BEpa.
[dwaitepec evyaprotieg Ba NBera vo ddow otn cvueottiTpro. pov Mapia Xpiotoen yuo )
noAOTIUN BonBeta kot oTNPEN g TapdAn T dovAeia mov giye 1 1w va emiTeAECEL.

Oa NBera vo aplepOS® TN SUTAMUATIKY HOV EPYOCI0 GTOVG YOVEIS KO TV QOEAPT LOL Yo
TNV VTOUOVN] KOl GUUTTAPAGTACT] TOV £Y0LV Ogi&el AOY® NG GLVEXOVS OITOLGING LoV Amd TO
onit, Kabdg eniong otovg eiovg pov INdpyo, Kvuprako ko Kovetavtivo yua ) otpién, m
GLUTAPAGTOGCT, TNV OYATN OV POV £yovv deiletl, KaBdg Kat Yo To 0T pe glyav evBappivel

va ouVEYIoM TN SOVAEID OV EMTLYOIVOVTOG TOVG GTOYOLVG LOV.
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Hepiinyny

210Y0GC OWTOV TOV £€PYOVL NTOV VO EMEKTEIVEL TPONYOLUEVN OOVLAEIL ToOv E&lye Yivel oTO
TOVETIOTNUO oG dtvovtog Con kol mePocdTepn peoMOTIKOTNTA 6TO £pyo. O YEVIKOTEPOG
OKOTOC aVuTOL TOL €pyov elvar va mopovcsidost v Kabnuepwn (on g TOANG g
Agvkooiag katd ™ Sidpkei Tov 19%” oidve pe TG S0QOPETIKEG KOWO-OIKOVOUIKEG
TAVTOTNTEG TOV AVOPOTWV TNG.

H mponyoduevn dovieia mov lye yivel apopovoe TN yeltovio TG XpLoUAVIOTIGGAS, 1) 0ol
elvar xtiopévn pe PBdomn TV OpYITEKTOVIKN TNG €moyng ekeivng, divovtdg g “Con”
TPoc0EToVTOg PEOMOTIKEG PIYOVPEG TOAMTAOV Vo KivohvTal péca otn TOAN. e Kabe avtdvopo
yopokmipa £yl avatedel po Mota amd dpacTnPLOTNTES TIG OMOleg TPEMEL VO, VAOTOMGEL, Yo
napadetypa vo kvnBel mpog £va GUYKEKPYEVO PEPOG, VO ANGEL pe dALOVG avBpdmove, va
YOPEYEL, VO, TTAEL GTN OYOPA Y10l YDVLO KA.

H dwn pov dovield oto project agopd v mpoodnkn (dwv otn mwoAn divovidg tng
neplocOTEPN o1 KO pEAAMGLO. AAOYO TEPITAAVIOVVTOL GTN OYOPEL, TOLAA TETOVV TAVE® amd
TOL OT{TIOL KOL TV 0yOpd, KOTOVAEG OAANAETIOpOVV pe Tor Lda yOopm Tovg. PmToypaeies Kot
Coypoa@iéc amd v emoyn| ekelvn pag divouv TANpoeopieg oyeTikd pe To (Oo TV avOpOTmV
Kol TN GUUPOAN TOVG KOl €YD HE TN GEPE POV TPOoTAONnca vo 10 emtHY® pe OGO TO
PEOAMOTIKO TPOTO MTay duvatd pe Bdon Ta HEGH Kot TIC PIYOVPES TIG Ooieg elya ot d1dfeom
pov. Xe kdbe poviélo avoriBevtal odpopeg Acttovpyies T omoieg Oa exteAéoel, OTMG va
TEPTMATNOEL, VO TETAEEL av €lval TOVAL, va Tpael amd 10 £d0¢poc. ['a TV vAomoinon dAwv
avTOV &® ypnowomomosl o Unity 4 kot yo v eKTEAECT TOV EPYUCIOV Y10, KAOE

yapaktipa to Unity’s Mecanim Animation System.
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Kepdiarwo 1

Ewayoyn

1.1 Tevika 8
1.2 Kivntpo 9
1.3 Xtdyog 10

1.1 TI'svika

[Tovtod yOpo pog péoa otn kabnuepwvotra pog PAEmovpe avOp®dTOLS Vo Kvovvtal, Vo
TEPIUEVOLY TO Ae@@Opeio, vor 0dnNyodv ta avTokivTd TOLg, PIAOVS Vo GuvavTIOVTaL, VO
TNYaivouv Yoo eoynto, va Kavoouv dtdeopa albANpate Kot ToAAEG GAAES dPUCTNPLOTNTEG, Ol
omoieg mepthopPdvouy aAinAenidpacn Tov evog pe tov aAro. ‘Eva peydio koppdtt g {ong
pog aeopd Kot v vmapén {dwv ot kadnuepvotntd pog. Katowkiow, 6mwg okdAoL, yateg,
TovAd, yapia 1) GAla Coda, To 0moio YPNGULOTOLIOVLE Y10 TV TAPOYT TPOPNGS, OTMG KOTES Kot
KOLVEMO VTLAPYOLY PEXPL KOl CTIUEPQ OTOL OTUTLOL LOG. XE TAAUOTEPES EMOYES, OTIC OTOIES OEV
vIpyov To HEGO HOCIKNG HETAPOPAS, Ol AvOpmmol S1oKIVOOVTOY KOl UETEQEPAYV TIG
npoun0etég toug pe ) Porfeta aAdYwV, Yoidovupidv Kot KOPAW®V.

Avt givan kKou 1 TpoOKANGN TV omoia giya va avtipetonion yio va emtevydel ) dtaTpiPn pov
pHéc® avtov Tov £pyov. Ani., va tpocBicw Lo mov apopodoay TV EnoYN €KEiv OTMS Yo
TOPAOELYLLOL AAOYO, KOTESG, OLAPOPA AAAD TOVALL OTMG GTOVPYITIO Kol KOPAKL, TO. ool Oa
EKTEAOVV KATOlEG Agltovpyieg Kot Bo oAANAEmdpodv pe TOLG avOPOTOLS Ol Omoiot
KUKAOPOPOHV Kot EVEPYOVV PUGIOAOYIKE HEGH GTOVS OPOLOVG TNG TOANG.

[Ma va ddcovpe meplocdtepo peoMopid 6T TOAN £x® ONUOVPYNGEL OEVTPA LLE TN YPNON
ypapikdv kot tov Unity 4.3.2. TTio cvykekpuéva Oa S00pe 0mopmeopa SEVIPA OTMG GLKIES,
dévipa mov yaplav okid, Omwg To mEVKO. B0 dovuE EMIONG QOWIKIEG KO KATOWO GAAM

@VALOBOAD OévTpO.
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1.2 Kivytpo

Ta 3D ypagikd vTOAOYIGTOV €ival KOTE Tr YVOUN HOL £VOG ad TOVG O EVOLAPEPOV TOUELS
ov €xel vo emdeiEel o K Adog g [TAnpopopikng. Agv Ba umopodoa va unv mwhpwm v
evkapio. Kol Vo EPYOCT® GE €va TETO0 £PY0, VO GUVEPYOOT® MHE TNV Opdda Tov K.
XpooavOou kat vo TAp® YVAGEL GTO TOUEN TV YPAPIKAOV. AVTO fTav KATL TO AyvmOoTO G
euéva mponyovpévms. Etvar évoc topéog pe moAAEG TPOOTTIKES, OpOV Ylo TO TAVTO TAEOV
YOpO poG B VITAPYOVY YPUPIKES OVOTOPACTAGELS, KOl PLOIKA Bo Lov £01ve TV gvkatpio va
eMALED Vo aKOAOVONC® aVTO TOV TOUEN GE UETAYEVESTEPEG OMOVOEG LOV, OAAL KOl Yio
EMOYYEAULATIKOVS GKOTOVC.

Kvping 6pmc o Adyog mov €xet tpafnéet v Tpocoyn LoV 0 TOUENS TOV YPUPIKMV KOl LE
001 YNGE GTO VA EMALEE® M OMAMUOTIKY LoV gpyacio va apopd 6° ovtd 1o Bépa, elvar To
“OLOPPO KO KOAAMTEYVIKO” KOUUATL TOV YPAPIKAOV, KOl TO TOGO eVOLQPEPOV UTOPEL va Yivel

N HEAETT TOLG,.

Mdwog 2014



1.3 Xtdyog

2100 aVTOV TOL £pYOL €ival VO TAPOVGLAGEL KOL VO OTELKOVIGEL [UE L0 LOVAOIKT] LOTLA TNV
KkaOnpepvn {on g TOANG ™S Agukmaiog G0V aPopd TNV KOWMVIKO-OIKOVOULKT TTUYY| TOV
A0oD NG, TNV YOPIKN 0pYAVOGCT) TOV KTIPIMV EVTOS TOV TEWYMY KOl TV GUUUETOYN TV (O®V
ot Con Toug Katd ™ ddpketa tov 190v adva.

To tunua IMAnpoeopwkng tov Ilavemotnuiov Kompov oe ocvvepyasio pe 1o Agfévieio
Anpotikd Movoegio Agvkwoiag, eiyov okomd va dnuovpyncovv €va epyoieio mov Oa
umopovse vo ypnotpomombel amd apyITEKTOVEG, 10TOPIKOVS KOl OPYOLOAOYOVS Yol Vo
UTTOPOVV VoL LEAETOVV TN YWPIKT 0pYEvmoT TV KTipiov péca ota teiyn g TOANG.

Eniong Ba ypnoipeve kot yio ekmodevtikovg 6komois, apov ot padntég Bo pmopovoay LEGM
g mAoNynomng tovg oty 006vn va d1daytodv TV 1oTopios TG TOANG TG AgvKmoiog, TIg
KoONUEPIVEG £pYOCies Kol aoyOAlEG TV avOpOTOV TG HECHO NG OAANAETidpacTg Hetalld

TOVG Kot TV LDV TOVG,.

Exeivn v emoyn onuave to téhog g OBmpavikng ovtokpatopiog kot ot Xpiotiovol
OpB6do&ot ouvumpyov pe Toug MovcovAudvovg Kot GAAEC pelovotnTeg. Méow g
TPONYOVLEVNG OOVAEING TTOV €ytve GTO €pYOo Ba TAPATNPGOVUE TOVG SLUPOPETIKOVS POALOVG

KOl GUUTEPLPOPES TOV KOTOTKMV.

2ynua 1.1: Aevkwaoio uéoa oto. teiyn.

10
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XPNOWOTOIDVTOS TIG TANPOQOpieg mov d0OnKav omd TO HOVOEID KOl TO KTINUATOAOY1O
(ToMéc poToypapies Kot ypamtd £yypaea) mapatnpoVle TS ol Katowkol mapovotdloval,
at6 TO TPONYOVUEVO £PYO, VIVUEVOL GUUP®VO LE TN Bpnokeia, TV KOWVOVIKY KATAGTOGN Kol

TO EMAYYEAUA TOVG.

2oyua 1.2: H ayopé oty Aevkwoio tov 19° auchva. (http://reconlife.cs.ucy.ac.cy/).

Awdg LoV 6TOYOG GTI GLVEXLOT) TOL £PYOV NTOV VO TPOGHEcm (Ma TG EmMOYNG EKEIVNG, OTMG
v Topddstypo dAoya, KOTES, S1popa GAL TOVALY, OT®MG crovpyitia Kot Kopdkia. OAa Ba
EKTEAOVV KOmOleg Agrtovpyieg Kot Bo aAANAETOpOVV pe TOLG avOp®OTOVLS, Ol omoiot

KUKAOPOPOVV KOl EVEPYOVV PLGIOAOYIKA LEGH GTOVG OPOUOVS TNG TOANG.

Mo ta povtéda tov OOV KOl TOV TOVAOV ¥PNCYLOTOINCA TIG ETOLUES KOl 0G0 TO duvaTO
PEAMOTIKOTEPES PLyovpeg amd To Unity Asset Store.

‘Exo dnuovpynoetl o tpocopoimon 1 omoia avadétel oe kdbe avtdvopo poviéao {oov pia
Mota and gpyociec kot kvnoelc. Ta GAoya yio Topddelylo TEPTATOVY UECH GTO YMPO Kol

11
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OAANAETIOPOVY pe TOVG avBpdmovg, pe dAla (da Ko pe aviikeipeva yopm tovg. Extelovv
dlapopeg Kvhnoelg mov yapoakmpilovv to 010 T Ghoya, Om®G TO Vo KOtalovv Yupm
LETAKIVOVTAG OAOKANPO TO AGIUd Kol TNV KEQPUAN TOLG, VO GNKAOVOVTOL 6T 2 TTOd, VO

TPOVE A0 TO £30POGC, Kol TOALA GALQL.

[TapdAAnio 610 YOPO LIAPYOVY KOl CAANAETIOPOVV HE TO TEPPAALOV KOTEC Kol KOKOPEG.
Yav apylkn Kot QUGIOA0YIKY] Kiviomn ot kOTEG KOtTAlovV YOP® TO TEPIPAALOV 1) TPAOVE, KOl GE
TePITTOON EMAPNS UE AVOP®OTO TEPTATOVLV LOKPLA.

INo kéOe evépyeia Tov poviéhmv mtailel To avaioyo animation kot amaid oALGlel To éva pe
T0 GAMO.

Apketn opopeld kot peaAMopd 1o mEPPAAlov divouv Ta TOVAG OV TETOLV Hall ¢ Eva
ounvog mave amd to TelYN Kol TOvg avOpomovg dnwg emiong Kol TO. KOPAKIO TO. OmOoio

KLVOUVTOL KOVTA GTO TNy adt.

Mo va doocw mePlocdtepo pealopd oty TOAN £xm Onpovpynosl dévipa Ue TN ¥pNon
ypapikdv kot tov Unity 4.3.2. TTio cvykekpuéva Oa 600pE 0mopO@Opo. SEVIPU OTMG GLKIES,
dévipa mov xaplov oKld OTMG To KLTAPIGOLH, Ol POWVIKIEG, OTMG EMIONG Kol KOO0, GAAML

QULAAOPBOACL.
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2ymua 1.3: Zoao oto wepifailov
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2.1 Modeling the Walled City of Nicosia

Y10 devtepo kePAAoo Ba avaivom Kot Bo mapovcidom T dovAsion mov £xel yivel o€

TponyovUEVO Projects oto 1610 OEpa.

To 2003 éyovv mpoomabnocel vo. SOUOPOOCOVY TN GLVOIKI NG XPLOUAWVIOTICHS OTN
Agvkooio, pe T ONovpyio EVOC GLGTNUATOS LEPTKDS OVTOUATOTOWUEVNG LE TN (PN O™ TOV
dedopévov GIS g meployne og €600 6T0 GLGTNUO KoL SOMKT OVOALGT TOV KTIPI®V TNG
nepoyns. [ 1o épyo avtd, amoutiOnke (o exionun tvmoAoyio TV KTipiov, KaBOS Kol M
KATOYN TNG GLYKEKPYEVNG TEPLOYNG YO TNV omTikomoinon og 2D.

H opdda eixe avamtdéer pepikd ocvotatikd Onw¢ mapdbvpa, mOPTES, KIOOKLO, KOUAPES,
0POPES KO UITOAKOVIO, Kot €l TPOSTAONGEL VO TO. GLVOLAGOVY KATACKELALOVTOS £TCL TO
3D «ripia.

21N ouvéREll LETE TNV avAyveOoT Kol TNV aviivon Tov apyeiov gioddov GIS, dpyicav va
avayvopilovtor ot dpOIOL Kol KATOL YOPOKTNPICTIKA KTIPIMV OTMG YEITOVIEG KOl Ol OKUES
TOV OPOUM®V.

Ta onitia eiyov xotnyopromombel oe téooepelg KOpleg katnyopieg, Original Courtyard,
Minimal Courtyard, Planned Serial ka1 New Courtyard. AlAo €idn krtipiov siyov

dnuovpyndei avtopata pe rule-based teyvikés. OAn avty n koA S0VAELL TOL €iye Yivel

14
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odfynoe ot mopaymyn moAd Kohdv 3D poviélov kol 1 €080 TOL TPOYPAUUOTOC Elvarl

TOAD PEOMOTIKT).

2o 2.1: Zuyuiétono aro 1o e€wtepixo tov uoviélov (Mapidvva Aikaadrov - Modelling the Walled
City of Nicosia).

2.2 Reconstruction of Everyday Life in 19th Century Nicosia

. 7 tand : Photos
s Drawings
Av16 10 épyo mEPLOUPEVEL THV sl Paintings

(XV(’MT)\,(XGH 0L (XGTU(O{) TESPIB(’YJ\)\‘OVTOC_’ Digitization Digitization Modeling

2D = Content of

Annotated Each
Maps Property

3D
Components

NG TOANG PACIGUEVO GE IGTOPIKES
TANPOPOPIES Kol apyEid TOV
Kmuoatoroyiov amd v OBopavikn
EMOYN OV ANEONKAY OO TOVC City Engine

Bpetavoig punyovikotg.

3D City

2ynuo 2.2 The reconstruction process

INa mv onuovpyio g 3D avamoapdotaong e OpYITEKTOVIKNG TOV KTpiov evidg TV
TEWY OV TOANG EANeONcay vToyn ta apyeia Tov Ktnuatoroyiov ot Agvkwaoio, 1 ypnomn tov
K6Oe dwpatiov, emmALOV YOPAKTNPIOTIKE (OEVTpa, YEWMTPNOEL), M €BvikOTNTO KOl TO

EMAYYEALLA TOV 1O1OKTNTY|, EVTVTIOL XAPTES, LEPIKEG PMTOYPOUPIES, TYEOLN KOl TIVOKEG.

15
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"Eva obvoro kavovev kot 3D otoyeiov 0nwg mapdbupa, mopteg Kot ayidec mépacav oe Eval
dadikaotikd cvotnua povielomoinong (CityEngine) yia vo dnpiovpynoet pe T 6elpd tov 1o

povtédo g moAng pe 3D povtéda yio kaOe omitt.

Oplomkov Kavoveg yio S0QOPETIKOVE TOMOVG KTpiwv (omitt pe éva 1 600 opodPoOvLG,
KOTAGTNUO): Ol KOTOOKEVES ONLIOVPYOVVTIOL TPMTO EML TNG YPOUUNIG TOL OPOUOL, YMPOl
dtpopeopévol yio {on mpav éva 1 V0 0pOPOVS, VM TA SWUATIO TOV KOTACTNUATOV, Ol
otaprot, ot kKov(iveg maipvouy Tovg Tow ecmTEPIKOVG YMPOoLS. Emiong, 6Aa ta ktipla, extdg
Omd TO KOTOGTNUOTO, OPYOVAOVOVTIOL YOP® OMO LU0 ECOTEPIKT OVOIKTH OLAY, GTOV TPOTO
Opopo vmhpyovv KpOTEPA TapdBupa am’ OTL OTOVG EMAVE® OPOPOVS KOl Ol TOPTEG

BpiokovTot 1 KEVIPIKN 6TV TPOGOYT TOL GTILTIOV EML TOV SPOLOV.

Zynuoe 2.3: 2riyuiotono awo 1o pyo. ATEIKOVIoN OTITIOV KOl THS OLOTOLNS TOVG

(http://reconlife.cs.ucy.ac.cy/).

2.3 What is Crowd Simulation?

EEKVOVTOG, TPEMEL VO OVOADGOVLE KATOL0VS Opovg ot omoiot Ba ypnoipomomBovv péca and
avtd 1o épyo. O dpog mAN00¢ avapépetal o€ Eva cHVOLO Tpaypdtev, avOporwv 1 (O®V Tov
OLYKEVIPOVOVTOL HETOED TOLG O évag oimAa. amd tov GAlo. Ta péAn evoc mAnBovg
polpalovtol po €KOVa, oL U Kot EVEPYOLV GTO YMPO LE SLAUPOPES CLUTEPIPOPES KOl
EVEPYELEG.

To Crowd Simulation givar 1 dadikacio Tng mpocopoinong evog apBpod avbpdrmy , ot
nélec omd mAdopota 1| GALOVG YOPOKTPEG TOV OAANAEmOpovV poli oto 1010 mepiPdAiov.

Kabe dropo (mwov ovoudletar actor, 1 agent) £xet tovg 6TtdOYOVG TOL , OVIATOKPIVETAL GE

16
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dAlovg kot aAlniemdpd pe to mepPdirov. To Crowd Simulation £xel epappoyéc o mOAAEG
KOTNYopieg OMMC Y10 TOPAOELY U GE OPYLTEKTOVIKOVG OYXEOCUOVS Yol T BeATioon Kamolwv
TEPIPOALOVIOV KATAPTIONG OMTIKGL KO Y10 EIKOVIKES TPOYUATIKOTNTEG UE TPOTO TEXVNTO -
EVQVEIC YapaKTNPES o€ Tavieg kot Tayvidwa (m.y. o€ OAeg Tig tauvieg The Lord of the Rings
OOV VINPYAV CTPATIEG YIAAO®VY YOPOUKTNPWOV VO LAYovVTal 0 £vag TOV GALO, Y10 OTEIKOVION
agpodpouiov). To Crowd Simulation ypnoonoteital cuyva oe 3D ypapikd VIOLOYIGTOV Kot
acyoleiton pe TOAAG BEpata oXeTIKA e Epevva, OTMG EVPEST OGS OLUOPOUNG GE TPOLYLOTIKO

YPOVO, TO GYESAGHO KIvnoNG Kol ToQUYNS GUYKPOVCEMV.

2o 2.4: Tlapaderyuo. mediov udyne oro touvieg (eix. ard Google-Crowd Simulation Unity).

2yiua 2.5: Hopdderyuo wediov udyne omd moryvior (ewx. omé Google-Crowd Simulation Unity).

Ta computer animations kot 1 TPOCOUOIMOT EQUPLOYDY UTOPOVV VO, ¥PNOLUOTON 0oV yio

YOYOY®YIKOVS Kol EKTOLOEVTIKOVG GKOTOVGS, Yo €EACKNON KOl YOUVOOTIKT, KaBdg Kot yio
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avéivon tov avBpdmivov Tapdyovta yio TV ekkévaon ktipiov. [IoALd cevdplo epappoymv
TPOGOUOIDVOLY TANON OV GLYKEVIPAOVOVTOL 1] O1AVOVTAL, TOV JOVAEVLOVY, Tailovv, £xovv
KATO100G 6TOYOVE Ko KATOEG EPYUGIEG TOVL TPEMEL VO EMTELYOOVV. AVTEG O1 TPOGOUOLDCELS
pumopel va cupPodv oe pépn OmwG EKONAMGELS (KOWWOVIKEG, OOANTIKEG, EKTOOEVTIKEG),
GUVOVALEG, GTOVG OPOLOVS TNG TOANG, GE GYOAgld, GTO YMOPO epyacioc, ce mApKa, o€ Eva

oTiTL.

=2

£y

T
il AL

L

2ynuo. 2.6: Koouog oe eowtepikd kor eéwtepird mepifdilov (ewc. amd Google-Crowd Simulation
Unity).

2.3.1 Katnyopieg kiviong

Yrdpyovv d00 katnyopieg yio TV TPOSOUOimoN TG Kivnong Kot Tov aAiniemidpacewv. H
npdT™ ovoudleton Particle motion kat avaeépetal 6NV Kivnon oNUEWKOY cOUATISIOV, TO
omoio maipvouv kivnon oamd v mpocopoiwon dvvduewv, O6nmwg m Papdtnta, o dvepog,
onueio amd cLYKPOVGELC.

To oamlovotepo pnyavikd cHotnuo mov pmopel va kwvnbel sivor éva copatiow. Eva
copotidlo £yet pdlo, aArd oyt 6yko: onuetokn palo. Ta copotidla eivor to dopkd otoryeio
evog otepeov ompoatog (Rigid Body). Ot e&lodoelg yio £va cmpUoTiolo yprooTolovvVToL yio.
™V avantuén evog AKAUTTOL GMOUATOC.

H devtepn ovoudleron Crowd Artificial Intelligence. H teyvnt vonuoovvn eivor n
TOPOVGIOCT KOl OVOTOPACTOCT TG avOpOTIVIG VOMUOGUVNG WHEGO amd UNYaveES Kol

Aoywopikd. Xtn kotnyopio crowd artificial intelligence ot mapdyovieg €xovv cuyKeEKPIUEVOLG

18
Mdwog 2014

OICXY

-




oTOYOVG Kol OAANAETIOPOVV HE TOVS AAAOVLG, OMWG KAVOLV Ol AVOP®TOL GE TPOYUOTIKA
aNOn. Mepikég @opég ot mopdyovieg Umopovv va avtamokKplBovv oTig TEPPAALOVTIKES
oAlayég Ko To amotédecua gival mOAD WO PEOMOTIKO amd Tn Kivnon TovV coUaTidinv

(Particle motion), oAAG Ko TT0 SVGKOAO VO EQAPUOCTEL.

To d6wd pov €pyo elvar TAPOUOLO E TO TPONYOVUEVO GE OPKETA onpeio apod 1o Kabe {do
EXEL OLUPOPETIKN GLUTEPLPOPQ, OTWS OL AVOP®TOL GTNV AYOPE CLUTEPLPEPOVTAL AVAAOYOL LE

TIG AVTIOPAGELS KOl GUUTEPIPOPES TOV AVOPOT®OV YOPO TOVG.

2.4 Ewayoyn {ofqg otn oA

Y1606 TG cvueottTpLag pov Kaivydg Aavid frav va ddoel {on oto project tpocbétoviog
avOpomva poviéha mov Oa épotalav pe tovg kotoikovg g moAng, Ba evepyovoav kot Ba
GUUTEPLPEPOVTAY  PUGLOAOYIKA GOUUP®VO HE TOV TPOTO (MNG KOl GUUTEPLPOPES TMV
avOpOTOV TG TOANG TNV emoyn ekelvn, Paon Tov 6cwVv gival ypappéva og 1otopikd Piiia,

POTOYPUPIES Kt GYEJLAL.

Zyiua 2.7: Avbpwror tov 19° aidve (Kalvwd Aavid, Reconstruction of Everyday Life in 19" Century

Nicosia).

Ot avBpomor €yovv KATOWOLG OKOMOVE Kol GTOYOLS VO EMTVYOLV KOl OYl OmAL v
TEPUTAAVIOVTOL PECH GTOVG OPOHOVG NG TOANG. o avtd 10 Adyo €KTEAOVV PEOMOTIKG
animations, kamowov &idoVC GLUTEPIPOPE Y10 OTOPLYT GLYKPOVGE®V KOl 0KOAovBohV éval

alyopiOpo vy vo Ppovve TO GLVTOUOTEPO WOVOTATL TPOS TOV TMPOOPISHO Tovg. [ va
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emrevyfel avtd mapdyetar Evag Ypagog amd to YAPTN TS TOANG £T0lL MGTE Vo, Bpickovv To
dpoLLo Tovg HéEca ot TOAN).

Me 1 ypnom tov Mecanim (to Animation system tov Unity), avatédnkav animations otovg
YOPOKTNPES TOL OT0loL AALALOVY TO éva HETA TO GAAO amOAd Kot OEiXvOLV amOALTA PLGIKA.
Anpovpyeiton éva state machine ko n petafoon oto endpevo animation clip copPaivel kéto
Vo KAamoleg ouvvOnkeg kol ovykekpyévovg mopopétpovg. H high-level ovumepipopd

kaBopilel 1o TG Ba TpdEovv ot avBpdmvol TapdyovTec.

O1 tithot WiokNGiog mov &xovv mapaywpndet amd o tunua Kmuotoroyiov ot Agvkoocioa,
pali pe v mpodtn €peguva TG YNG mov AeNyOn omv mOAN pe emke@oAng tov Adpoo
Kitchener to 1880 (Zy. 2.8(2)) ypnowomomOnkay yio va Snuovpynocovy éve ynoelokd yaptn
(Zy. 2.8(b)) g mOANC Omedg fTav Tov 19° audva.

ol | \~
H!LOJ.[A st L_,-‘ VFU“

"
|
o

2y 2.8: (a) Xdptne Kitoevep ano to 1880, aviimpoowmedel Eva TEPIypou twv SOUNUEV®Y
ouwv omyv woiy. (b) 2D yneiaxos yiptne e Taht el Kale Mahalla, wepiéyer v
OPYITEKTOVIKG OVOWOON TOV E0GPOVS TWV KTIPIwV o€ ayéon e 10 Krtnuatoloyiov koi alleg

TANpoopicg.
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Avtéc o1 mAnpopopieg NTov ¥PNoILES OGO APOPA Kol TO TMG YPNoipeve 1o Kabe dwUdtio 610
onitt. o mapdderypa ov Mrav kovliva, kabiotkd, Koatdotnuo wim. Emiong €yovpe
TANPOPOPIES Yo TO €100G TV FEVIPWV, EEMTEPIKOVS POVPVOVS Kot TTyddia, TV e0vikdTnTo

KO TO ENAYYEAUO TOV O1OKTHTN KAOE GMLTION.

Zynuo 2.9: dwroypapio ard 1o ewTepiicod e ToAG.
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2.4.1 Zrvyypétona and v €€060 Tov povrérov (IToAn ko Ayopd)

2ymua. 2.8.1: To poviélo tov eowtepikod ywpov e moAng, oyopa (Kalvwam Aowio,

Reconstruction of Everyday Life in 19" Century Nicosia).

2ynuo. 2.8.2: To uoviélo tov e0WTEPIKOD YWPOL THS TOANG, ayopd (Koivwam Aavid,
Reconstruction of Everyday Life in 19™ Century Nicosia).

z >t e = TR e
‘ .'_-‘ o % ’ A ST
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2ynua 2.8.3: AvOparmivee pryovpeg, kivion koi ovumepipopd. (Kalvwa Aowio, Reconstruction

of Everyday Life in 19™ Century Nicosia).

2ynuo 2.8.4: H woln omo wnla (Kelowa Aowio, Reconstruction of Everyday Life in 19%
Century Nicosia).
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Mduwoc 2014



Zyio 2.85: H nédn ond ynid (Kadowd Aowid, Reconstruction of Everyday Life in 19"
Century Nicosia).
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Kepaiaro 3

I'evikn Ewkova

3.1 Tevikdg oKomdg KoL TO EMUEPOVS GVGTATIKA TOL £PYOV 25

3.1 I'evik0g 0KOTOG KU TO ETUEPOVS GVGTATIKE TOV £PYOV

O yevikdc okomdc Tov project pog ‘Reconstruction of Everyday Life in 19™ Century Nicosia’
etvar va. dnuovpyncovpe €va peoloTiKO HOVTEAO TG TOANG péoa ota telyn. H dikn pov
ouupor] oto épyo éxel okomd TNV TPOGHNKN YopPAKTP®V ©TO0 £pyo mov Ba divouv
neplocOtepn (on otn mOAN. Ot yapaktpeg avtol apopovv {da, Tovid kot dévipa. Me v
TpooOnkn tovg divovue akdun mEPLocOTEPO PeoAopd. Ot yapaktipes ot omoiot £xm
mpochicel eival cOUEOVE pE TIC TANpoopieg mov £yovpe mapel amd 1otopikd Pifiia,

QOTOYpOPies Kot oyEda Tov avamaplotovv T Lon ekeivn TV emoym).

25
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Transform
Walk and Rotate
to Targets

Animations
Change smoothly from
one to another

Unity 4.3.2

Rendering

OnTriggerEnter

Midypopa 3.2: Zootatikd T, owoio. ypnoiorominkay yio. ty olokApwan tov Epyov

[Na va emrevyBet Eva peariotikd anotéhespo ypetdloviar povtéda mov Ba ameikoviCovv ta
Ktiplo péoa ota TElYN, avOpdTIVe HovTELD Kol TO. LOVTEAD (DMV, TOLAMV Kol dEVIP®V TOV
0o dwoovv (N oTn TOAN.

Ta Coa Ba £xovv Kamolovg 6TOYoVG, Ba Kvobvtan puéso ot TOAN Kot Ba ektelohV Kdmoteg
Kwnoel. T avtd 1o Aoyo ta (da épovv kdmowa peatotikd animations, o high level
ovumeplpopd e targets oto omoion O @Tavovv kot Bo petaxwvovvrol ko o low level

GUUTEPIPOPE Y10 ATTOPVYT] GUYKPOVCEMV.

« Khan behind the cathedral of St. Sophia.
Photograph: Camille Enlart, 1898 wnd anonymous photograph, . 1905 (left)

(b) (c)
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2y 3.1: (&) Zoypapid axd v Aevkwoio tov 19° aicdyvo. Mropobue vo. Siaxpivovue {wa drwg yaidotpia,
kounles. (b) Avavoun pwtoypapio 1903, 1o yavi wicw and tov Kabedpucé Nao e Ayiag Xopiag. (C) Avdrvoun
pwrtoypagio 1905, évag dpouog oty 11odic (ywpio ééw amd  Ilagpo).

o v viomoinon Olwv avtdv &m ypnowwomomcel to Unity, pia oyvpn unyavi
EVOOUATOUEVT LE EVOL TANPES GVVOAO amd doncOnTikd epyadeio kol ypryopes poss epyaciog
v dnpovpyia dtdpactikov 3D ko 2D mepieyopévov.

o ™ dwyeipon tov animations ypnowonoww to Mecanim, éva animation system mov
npocpépetar amd to Unity. Méow tov Mecanim ta animations cuvdévalovraol kot propode
Vo SOVE [0 PUGIKT) GLUTEPLPOPE 6Ta (DA 0PoV EVOALAGGOVTOL TO £va LETE TO GAAO TOAD
OTTOAG KO PEOAIGTIKA.

[o ™ dnovpyia dévipov €y kdver import oto project pov maxéto Tree Creator ko

oTadloKd £x® TPocHEceL TOV KOO Yo apyn, To KAOSLE 0TI CLUVEXELN Kol TEAOG TOL GUALQL.

Zynuoe 3.3 Pwtoypopio TS TOANS 0TV OTOLO UTOPOVUE VO. OLAKPIVOVUE TO, OLAPOPE, ELON OEVIPWY TOV

DEHPYOV (POIVIKIEG-KDTTOPIOTIOL,).
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Kepaiaro 4

Avaiven XvetaTik®v Tov 'Epyov

4.1 Unity 28
4.1.1 Rendering 29
4.1.2 Scripting 30
4.1.3 Physics 30
4.2 Mecanim 31
4.2.1 Retarget Animations 31
4.2.2 Blend Trees and State Machines 32
4.3 Collision Avoidance 33
4.4 To, 3D Models tov project 33
4.1 Unity

To Unity eivar éva game development ecosystem.

Me édAha AOya efvor piol 1oyvp| unyovn

TANPOG EVOOUATOUEVN LE Eva TANPES GHVOLO Q u nit

oo olncOnTIKd epyaieio Kot Yp1yopeg poég y
epyaociag yia ) dnovpyia dtadpactikod 3D

ka1 2D mepreyopévov. Elvar pia e0koin

TOAO-TAOTQPOPLL ONOGIEVONG LE TEPGOTIO TOOTNTO, £TOLp0 assets amd to Unity Asset Store
KO oL KOWOTNTO AVTOAAQYNG YVDGEMV.

YTAEL TO YPOVIKA KOl OLKOVOUIKA EUTOOL0 KO EMTPETEL GE OAOVS TOVG TPOYPOUUUOTIOTES TN
ONUovPYio LOVASIKMOV OLOPP®V TOLYVIOLDV.

IMepiopPaver ekatovtadeg assets maxéta amnd textures kor materials, particle systems, sound

effects puéypr 3D models, animations, axopa kot tutorials kou €too projects.
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H televtaio ékdoon mov £yxel dnuootevtel eivar to Unity 4.3.2 v omoia kot &y
YPNOUOTOUGEL Y10 TNV AVATTVEN TOL £PYOV LLOV.
Ye avt Vv £€kdoon Bo vmapyelt to ovopevopevo 2D epyodelo, kdmowo mpoypoTuicd
evrunootlakd Mecanim yapaktnpiotikd, o MonoDevelop 4.0.1, uépn omd to Y opaKInPIoTIKG
tov Windows Phone 8 kar Windows Store Apps.
To Unity Pro ypnowomoteitan povo amd mpoympnuévoue xpnoteg Kot dev dlatifetat dwpedy.

O1 duvatdTTEG TOL Elval PKETA EEEIOIKEVIEVEG KO TPOCPEPEL APKETEG AEITOVPYIES.

2o 4.1: Xpnoworoidvrog Unity Pro

4.1.1 Rendering

H pnyovh ypoagikov ypnowonotei Direct3D (Windows, Xbox 360), OpenGL (Mac,
Windows, Linux), OpenGL ES (Android, i0S), ka1 1d10ktmto APl (koveorec). Ymdapyet
vroot)piEn yia reflection mapping, parallax mapping, screen space ambient occlusion
(SSAOQ), dvvapukég okiég ypnoiporotdvtog shadow maps, render-to-texture kot Tpofoin twv

OOTEAECUAT®V HETA TNV eneEepyacio oe TANPN 006vN.

To Unity vrootpilel art assets kot apyeioa pe format and 3ds Max, Maya, Softimage,
Blender, modo, ZBrush, Cinema 4D, Cheetah3D, Adobe Photoshop, Adobe Fireworks and
Allegorithmic Substance. Avtd to assets pmopovv vo tpocstefodv 6To game project kot va

Swayepilovrar péom tov graphical user interface tov Unity.

29
Mduwoc 2014



H yAdoca ShaderLab ypnowomoteiton yio mpoobnkn okiaong, vmootnpiloviag 1060
dAwtikd mpoypoppotiopd twev fixed-function pipeline 6co kou shader mpoypdppozo
ypappéva oe GLSL 11 Cg. Mo okioon pmopet vo meptlapfavel ToAAAmAES TopaAilayEg Kot
o OMAMTIKY EVOAAOKTIKY Ttpodloypoen), emttpémovtag oto Unity va aviyvedboelr v
KOADTEPT TOPAALAYT] YO TNV TPEYOLGO KAPTO YPOUPIKADV, KOl 0V KAVEVO OO aVTd dev givorn
ooupatd, emoTpéPel TMo® o€ MO €VOAAOKTIKY okioon mov pumopel va  Bucidost

YOPOKTNPLGTIKA Y10, TNV ArOO00N.

- .

2o 4.2: Hopaderyuo. avarmopaotoons okioong (Google, houses Unity 3d).

4.1.2 Scripting

To scripting oto game engine ivai ytiouévo oto Mono, 1 open-source vAomoinomn tov. NET
Framework. Ot mpoypappatiotéc pmopodv va ypnotpomomoovy UnityScript (pio tumikng
yAoooa pe ECMAScript, mov avaeépetor g JavaScript and to Aoyiopuko), C#, 1 Boo (n
omnoia givon gumvevopévn and ™ ovvraén g Python).

Y10 project pov £ym ypnowomomoet C#, apov ivol pia mo Katavonty YAOGGH KOVId 6TIg
YVOGELS pov og C++.

H C# eivor o amdrf, ovyypovn, Yevikng ypnong, Kot kvpiog object-oriented yAdooo

npoypappotiopnov. Eival apketd dadedouévn waitepa otovg Unity developers.

4.1.3 Physics
To Unity éyel emiong evoopatopévn vrootypién vy ) PhysX unyovi euownc g Nvidia

ue mpocbetn vrootypiEn v real-time cloth simulation yio avbaipeta ko skinned meshes,
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thick ray casts, ka1 collision layers. 1o Unity 4.3 siofybnke evoouatouévn vrootypién yio

™ Box2D unyovn epuoikng yuo 2D moyvidia.

4.2 Mecanim

Yy ékdoom 4 ewoNydnke évo véo chotnua animation, to Mecanim, to omoio cuvovalel
animations kot kdver v kivnon oavlpdOTvov N un avOpOTIVOL YOpaKTHPO Vo QaiveTol
teAelg peoMoTik) kol @uoik. To Mecanim &ivorl pio amAn Kol 1oyvpn TEXVOAOYia
animation, ov mapéyel epyaAeio yio T dnuovpyio state machines, blend trees, IK rigging

Ko TNV avtopotn avadidtaén tov animations péca amd tov Unity Editor.

4.2.1 Retarget animations

© Inspector

®
-
—

To retargeting rig umopei va dnpovpyndei tavo
GTOV YOPUKTIPO [LE LEPKA LOVO MOUSE o
clicks, ypnoipomotdvog Ty owTdpaT XOPTOYPAENoN
TOV 06TOV KOl VTOAOYIGTIK®V alyopiBuwv. To rig
oA TV KIVNoT TOV GOUATOG OE [0l GEPA

0O GLOTAGELS TOV LLAOV KO YPNCLOTOLEL Eva
povtéro palags yio Tov VTOAOYIGHO TOV KEVIPOL HAlog
TOV GMOUATOG KOl TO LEGO TPOGOUVOTOAIGUO TOV

COUOTOG Y10 TNV TPOYLA Kivnomng.

Asset Labels

Zynua 4.3: Mapping and muscles
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4.2.2 Blend Trees kon State Machines

H xoatackevn tov blend trees kot mo moAvmiokmv state machines anockomovv 6to va, YL 0
TPOYPOULOTIOTNG TOV TANPN EAEYX0 0T0 TG Oa Kiveite o yapaktipog tov. O Unity Editor
Tapéyel woyvpd epyaAeion yioo T Snuovpyion tovg. Animation clips umopodv  va
ypnoonomBodv og evALe ce éva molv-eminedo blend tree | wg éva state oe o iepapyia

oo state machines.

Ta blend trees pog enttpémovy vo dNUOVPYHGOLUE LLo. LEYEAT TOIKIAIQL 0O KIVAGELS UE TTOAD
Ay, motion clips. e éva blend tree Editor kaBopileic tic mapapétpovg mov cvuvdovalovtot

HeTa&L TOVG Kot UTopEic va de1g To. cuvdvacuéva animations e 3D mpofoin.

O Animator Controller pmopei va kabopicet éva awbaipeto apfud emmédwv. Kabe otpopa
LITOpEL VoL xpno1pomolioet To d1kd tov State machine 1 vo popactei évo state machine pe éva
KOp1o otpdpo. Méom tov animator controller propovpe va avabécovue oe kabe anlod State
machine évo animation clip kot dnpovpydvtag po petdfoor o€ éva GAAO ETLTLYYAVOVUE VO
OMGOLUE Lo GEPA OO KIVNGELS GE £Va YOPAKTPO KAVOVTAG TOV vaL evepYel PLGLOAOYIKAL.
Ta animations evaAldocovior petad TOLG amaAd GVAAOYO HE TIG TOPOUETPOVS 7OV

kabopicaype.

Move Forward

2ynuo 4.4: Blend Trees in Mecanim
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ShortDrop

StepUp

StepUpMirror

2ynuo 4.5: Mecanim’s powerful state machine

4.3 Collision Avoidance

Me tov d6po collision avoidance evvoovue 1 dtadikacio tng TpOANYNG TG GOYKPOVOTG EVOG
AVTIKEWWEVOL pe éva, GAlo. Xto crowd simulation, to collision avoidance apopd v arogpuyn
oLYKPOLONG TOV AVOPOTIVEOV TOPAYOVIOV HETOED TOVG, HE GAAOVS TOPAYOVTEG, UE GAAM

EUTOI0. OTMOG KTIPLOL 1] AVTIKEILEVO GTO YDPO.

4.4 Ta 3D Models Tov project
Onwg elyo mpoavagEépel GTOYOG OV GTN GLVEYLCT] TOV £PYOV MTOV 1 TPOTOMOINGT TOL LE
okomo va yiver akoun mo peaiotikd. [Iépa amd Tovg avOpdTIVoug YopakTpesg, | TposnKn
LoV, TOLAMOV Kol dEVTp®V divouv {mn Kot YopoKTIpa 6T TOAN.

I'o 10 okomd avtd ypnopomoinoa poviého {omv ard to Unity Asset Store ta omoia &iyo
gloayQyEL 6TO Project pov.

[Ipot Koatnyopio To TOLAEPIKE. ZVYKEKPIUEVQ
KOTEG, QPO M €KTPOPN TOLG NTOV &va HEGO
tpopnc kot emPimong. Xe «kdBe povtédo
VIAPYOLYV evoOUOTOUEVE animations to omoia

&y ypnotpomomoel. Mepikd and avtd givor 1o

GGEatﬁ,’ 13 Idleﬁ,, GGWaI kﬁ,.
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[ToAb peaMoTtikn TpocHnkn amodelytnke Eva oUNvog omd TovAd Tov TeETOHV TV amd TV
TOAN € OPOPOVS GYNUATIGUOVS. YTAPYOLV TEVIE OOPOPETIKA €101 TETAYUATOS TOL

ounvovg, “Free Roam”, “Ultra Synced”, “Wild”, “Wild Few”, “Wild Synced”.

Extoég and 10 ounvog tmv TOvM®V £X® YPNCLLOTOMCEL KOPAKIO OOV GUUO®VO LE TIG

TANPOQOpPieg pag NTav £va cLVNOIGUEVO 100G TOVALOD TNV ETOYN EKEIVT).

Agbtepn Katnyopio o TETPATOdN. Z®OO OT®MG GAOya, YOidovplo Kot KOUNAES ypnoipevay
0TOVG aVOPMOTOVE MG UETAPOPIKO HECO, TOCO Ylo. TOLG 1010VG, OGO KOl Yo To Sidpopa
OVTIKEIIEVO 1) TPOPES, KOl YEVIKG OTIONTOTE ¥PELOLOTOV VO LETOKIVIIGOLY KOl OPOPOVGE TIG
YEWPYIKES TOVG KAOAMEPYELEG 1) TPOTOVTA Y10 TNV OyOpPd.

Y10 project &y ypnoyomomoel povo dAoya a@od dev NTov duvatd vao Bpodue poviéla
KaUNA@v 1 yoidovptod. Yrapyovv evoouatouéva animations to omoia £y ypnoLOTOMGCEL,
omog yo. mopadetypo “Walk”, “Run”, “Rear up”, “Sniff”, “Looking Around”, “Idle”, “Jump”

Kot ToAAA dALa (chvodro 19).
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Opopeid ooV YMPo divel To PLokd TEPPAILov Tov TpoPdiletar péoa and to project. Ta
10 oKOmd aVTd €Y KaTaoKELAoEL 6vipo omd to Tree Creator tov Unity. Ta dévtpa mov

apOPOVGOV TNV ETOYN EKEIVT lval GLKIEG, KUTTOPIGGLO, POIVIKIES.

2ynuo 4.6: Zokia 2ynuo. 4.7: Komopioot
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Kepdraro 5

Ylomoinon

5.1 Apykég IpoomaBeieg

5.2 Mecanim (Animation Controller)

5.2.1 Mecanims’ Tutorial — Robot

5.3 Xpnion Mecanim, entkovavio, Kot GOUTEPIPOPH TOV LOVTEADV

5.4 Collision Avoidance

5.5 Tree Creator

36
39
39
41
50
52

5.1 Apykéc Ilpoomadereg

IMpodm™ pov emoen pe to Unity oametélecov kdmowa £towa projects-tutorials omd v

otocelida Tov Unity yio e&owkeimon pe o mepidAlov, ta epyaieio Kot TG SUVATOTNTES TOV.

Eneéepydomra oknvég dnpuovpydvtag £60pog L textures 0nmg ypacidt | ypaoiol Pe TETPEG

KAVOVTOG TO £30(pOC OKOWUN TLO PEAAICTIKO.

Axoun dnuodpynoa Adeove, kopveis, mpdobeco Oévipa, Kobmg emiong wor Skybox

(materials pe d1dpopeg oxnvég amd ovpavo).

¥ - ¥ Terrain (Script) @ %,
(o [ad o A 0 (% %]

Paint Texture

Select a texture below, then click to paint

Heo®: 0w
€ Nil@Emee

NI
" = -
* i.ﬁ"" ”I;l'."’: “»'-
Textures
# Edit Textures...

Settings
Brush Size —— 75
Opacity — J— | 50
Target Strength — | 1

" M Terrain (Script) (]
(a2 (ad[ad | [N W] %]

Place Trees
Haold dawn shiftto erase traes,
Hald down ctrl to erase the selected tree type.
Trees

[ Mass Place Trees J [H Edit Trees...“ Refresl
Settings

Erush Size e p—| 4 )

— |83
—— | 04

Tree Density

Color Variation

Tree Height — — | 100
Variation E— p—| 1 )
Tree Width — — 1 00
Variation E— p—| 1 )

(@)

(b)
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v bd [ Skybox
Custom Skybox L 5unnyZ Skyb
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Tips Doy i
Ceder [ _'f
e ——T7
Lagher Bdgre | T b | o

| Cookin Sire T3]

Shadom Tppe [T T I
Sagth —— | 1
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Sofrimun ]

Leh Pada -] 1

Draw Halg J

Flars Mearer |Flareh o

Rprder Mode Awin i
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2yniua 5.1: () mpoabikn texture oto édapog, (b) Tpoabixn dévipwv, (c) Skybox, (d) Light
Amopaitntn Tpobndbeon givarl 1 camera oto project £161 dote KATh TNV EKTELECT O XPNOTNG
vo pmopet va BAémel ™ oknvi 1 va aAAnAemidpd pe to mouyvidt tov. H 6éom tng cameras
kabopiletar and 10 ypnotn uécw tov camera preview. Extdéc amd camera pmopeig va
yepileoar T oknvn cov pe éva character controller, dnA. va mapakoiovdeic to mayvidl péoa
amd To LATIO EVOG YOPOKTNPO LETOKIVOVTOG TO MOUSE avdAoya HEGH GTI CKNVY.

Méow g cameras mpocbételg g otn oknvi. ‘Eva directional light to omoio 6o @wtilet
mPog 1o HEPOG TO omoio katevBhvetow m camera. Ektog amd Tt0 Qm¢, TEPIGCOTEPN
PEAACTIKOTNTO 6T oKNVY Oivel 0 dvepog mpooBétovtag wind zone ko évo bend factor oto

dévtpa mov Kabopilel ™ dvvoun pe v omoia Ho emnpedlovion and Tov Avepo.

Emopevn mpoomdbeia ntov N gOpTmoN TV HOVTEA®MV (KOTEG KOl KOKOPES, apyOTEPO GAOYQ)

am6 to Unity Asset Store oto project pov kot o yeptopdc tovg.

# Scene € Game £8 Animator «=| © Inspector R
| Textured + | RGB 4|20 % | ) | Effects v| | Gizmos | (arAll 4 MCamera [Static v

v
Tag | Untagged #/ Layer | Default ¢/
Y A Transform @
Position X 105.91 Y 9.1411 Z|-20,03;
Rotation X0 Y0 Al
Scale X1 Yi1 241
v ¢V camera @

Clear Flags | Skybox Al

Background L Vi

Culling Mask | Everything 4]

Projection | Perspective ¢
Field of View e | 80)
Clipping Planes Near 0.3

Far 1000
Camera Preview Viewport Rect

X0 Y0
w1 H1
Depth 0
Rendering Path | Use Player Settings ¢
Tarqet Texture None (Render Tex! @
Zynuo 5.2: Xknvip ue camera, directional light kou povtéla owv.
i , i , o, . . ¥ (r' [ Animation @ =
Elya avabéoel oe kdOe poviého and évo animation kou Animation DEat o
i , , b Animations
UTOpECO VAL O® TN GLUTEPLPOPA TOVG. ' mapdderypa Play Automatically/
, , , . . « . 41| Animate Physics [
onwg PAénovpe oty ewova 5.2, To animation “Eat” oe Culling Type —_—
éva amd To LOVTEAQ. [ add Component

2ynuo 5.3: AvaBeon animation oe

&va Lovtélo
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[Ipwtn mpoGEYYIoN LE TOV KMAKO OTOTEAOVCE 1 AvAYKT ovaBeong oto LOVTEAN KATOlmV
AELITOLPYIDV, OTMOC M MHeTaKivion Tovg amd €va onueio oe GALO KOl 1 TEPIOTPOPN TOV
odpotog T0vs. O kddwbg pov oe C# Kol ot €VIOAEC mov ypnoylomoinca &ivar To
transform.position ko transform.rotation.

Me to transform.position maipvovpe ™ 6éon v omoio PPoKOUACTE KOl UTOPOVUE VO TOL
avabéoovpe pa véa 0éon. Etor péowm tov Vector3.Lerp 1 tov Vector3.MoveFoward
uetakivovpe to gameObject poag and ™ 0éon ot omoio Ppicketor otn véa 0éom mov
emBoupovpe.

To Vector3.Lerp moaipver 10 dtdvoopo HETAED 000 ONUEI®V KOl OVGLOCTIKA UETOKIVEL
otadtakd To object uéso og avtd 10 didvvoua, omd To Eva onueio oto dGAlo. Me v do
Aoyikn Aettovpyei to MoveFoward. Méow tov Vector3 naipvovpe t1¢ 3 dootdoeis X, Y, Z.
Me 1o transform.rotation nepiotpépovpie to 0bject kat ovTd ETTVYYAVETOL LECH TOV
Quaternion.

Yuykekpipéva oto mopddsrypa (ewdva 5.3) dnilovovue and to Unity to object oto omoio
0élovpe va eBdoel To povtélo pag, onA. to target, kot éva Step to omoio vTodNA®VEL TNV
TOYOTNTO TEPIOTPOPNG KOl HETAKIVIONG TOL HOVTEAOL Tov vmoloyiletor Pdomn Tov
Time.deltaTime (o ypovog ce devtepdrento mov ypeldletar yoo vo olokAnpwbel to

nponyovuevo frame).

using UnityEngine;
using System.Collections;

public class chicken: MonoBehaviour {
float step = 0.1f * Time.deltaTime;
Vector3 myPosition;
Vector3 newDir;
public Vector3 target;

void Start() { }
void Update(){
newDir= Vector3.RotateTowards(transform.forward, target, step, 0.0F);

transform.rotation = Quaternion.LookRotation(newDir);
transform.position = Vector3.Lerp(myPosition, target, step);

}

2ynua 5.4: Topdderyuo kwdixo Move kou rotate.
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2xnuo. 5.5: Eéodog mpoypduuarog.

5.2 Mecanim (Animation Controller)
Onwg €y avagéper kKo eEnynoet oe mponyodueva KEQOAOD, Yo Tn olayeipion tov
animations o éva gameObject kot v amaAn evaAlayn Tovg pe okomd TV TPOGONKN

AELTOVPYLDV Kot GLUTEPLPOPES GE avTo, To UNity mpoopépet to epyaieio Mecanim.

5.2.1 Mecanims’ Tutorial - Robot

To Unity mpoopépet éva. ekmodentikd tutorial pe okomod v €E01KeImGN TOL TPOYPUUUOTIOTH

ue To Mecanim kot tn daxeipion Twv animations ce évo gameODbject.

File Edit Assets GameObject Component Window Help

v EIEIFA) K

# scene | 8 Animator O console. == =Hierarchy | .= | @ Project | @ -=| © Inspector =
| Textured ;|| RGB ¢|| 20 % | 4) | Effects -] | Gizmos -| @A Create -| GrATT | create -| G IEYENES ] [ [Directional light [static
v*— . A i - ¥ Crates Vi Favorites | Assets Tag [Untagged %] Layer | Default 3]
g - B # % » Crates All Material ey e
9 r_ St e E o ¥ ~ Transform Q@ %
| S XAl Pratabs|  (@m Prefabe Position  X28.0064) ¥ [50.1786 2[-13.126]
Enemy Al Scripts | G Scripts Rotation  X[50___1Y[330 zfo ]
GameObject & Sound Scale X1 YT 2[T ]
JumpTrigger & Tutorial v » MLight @
JumpTrigger &l Animations. Type Diractionaleil
JumpTrigger ¥l Finished _—
JumpTrigger (&l Prefabs Color £
JumpTrigger (&l Scripts Intensity O (0,24
Main Camera & Sound Cookie INone [Textire) WGl
Occlusion & Tutorial Cookie Size |
Probes
» prop_ramp Shadow Type | SoftShadows ¢
» prop_ramp Strength ) [1
¥ prop_ramp Resolution [ Use Quality Settings_+ |
¥ propHurdle Bigs O—[005 |
» propHurdle S 5 b
» propHurdie S
| Free Aspect 7| » propHurdie Softness Fade == e (1
¥ propHurdle Draw Halo -
> Robot , Flare [None (Fflare) ] ©
» tutorialArena_01_static Render Mode. \ﬁ‘
Culling Mask [Everything ]
Li i | Auta 4]
o
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Yto mepieydueva tov tutorial meplapPdvetonr n dnuovpyio blend trees, amiov State

machines, transactions kot Tapapétpov faon tv oroiwv Oa evaildccovtol Ta animations.

2% Animator

Base Layer Auto Live Link

> Base Layer

KaBopiCovpe 1o apyd state machine (ue xitpwvo ypoua), to omoio Oo givar to apykd
animation tov object pog ko 1 petdPaocn oto emduevo (WalkBack) Oa yiver péow tng

napapétpov Speed, dnA. otav o Speed vrepPel Eva apBud 1 yiver Aryodtepo amd Evo aplopo.

% Animator © Inspector
G &
Base Layer ~ WalkBack [WalkBack | @

Blend Type |12 ]
> Base Layer

Parameter

-1

Mation
=
-
=

Automate Threshold:[v]
Adjust Time Scale

Blend Tree: "Eva blend tree givai otnv ovoia éva molvmioko State machine émov cuvdvalet
moALG animation oe éva state machine ta omoia ektelodvTal oTn GEPE COUP®VA PE TNV
nopapetpo mov kabopifovue. Xnv gwdva mo tave to WalkBackTurnLeft akolovbeitar and
1o WalkBack kot avto amd to WalkBackTurnRight. H moapduetpog edd eivon 1 korevbvvon

(direction), omotav o robot pag Ba kwvnbel mpdTo Tiow aploTEPd KoL v M TAPAUETPOG
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direction oALd&et og gvBeia To robot Oa kivnbel micwm gvbeia ko dtov oAAGEel Eava Tpog o
de&1a Ba Kiveiton Tpog ta Tiow eI,

Ye ovtd to tutorial PAémovpe éva dapopetikd Tpdémo oAinienidpaong tov robot pe tov
xpnom. O ypromg Kwvel to robot amd to fEAN Tov TANKTPOAOYiOV Ko popel va Ttov PAEnet
uéoo amd to “pdtio”’ evog character controller. TTotdvtag ta Peldkio 6e€d 1 aplotepd
avaroya aAldler m mapduetpog direction ko pe owtd tov tpdémO PAEmovue To robot va

Kweitor cOueovo pe to blend tree mov £yovpe SNAGGEL Kot PAIVETOL TLO TAV®.

5.3 Xp1ion Mecanim, eTKovovio Kol GUUTEPLPOPA TOV HOVTELWOV
[ToAd omuavtikd epyodeio ywoo v vAomoinom tov project amotehovoe to Mecanim.
Anpovpydvtag animation controller yw kdbe yopaxtmpo pndpesoa va kobopicom 1
CLUTEPUPOPE TOV KOl TIG KIVIGELS TOV AVAAOYQ LLE TOVS VITOAOLTOVS YOPAKTIPES YOP® TOL.

» Korteg-Kodkopeg

Ta povtéla avtd eiyav étolua tpio animations. Ta animations avtd sivor idle, walk, eat.

Y10 project vapyovv 2 opddeg amd KOTEG-KOKOPES.

H pio opddo Ppicketor 6To €6MTEPIKO UIAG OVANG GE W0 YELTOVIOL LEGO OTY TOAN. ZTO KAOE
HOVTEAO €Y ovobEceL dlapopeTIkéG ouumeplpopés. o mapdaderypa kamoteg Ba Ppickovton
0TO YDOPO TPMOYOVTAS OO TO £30POG, EVGD KAmoleg dAlec Ba eivar akivnteg kortdlovtog yOpw.
OAeg podi ovvtovifovtor pe kdmoto ypovo peta&d tovg étot mote va. Eekva o vag pe idle, o
GAAoG petd amd Alyo pe eat, kol avtog o omoiog rav idle va apyicel To eat 1 va kvnOei oto
ydpo (walk). Tnv idto Aoykn Ba akolovbnoel kKot avtodg mov giye Eexvnoel pe eat. Mmopel

ot ovvéyela va. givar idle, va Eovapmnel og eat ) va kivn0et poli pe tov GAAo 6To YmpO.
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H é&AAn opdda PBpioketon oty ayopd dimha and tov mhyko Kdmoov twinty. H oudda avtn
Kéver katt mo efewdikevpévo Kabog Ppioketar oe eEmtepcd ydpo pe avOpdmOLg v
KIvoOvtol Kot GAAo. (oo vo TEPLUPEPOVTOL. ZKEMTOUEVOL M0 (QUOIKN KOl PEUAICTIKY
CLUTEPLPOPE TOV KOTMOV, G€ KAOe emar] tovg pe GAla (da (GAoyo o1 GULYKEKPUUEVN
nepintmon), ot koteg Ba evoyAnBovv and v moapovsia Tovg kot Oa amopakpuvOoLV pokpld
oav opdda. o v enitevén Tov 6KOTOL AVTOV VITAPYEL GTO YDOPO éva Gdsio gameObject pe
éva collider kamowag axtivag étol wote o€ mepintmon collision pe to dloyo maipvovpe ™
0éom Tov aAdYoL ekelvn T oTYUN, TiGg BcE1g TG KGO KOTAG KoL LToAoyifovpe To ddvooua
™G HETAED TOVG OMAGTACTG. ZTN GLVEXELN TOIPVOLLE AVTO TO OEVLGLA Kot TO TPOcHETOLLE
omv avtifemn katebBovvon and t Béon mov Ppioketan exelvn ™ ypovikn oTyun n ko6ta. Me
avtd Tov TpéTO OBa yupicet kot Ba kotevBuvOel avtifeta poakpld amd o dAoyo.

‘Exo dnuovpynoet éva tag (“Chicken”) étol dote vo popkdpo OAhec Ti¢ KOTEC HEGO GTNV
eupérela tov emptyGameObject kot va tig Tonobeom péca og €va mivako. Mg avtd tov
TpOTo amofnkevovpe T BEon Tov KABe povtédov Kot v aAAdlovpe pe Bdon to dtdvocua.
Ortav to dhoyo épbetl oe emaon| pe v guféreta tov emptyGameObject maipvovpe ) 0éon

TOL Kol TNV TEPVOLE uésa oto SCript tov emptyGameObject pe okomd Tov vVTOAOYIGUO TOV

dtovbopatog kot g véag Béomg g kdbe kdTag.
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void Update () {
float step = 0.1f * Time.deltaTime;
if (fracComplete < 1) {
GameObject [Jarray = GameObject.FindGameObjectsWithTag("Chicken™);
for(int i=0;i<array.Length;i++){
GameObject obj=arrayf[i];
fracComplete = (Time.time - StartTime) / journeyTime;

myPosition[i].y=0;
targetDir[i].y=0;
newDirl[i].y=0;

if (obj.gameObject. GetComponent<Animator>().GetCurrentAnimatorStatelnfo
(0).IsName (*"walk™)){

newDir[i] = Vector3.RotateTowards(transform.forward, targetDir[i], step, 0.0F);
obj.transform.rotation = Quaternion.LookRotation(newDir[i]);
obj.transform.position = Quaternion.Slerp (myPosition[i], targetDirl[i],
fracComplete);

2yniua 5.3.1: Xprion poviédawv uéco, amd tov mivaxa, 6tav gtdacovy oe kotdotoon “Walk” uéow tov
animator controller zovg, Ga yopicovy to oiua tovg kau Oa Tepratioovy uaxpid ue fdon to targetDir.

2t uetafintn fracComplete avabétovue t mpayuatikn ypoviki otyun mov fpiokouacocte (real time).

void OnTriggerEnter(Collider col) {
if (col.gameObject.name.StartsWith(**"Horse™)) {
col.gameObject.GetComponent<Animator>().SetBool(**isWalking, false);

horsepos = col.gameObject.GetComponent<horse_Emily>().currentPosition;
GameObiject [Jarray = GameObject.FindGameObjectsWithTag(**Chicken");
myPosition=new Vector3[array.Length];

targetDir=new Vector3[array.Length];

newDir=new Vector3[array.Length];

for(int i=0;i<array.Length;i++){

GameObiject obj=array][i];

myPosition[i] = obj.transform.position;

StartTime=Time.time;

targetDir[i] =myPosition[i] -(2*(myPosition[i] -horsepos))/array.Length;
fracComplete=0;

2yiua 5.3.2: Otav yiver to collision ue o dloyo Oérovue to state rov animator zov false (yia va
ovveyloel vo. exteldel to. emdueva states), waipvovue ™ Béon tov aldyov amd o dloyo, tomobetodue To
gameObjects ue tag “Chicken” xor apyixomoiobum tovg wivaxes ue ti¢ Géoeic tovg. Tomobetodue
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Oéon e kdbe rotag orov mivaxo myPosition, zo real-time ypdvo kot oro targetDir zivaxo Oo
vmoloylioovue ko Go. avabéoovue ) véa Béon Tovg oduP@vo. 1e T Skl TODS TWPA KAl OUTH TOD OAGYOD

v opa tov collision.

newPosition = previousPosition — (previousPosition — otherObjectPosition)

(0"3): (3’0) _[(3’0) - (61'3)]

> Aloya
To project nepilappdver 4 droya. To mpmto droyo (Emily) Bpioketon péso otnv ayopd
Kottdlovtog yOpm Kot EKTEADVTOG Mo oelpd amd animations. Xtn cuvéyxeia katevbvveton
TPog TN devTEPT opdda amd kdTEG MOV Ppickoviar 6TV ayopd Kot akoAoVOmg cuveyiletl va
Kiveitar mpog 10 devtepo Groyo (Jenn). Ta dVo drhoya aAAnAemdpodv petald Tovg Kot To
kaBéva Bo cuveyicel v mopeion TOV TPOG SAPOPETIKEG KaTeLOHVGEIS I Ba akoAovBncovY
wo. kown mopeia. Ta 2 Ghoyo ektehobv animations onwg walk, eat, rear up, kick ground,
sniff, looking around, kick. Katéd tv mpdtn emaen tovg 0o ekteAéoovv kot To. 2 TO
animation rear up, axoAovBw¢ to dloyo Jenn Ba kotevbLVOEl Tpog TV ayopd 6oL Kot Ool
ekteléoel To eat animation kot ot cvvéyela Bo katevBuvOel TPog Ta dEVTPO GTNV AKPN TNG
ayopds poli pe to ahoyo Emily. Otav @Bdoovv kat ta 2 610 mpooptopd tovg Ha ekteElovY
TOPOUOIEG KIVIGELS OGS Bol TV [0 PUGIOAOYIKT) CUUTEPLPOPE 2 OAGY®V TOV GLVOVTAOVTOL
(ot mepimtwon avtiy to animation kick ground). Toa 600 dloya otn ocvvéyeia Oa
Katevbuvhodv mic® mMPOg TV ayopd o KAMOLO onpeio EKTEADVTIOC KOl TAAL TapOUoLn

animations onwg eat, looking around.

#2 Animator
se Layer
Base Layer

S e | } f }
e S e e

isWalking (e} -

2ynue5.3.3: Animation Controller 2°° aAdyov Jenn.
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2 Animator
Base Layer Auto Live Link

ID Base Layer

isWalking i

Zynua 5.3.4: Animation Controller 1 aidyov Emily.

Y10 3° dhoyo (Chris) f0sho va ddow Sopopetiky Agrtovpyia kAvovidg To T
dtaokedaoTikd. To dhoyo aAANAETIOPA LLE TOV IOLOKTHTI TOL, 0 0T010¢ PpioKeTan Kol Kiveitan
dimha. tov. Ta 2 poviéha kwovvtar poll omd 1o POt HEC® TOL TANKTPOAOYiov
ovupeTEyovtag €tol evepyd péco oto project. IMatdvrag 1o de&i t0E0 T 600 poOVTELQ
KIvoOvTol 0e&l00TpoQa, eved Tat®vTag To aplotepd apiotepdotpora. Iotdvioc 1o mhvo
16&0 Kvovvtal gvbeio. UTPOGTH VO PE TO KAT® TOEO GTAUATOVV EKTEADVTIOG TO KaBEva TO
idle animation tov.

AOY® g taydTag mov Kiveital 1o kébe poviélo (dvBpomog - dAoyo), vmhpyovv ornueio
o6mov 0 évag Ba amopakpuviel oe pkpn andotacn ond Tov GAAO OAAL YPTOLLOTOLOVTOG
owotd ta to&o Oa emavérBovv. e avtiv TV vAomoinomn yw to 600 HOVTEAN VTAPYEL
mOovOTNTO VO, LNV avaryveopilovv 1o cdpo 0 £vag Tov GAAOL TapA TIG TPOSTAOELES LLOV.

To dloyo xwveiton pe évo Blend Tree kou mepihapBaver tpeig mapapétpovg, Speed, walks,
Direction. Me tig mopapétpovg Speed ko walks petagepopacte amd 1o éva state (idle) oto
dAro (walks — Blend Tree). H mopauetpog walks eivon Boolean ka1 m mapdapetpog Speed
float. Otav yiver true n walks xat ) taydTTo ToL peyaivtepn amd 0 to dloyo Bo TepmaTnost
TOTOVTOG TO Thve TOE0 evd Otav Tatnoovpe to katow t0&o 1 walks Oa yiver false kot to
Speed (toydmto) pikpotepn amd 0 omdTOV KOl TO GAoyo Oo oTOpOTACEL VO, Kiveitol
umaivovtog oto idle state tov. To blend tree anoteleitor amd 6o motion fields, o animation
walk kat trot Tov vdpyovv oto dAoyo. Ta 600 avtd animations aAldlovv peta&d tovg Paon
¢ katevBVVoNG Tov akoAovBel To dhoyo. AnA. 6tav M KatevBvuvon aAAdEel Kot Kiveiton
de&lootpoo Totmvtoag to 0gEl 0o TOTE TO GAoYo B0 extelel To trot animation (dAlog

TPOTOG TEPTATHLLOTOG TTLO EVIVTIMGLOKAG), VO LE TO aplotepd T0E0 Oa extelel to walk.
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if (currentBaseState.nameHash == locoState){
if(Input.GetKey(KeyCode.UpArrow)){
anim.SetBool("walks", true);
}

if(Input.GetKey(KeyCode.RightArrow)){
transform.Rotate (new Vector3 (0, 30 * Time.deltaTime, 0));

}
if(Input.GetKey(KeyCode.LeftArrow)){

transform.Rotate (new Vector3 (0, -30 * Time.deltaTime, 0));
}

if(Input.GetKey(KeyCode.DownArrow)){
anim.SetBool("walks", false);

¥

else if (currentBaseState.nameHash == idleState){
if(Input.GetKey(KeyCode.UpArrow)){
anim.SetBool("walks", true);
}

}

2ynue 5.3.5: Av fpiokeoan oc kivipon kai oo to iNPUt wapovue 1o Tdve tolo avabétovue tnv boolean
uetofint walk true azo tov animator ézor dote va exteAéoer to walk animation ko va kivylei cvbeia
urpootd (Speed > 0). IMaipvovrog ard to minkipoldyio to Jei 1 apiotepd t6lo kdver rotate to owua
00 AvdAoYa oTny KatedBovon Tov Tpémel kKou EKTEAMVTAS To avdioyo animation ue Bdon to Direction.
Me 10 kdrw 160 Ostovue ™ petafinty walk false avabérovrag rov omd tov animator zo idle animation

otopotvrog v kivyon tov (Speed < 0).

® Inspector

e B | — L
= Tag

Spesd
wtion o
Foot IK m

Mirror (m)

Transitions. Solo Mute
— walks -> Idle (W]
=

5
Blend Type [ 1D N

£

Automate Threshold: ¥

Adjust Time Scale

2ynua 5.3.6: Blend tree, animation states, parameters.
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Zynuoe 5.3.7: Kivion puovtédwv amo to minktpoloyio

To 4° Groyo Bpioketar péoa ot TOAN, otV id1a YELTOVIA PE TNV TPATH Opddo KOTOV. Me
avtd TOV TPOMO Oeiyvoupe OTL o1 GvOpwmol giyov OTIC OLAEG TOug TO (MO TOLG
npoototevpéva. To dhoyo €0d Ppioketar otnv aLAY aAAnAemdpmvtog pe 10 mepPdiiov
KOITalovTog yup®, TPOYOVTOC 0d TO 000G Kal EKTEADVTOC O1apopo. GAlo animations 6mwmg

kick ground, rear up, bite eravolopufoavoueva.

» Bird Flock
[T moAAr (o1 ot TOAN Sivouv T TOVALL TETMOVTAG PEOMOTIKA TAV® OO TO, GTITIO KO TNV
ayopd. Xto Unity Asset Store éxm Bpet pikpd movAd mov wetovv pali cov [io, Opado [e
dpopovg TpdéTOVE. AvTol ot TPOTOL aPopovV ToV TPdTO Kiviiong tovg dni. TOGO ypryopa,
1660 £viova, TOco dypla B TETOVV, TV KATELOLVGN Kot TOPELD TOV AKOAOVOOVV.
H tonobétnomn tovg uécsa oto project nrav apketd anin agov amAd kavelg drag and drop
avaioyn oknvn oto onueio mov embopeic. Tt ovvéxewn avabételc to Script to omoio

onuovpyet Toudtd (to TovMd) Kot TPosapUOLES KATOIES TAPAUETPOVS TOV VILAPYOLY, OGS
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ywo. Tapdderypa woéco diving va kdvovv, T6co ynid va avePaivovv, moon andoTaon vo Exel

70 éva amd To GANO.

(@)

()

2o 5.3.8: (a)-(B) Bird Flock atip oxnvi

> Raven
Extoc and 1o flock ot oxnvi vadpyovv kor kopdxia. To kopdxia Eekvoov amd pia idle
KOTOAGTOON KOl GTI) CUVEYELD OTOYELMVOVTOL OO TO £00.(POG KOl TETOVV UOKPLE HEYPL TO
myadt. Ta animations mov £xm ypnooromoet givon to take off, landing, idle, flight, gliding
flight. T v amoyeimon €y ypnopomomost ™ mopduetpo tov Vector 3.up n omoia

TPOocOETEL VYOS 6TO LOVTELD g BAon Tov A&ova ToV Y.

Zynuo. 5.3.9: To 3 kopdxio, Eexivody omo Tic GEoeIS TOVG TETWVTAS TPOS TO THYAOL.
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if (rav.GetCurrentAnimatorStatelnfo (0).IsName (“take off")) {

Quaternion targetRotation = Quaternion.LookRotation (targetl.position -
transform.position);

float str = Mathf.Min (strength * Time.deltaTime, 1);

transform.rotation = Quaternion.Lerp (transform.rotation, targetRotation, str);

transform.position += Vector3.up * Time.deltaTime;

2ynue 5.3.10: Av fpiokeoa oto take off animation ydpioe o awuo oov mpog v karedBvvon mwov cov

avorifetal, avéfo mo ynla omo to Edapog ko métale uoxpia (flight, gliding flight).

Zynuoe 5.3.11: Otav érovv pbaoet oto THydoL.
Otav 10 TPOTO KOPAKL VIOGEL TNV Tapovsia tov addyov Emily mov Oa épbet kovtd tov mpog
10 TYadt B kivnBel pokpld mepratdvag tpog to dAka 2 kopdkia. Exel and poévo tov Ba

apyioetl va tpépetorl and to £dapog (eat animation).

Zynuo 5.3.12: MoJig yiver to collision pe 10 6A.0y0 10 KOpOKL TEPTOTA TPOS T GAAG dDO KOPLKIA OTTOD

exel Qo apyioel vo, Tpépetal omo To E00pog.
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5.4 Collision Avoidance

[ToAd onuavtikde moapdyoviag ywoo TV emTuyios QOGS YPOPIKNG OVOTOPACTIONS NG
KafnuepvoéTTOg TOV OvVOpOTOV £ivarl 1 TOPOVGINGT TNG CLUTEPLPOPAS TOVG OATOAVLTA
QLGLOAOYIKA. ANA. M emKOVOVIOL LETAED TOVG, 1 AVAYVAOPICT] HING GLYOVPOS YLoL ATOPLYN
OLYKPOVGEMV, OAAOYT TOPELOG, YOLPETIGUOC Kol S1APOPEG AAAES GUUTEPIPOPES TOV UTOPEL VO
&xovv. To 1010 woyvet Yo ta (wa. [og Ba avtidpdoovy dvo droya 6tav PBpebodv to Eva
amévavtt and 1o dALo; Tlmwg Ba avtidpdoovy kot Bo ktvnBovv ot KOTEG OTOV TIG TANGLACEL
omotadnmote gryovpa; Ilwg Oa emtevydel n avayvaopion evog poviélov amd Eva GALO 0TV
nAnodlet;

Avto emtuyyaveran pe collision avoidance kou triggers.

Ye k@0e povtéro avatibetar Eva collider (og oynqua

¥ (o M sphere Collider Qg %
sphere 1} capsule) to omoio peyaAdvel avéioya pe Is Trigger )
, , i Material None (Physic Mg ©
10 péyeBog Tov pOVTEAOL SNUOVLPYOVTOS Ho H Ll
d1Guetpo yopm TOv. e owtd TO Ccomponent | - L Epa-804 005y -2 REK 22
L Radius 0.01632823
npocBételc v mapapetpo isTrigger.

Ortav éva poviélo épbel og chykpovon pe v mepipeTpo tov collider tov dAlov poviélov
TOTE UTOPOVUE VO XEPLGTOVUE TN GUYKPOLOT HECH KATOIWV GLVOPTNCE®V OM®G TNV

OnTriggerEnter, n oroia kaAgitan og KGOe avayvdpion cHYKPOVOTG.

void OnTriggerEnter(Collider col){

if(col.gameObject.name.StartsWith("P_CY")){
animator.SetBool("idle", false);
}

2yniua 5.4.1: Xe owto 1o mapdderyua kaddika flémovue t yprion e OnTriggerEnter. Av o évouo
TOD QVTIKEWEVOD UE TO 0Tolo éyive n abykpovon apyiler ond “P_CY” (otn mepintwon avthi evvoodue
T00¢ avlpwmovg), tote Géoe tn petofinty idle oe false kar perapépoov aro exduevo animation zo omoio

kaBopiotnie omo Tov animator.
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AvoTuy®G dev £x® EMTUYEL TV TANPN ATOPLYN GVYKPOLGNS TOV avOpOT®V pe o (oo Kot
Yo ovT6 10 AOyo péca otnv mOAN o KuKAo@opovv pepikol Kot Oyt 6Aol ot dvOpwmmol
EKTEMDVTOG TIG OLAQOPES EPYGIE TOV TOVG £xovV avotedel amd to mponyovpevo project. Ot
TPOCTAOEIEG KOl Ol TPOCEYYIGEIS OV €iyo Kdvel NTav TOAAEG OAAG TapOAd avTd Kot Adyo
YPOVOL deV TO £Xm MITUYEL. XTO Project pov Ha TOPOLGIICH TV GLUTEPLPOPA TOV [OOV
OAANAETOPDOVTAG LETAED TOVG.

Onog &xm avagépel kKot mo mhvo o€ kdbe emaen tov collider tov emptyGameObject pe 1o
dAoyo ot k6teg Ba KiynBovV pakpild amopevyovtag 10 dAoYo, Evd avtd akolovmg Ba kivnOel
paxpid. To 1010 Ba cvuPel og kdbe emaEr] TV dVo GAAWV aAdY®V omdTe TOo KABe Eva Ba
aKOAOVONGEL TV TOPEiD TOL GOUP®VO UE TO TL £xEl KabopioTtel oTov animator tov kabe evog.

Onog &y eEnynoet 6€ mo Thvo LIOKEPAANLO Ta LOVTEAN KaTeLOHVOoVTaL TPOS TOL oMpEia Ta
onoio kabopilw pe to transform.position. 'Etot 610 kdbe dAlo onueio, To onoio pmopei va
gtvar éva Papéh and v ayopd, éva doyeio, Eva dévipo, avaribetar Evag collider étol wote
va kaBopilovrtal ot emaxodlovbeg evépyeteg tov (dwv. o mtapddetypa to dAoyo Jenn dtav
eBdcel oto PapéAt oty dxpn ™ ayopds Oo aAAGEEL GUUTEPLPOPE EKTEADVTOG GAAML

animations 6nwg sniff, eat, 0o aALa&etl katevBuvon kar Oo KivnOel Tpog Ta dévpa.

2yniua 5.4.2: Sphere Collider oto fapéli oty ayopd.

To 1610 cvuPaivel ota kopakio. Otav eOdcovv 6to Tydadt Ba yiver collision pe to Sphere
Collider tov anyadiod émov kot Oa avabéoet ) petapinty isFlying oe false. 'Etot ta kopdxia
Bo exteléoovv 1o landing animation tovg kot Oa mpooyeiwBovv o610 £80poc. Onmg &y
eENyNoel Kot o TAve To Kopaxt amd ) peptd mwov mAncidlel to dhoyo Oa avtinebdel to

collision pagi Tov ko Oa katevBvVOel Tpog Tar AAAL dVO KOPAKLa.
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2ynua 5.4.3: To collider aro mnyaor.

5.5 Tree Creator

To Unity npoceépet Eva epyadeio dnpovpyiog dévipmv, to Tree Creator.
e k00e Ppa TpoohHETelc Eva-Eva KOUUATL QTAVOVTOG GTAOOKA
010 TeMKO amotéleoua. [ apyn onovpyeitor o KOprog cTov
omoio kaBopilelg to péyebog tov oe Vyog ko mhyoc. IToAv
ONUOVTIKO avaAoya LE TO €100 TOL SEVTPOL Elval TO GYNUA TNG
Baong tov koppov, 160 KukAkds Ba givarl 1 OG0 KAUTLA®TOG
OAAGQ KOl 0 KOPUOS OAOKANPOS OGO AVY16TOG, OGO €VOVS Kot

1660 KapmuAwtds. Enduevo Prpa mpwv v mpocstnin kiadimv

elvar m ONAwon tov texture, dnA. to ypOMO Kot GYESO0 TOV
KOpPLOV. Zynua 5.5.1: Texture yia mevko.
[IpocOétovtag to KAadd oto enduevo Prina kabopilelg kot miAl To texture, méco peydia M
w660 Kovtd Oa eival, méco icla | OG0 Avylotd, OnmG emiong T cLYVOTNTA TOLG (TOGA
KAad1d) kor ) dtdtaén toug mave oto kopud. H didtaén tovg pmopei vo eivor random,
whorled, alternate, opposite. Méow ¢ didtaéng kabopilelg péca and ypapikés TopucTicelg
10 1660 YNAQ mhve otov Kopud Ba dratayBovv, v yovid kAiong toug, ONA. TG0 YynAd 1

660 YounAd O KAivovtat.

Tehevtaio Prpa etvar n Tpoohnkn T@v eOAA®Y. Kot tdh kaBopilelg T cvyvotnTa TOLG Kot

TOV TPOTO O14TaENG TOVG TAVH 6TA KAAOLH, KaBmg emiong To puéyebog Kot v KAion Tovg.
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Katd v mapaymyn e ovkiae éxo ypnoiomomost évo étoyo texture tov Unity yia tov
KOpUO Kot To KAadwd. T Tor OAAG €X® OLOUOPPDOCEL HLoL EIKOVOL
OV  OVOTOPLOTOVCE  €vo. QUAAO OLKWIG Kol KOPovtag To
neplypappd g optmvetor oto Unity.

Méoo and o Unity 1 eotoypapio yiveton transparent, kot pe t

dnuovpyia evog material dnuiovpyeitar 1n AVOTOPAGTACT TOL

@OALOV.

Zynuo 5.5.2: Tehiko oynuo ovkiag.

Kotd v mopaymynq tov Kumaptocstod SV NTavV omapaitntn 1 Tpochnkm
eVAL®V 0oy to material tov OAL®V amd udvo tov amotereito amd KA
Kot QOAAD KUTOPIGGL0V. YWYmvovtag to KAadd 060 Mo ynid Mrtav
duvatdv va avefoiv ko pe po. whorled dudtaén mpoonddnoa va metdym

TO KOADTEPO OLVATO OTOTEAEGLOL Y10 AMEIKOVIOT] EVOG KUTTAPLGGLOV.

£ vy - o

Zynuo 5.5.3: Tehiko oynuo komopiooiod.
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Méoo ota mlaicla Tov project ywo mepiocdtepn PEOMOTIKOTNTA £X® TPOGHESEL KOl TIG
ETOLUEC QOWVIKIEG TTOV TpooPépeL To Unity. Emiong &y dnuiovpynoet éva €idog 6€vipov yio

OLOPPLA divovTag TEPIGGHTEPO TPAGIVO GTO TEPIPAALOV.

Téhog, oe kGOe Koppdtt dévipov vmdpyel n emloyn mpocHnkng avepov kabopilovtog to
1660 duvatd o Kvobvtal Ta KAadLd, 0 Kopudg 1 Ta @UALA, oo™ KAion Ba £xovv kot TOGO

évtovo Ba gtvat 1o Ayiopa Kot KOOV TOVG.
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Yopunepdopota

6.1 Anoteléopata 54
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6.1 AnoteréopaTo

2ynuo 6.1: H wodn amo ynla.

2o 6.2: Kotovieg ko dhoyo péoa atnv avdij (Pdon 17).
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Zyniuo 6.5: Kotovles kot dloyo uéao. otnv ayopd. (Pdon 1n).

N
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2ynua 6.7: Kotobles kau dloyo uéoa oty ayopa (Paon 3n).
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2ynuo. 6.8: Kowfﬂeg Kai GAoyo uéoa otnv ayopa. ( Q5o'c017-417).

Zynue 6.10: Aloyo Emily(deéid) kar dloyo Jenn(apiotepd), aon 21.
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2yniua 6.12: Aloyo Emily(apiotepd) kor dloyo Jenn(oeia), @aon 4y.
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Zynua 6.14: Aloyo Emily(deid) kou droyo Jenn(opiotepa), Pdon 61.
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2ynuo 6.17: Kopdxia, @aon 3"
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2ynua 6.20: Kopdxt - Aloyo, ®don 5"

Mduwoc 2014
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2xnuo. 6.22: Avlpwmog — ALoyo K1voduEvol amo To ypHoth OVOUESO. OTA KTIPLO. mg ;réing.

2ynuo 6.23: AvBpwmog — ALoyo kivovuevor amo to ypnotn (trot).

63
Mdwog 2014



6.2 Evtun®oeig oo ypioTeS

Méoo ota miaicwo ™G afloAdynong MOV OmOTEAOVGE 1) EUTAOKY] OLAPOP®V YPNOTOV
AOOTIAOVTOG £TC1 EVIVITMOELC KO OTOYELS Y10l TN PEOAMOTIKOTN T TOL Project.

Ot ypnotec NTav £vag eottnTg Kot pio podntplo Avkeiov.

[Tio moAAY evBovoilacud €6eiée N padNTPL. POV TPAOTN POPA €PYOTOV GE EMOPN UE €val
tét010 TePPAAAov. Ot KIVAGEIS KOl Ol GUUTEPLPOPES TV (O®V TS AvnKaV TOAD
PEAMOTIKEG KOl Opopees. Otav ™ 000nke 1 evkoupio vo Kviioel amd To TANKTPOAOYLO TO
dAoyo pe tov avBpwmo g £dmoe TV evivmmon 0Tt Enoule £va moryvidl. Ot TapatnpNoELS TG
He GONcAV Vo OKEPTM TEPIGGOTEPES EVEPYELES OV Bl HopoVoe Vo EYEL TO AAOYO OTIMG Yo
Topadetypa va Kivnbel mo ypriyopa ekteddvtag aGAio animation.

EvBovcloopd kot ikavomoinom and avtd mov EfAene €d€1Ee Kot o gortntig. Tpéyovtag 1o
oy Vidl amd 10 TANKTPOAGYIO UE TN GEPA TOV TAPATHPNCE OTL TO. LOVTEAD UTOPOVCHV VL
nepacovy péoca omd To KTipo. Avté givon €vag mapdyoviag o omoiog mpOTEVE 1
ocvpportnTpia pov Kolvyo yio pedhovikn Beitioon kot Katt o onoio Oa mpoteive kot £YO.
Ot KIVIoELg Kat 01 GLUTEPLPOPES TV OOV TOV PAVINKAY TOAD PEAAICTIKEG KLpimg 1 Kivon
TOV KOTOV HOKPLE OTov TTANGINce TO GAOYO Kol Ol OVIWOPACELS TOV VO OAOY®OV OTOV

mAnciocav o évag Tov GAAO.

6.3 Mellovtikn dovAisia

Me ) oglpd LoV €YD AOTOV TOPATPNGO KATOEG CLUTEPLUPOPES TTOL OV UTOPEGA EYD VO
eMTOY® Kot KATOEG Aertovpyieg mov Ba pmopodoay va Tpocstefovv and Kémolo GAAO oY
01 otoieg deVv MoV LECH OTIG OIKEG OV OPLLOOTOTNTEC.

HEekvavtag, evoppive TNV KOTOCKELT] TEPIGGOTEP®V HOVTEA®V (OOV amd KATO10 apUoOdlo
O GKOAOLG, YaId0VpLa KOl KAPNAES £TGL MOTE £vag AAAOG QOLTNTAG VO LTOPEGEL VAL ODCEL
neplocOTEP (N ot MOAN Kot mEPocdtepeg Aesttovpyieg ota (do. o umopovce va
npooctebel éva Kdpo 10 omoio Ba Kivel éva yaidoOpt 1 Eva AAOYO HETAPEPOVTAS TPOPLL GTNV
ayopd. Emiong, av eivor epiktd, kadd Oa ftov 1 amopuyn cOYKPOLGNS TOV HOVIEA®V LLE TO
KTipo.

Tavtdypova 1 TPooHNkn ki GAA®V CLUTEPIPOPDOV o©TO. NN vrdpyovta (o Bo €dtve

TEPLGGATEPO PEAAMGLO GTY) TTOAN.
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