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MNEPINAHWH

H TTapoloca SITTAwWPATIKA Epyacdia £XEl GTOXO T KATAOKEUR MIag TTOANG n oTToia £xel dnuioupynBei
01a0IKOOTIKA PE TN XPAON OUVAMIKWY PEBGdwV KaTtaokeung. Me tnv Bonbeia Tng TTAATEOpPUAG
avartruéng Unity3D, Ba yivel N TTpOGOM0iwan Twv AEITOUPYIWVY HIAG TTPAYHATIKNAG TTOANG, TOOO O€
OTOMIKO €TTITTEDO, WE TNV ETTEEAYNON KAI TNV UAOTTOINGN TWV AVAYKWY VOGS avBpwITou OTTWG TPO®N
Kal oTEyn, TwV dIadIKOCIWY TTOU aKoAouBei o€ KaBnuepivr BAan, OTTWG YETOKIVNON TTPOG KAl aTTO
TNV €pyacia r Tnv oiia, Kabwg Kal 0€ KOIVWVIKO ETTITTEd0, PE TNV KATAOKEUR TNG £vvolag
«OIKOYEVEIaY» TTPOYPAUUATIOTIKG yia Tn dnuioupyia eTTAQWY PETALU TWV PMEAWV TNG OIKOYEVEIAS 1
TNV dnMIoupyia oxEoewv o€ ETTAYYEAPATIKO XWpPO, 600 Kal TNV €I0aywyh KATAAANAWY POVTEAWV
XOPOKTNPIOTIKWYV £VOG avBpwTrou 6TTwg 10 poviéAo OCEAN, yia Tnv akpifi avarrapdoTtaon Twv
aAANAeTIdpdoewy PETAEU TWV aTOUWYV OTN TTOAN.

H &imAwpaTiky epyacia ulotroieital yia 10 [pdypaupa MeTamTuxiaKwy ZTTOUdWY TOU
MavemmoTnuiou Melpaiwg.
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ABSTRACT

This thesis’ aim is the construction of a procedurally generated city using dynamic construction
methods. With the help of the Unity3D development platform, a realistic city will be created with
the use of simulative methods, at an individual level, with the explanation and implementation of
a person's needs such as food and shelter, the procedures he/she follows on a daily basis, such
as movement to and from work or home, as well as at the social level, by constructing the concept
of "family" programmatically to create bonds between family members or create relationships in
a professional area, as well as introducing appropriate scientific models of a person's
characteristics such as OCEAN model, to accurately represent the interactions between
individuals in the city.

The thesis is being implemented for the Master's Program of the University of Piraeus.

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
Kal xprion Tou poviéAdou OCEAN og Unity3D



MeTaTrTuyiaknf AlaTpiBA MoAuxpovng Mewpyiog

1. EIZArQrH

1.1. Tevika

lNa va KaTaoTei TTPAyPaToTTOICIUN N UAOTTOINGN TOU OTOXOU TTOU QAVOQEPETAI OTOV TITAO TNG
OIMMAWMATIKAG epyaaiag, XpelddeTal va yivel N atrapaitnTn TTPOETOIJACIa 0€ BewPNTIKO ETTITTEO0
WoTe va katavonBouv TTARpwG o1 BIadIKaTIES Kal oI OpOAOYieG, OTTWG KAl va Yivel N eTTEENyNON Twv
010pOpwvV epyaAeiwv kKal pEowv uhotroinong tTou Ba XpnoipotroinBouv. MapakdTw Ba yivel n
ava@opd Kal n ETEEAYNON TV PACIKWY OPICHWY WOTE VO KATAOKEUAOTEN Jia TTOAN S108IKACTIKA
ME TN XPrion KaTAAANAa diapoppwuévwy PeBddwv Kal va yivel n TTpPOCOU0iwan YIaG KOIVWViag.

1.2. A1adikaoTiIK dnuIoupyia

O 6pog «AladikaoTIKA Anpioupyiax eival atTeuBeiag peTd@paacn Tou ayyAikou épou «Procedural
Generationy. Alaxwpifovtag Tov 6po, n A£En «AIadIKaaTIKA» TrEPIypA®el Tn diepyaagia TTou
uttoAoyilel pia opiopévn ouvapTnon, evw N «Anuioupyia» Tnv uAoTToinon TNG. ZUVOUAOTIKE, O
6pog TTEPIYPAQEl Jia opliopévn pEBOdO n oTroia dnuIoupyei dedopéva yia Mia CUYKEKPIMEVN
Aeitoupyia. Bpiokel eupeia xprion otov Topéa TnG MNMANPO@OPIKAG, 1IBIAITEPA GTOV TOPEA TWV
Bivreotraixvidiwy, é1mmou cuvdudlovTag aToixeia r govréAa kal avahoyoug aAyopiBuoug padi pe
uAoTToiNoN MIOG YEVVATPIAG TUXQIOTNTOG, YIVETAI EQIKTH N TTAPAYWYN HOVTEAWV Kal SEQOPEVWYV UE
TapoAAayEG  Kal  Tuxaieg oTTOKAgioel | YETOROAEG Twv  poviéAwv, Oivovtag €101 TNV
«yeudaiodnaon» NG dSIAPOPETIKOTNTAG OE £vav XWPO I TNV dnuioupyia Tuxaiwv cuuBaviwy, evw
TTapdAAnAa eAaxioToTTolEl TNV avAyKn OnUIoUPYIag VEWV HOVTEAWY ATTO avBPWITTOUG, HEIWVOVTOG
OTTOTEAECUATIKA TO CUVOAIKO XpSdvo UAOTTOINONG KABWGS KAl TO GUVOAIKG XWPEO TTOU KATAAAUBAVEI
MIa uAoTroinon emeldr) Xpnoigotroicital n idia Baon. H mapaywyn ovopddletal «AuvauikA
TTapaywyr», evw 1o atrotéAeopa pe aut) n diadikacia ovopddetal «Auvapikd TTapayoueva
povTéda». O 6pog ouxvd ouyyxéetal pe Tov 6po «Auvauikdg poypaupatioyos» O OTToiog
ava@EPETAl 0TNV UTTOAOYIOTIKA péBodo eTTiAuong TTpoBANudTWV.

Eikéva 1: diadikaoTik) dnuioupyia dévdpwv, en.wikipedia.org/wiki/Procedural_generation
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MNa Ttnv Tepimrwon TG dIMmAwpatikAg epyaciag, n Xphon Tng «AIadIKaoTIKAG
Anuioupyiag» OTTOOKOTIEI OTNV KOTAOKEUR TOU KOOPoOU — TIOANG, Twv avlpwITopopOwv
XOPAKTAPWY, TWV XOPAKTNPICTIKWY Tou povTéAou OCEAN T10 otroio 6a avaAUoouue TTapakdaTw,
KaBwg Kal To oUoTAUA TTAOAYNONG TWV XOPAKTAPWY TNV TTOAN.

1.3. H évvoia TnG mMpooopoiwong

O 6pog «lMpooopoiwan» xapakTneiel TNV avammapdoTacn AsiToupyiag evog GUCTAUATOS A MIAG
01a0IKagiag. XPNOIKMOTIoIWVTAG MOVTEAA Ta OTToia TTEPIYPA@OUV KAl OTTOTUTTWVOUV BaciKd
XOPOKTNPIOTIKA Kal O0edopéva KOBWGS Kal CUUTTEPIQPOP], TTaPAyouv aTToTEAéOHATA yia TO
OUYKEKPIPNEVO POVTEAO O€ Ooxéon PE TNV €i0000 TwV dedopévwy. XPNOIUOTIOIEITAlI EUPEWS OTOV
TEXVOAOYIKO TOpEa yia Tnv avdAucn, TO OUuvTOVvIOPO Kal Tn BeATioToTroinon amodoong, Tnv
TTapaywyr] Kai Tov €AEyX0 OUCTNUATWY AOQAAEIag aTov Epyaciakd Topéa, TV SOKIWN, TNV uaénaon
Kal Ta BivreoTraixvidia. ETiong, xpnoIYOTTOIEITAI OTOV ETMIOTNHOVIKO TOPEX VIO TNV JOVTEAOTTOINON
QUOIKWV ) TEXVNTWV CUCTNPATWY WOTE va JEAETNOET N AcIToupyia Toug, OTTWG Kal OTOV OIKOVOMIKO
TOpEQ PE TNV TTAPAYWYI) ATTOTEAEOUATWY OTNV OIKOVopia Bpaxuxpovia A pakpoxpovia.

Quoikd, n TTpocouoiwon TEPa amo AUCEIG, TTePIEXEl Kal TTpoPARuaTta. H atoTuxia
€0pEDONG KAl XpAONG EyKupwyv ded0UEVWV KABWG Kal N xpron 6€douévwy TTou gival NUITEAR i dev
O01aTdooovVTal APUOVIKA WE Tn AEIToupyia Tou POVTEAOU €xEl WG ATTOTEAECUA TNV TTapaywyn
AavBaopévwy atroteAeoudTtwy. Emmiong, avefdptnta amd tnv moidtnTa Twv Oedouévwy,
TEPITTITWOEIG WN  ATTOTEAEOUATIKWY  OAyopiBuwv 13 oAyopiBuwv 10U &gV KAAUTITOUV
QTTOTEAEOUATIKA TO QACUA TWV TTEPITITWOEWY XPAONG N N TUXOV QUEAEIQ TWV ETTITITWOEWY TTOU
TTapdyovTal TAUTOXPOVd, UTTOPOoUY va 00NYACOUV O€ TTPAYHATIKA TTPORAAUATA KATA TNV EQAPUOYNA
TWV SIOSIKACIWY OE TTEPITITWAON TTOU AUuTd XPNOIYoTToINBoUV XWwpEIiG To avaAoyo £TTAVEAEYXO TOU
MovTéAOU PEoW OIaBIKACIWY YIa TNV ETTAARBEUCN Kal ETTIKUPWON TOU apXIKOU JOVTEAOU.

Mapduoiog 6pog pe TNV «lpocopoiwaon» (Simulation) atroteAei n  «EEopoiwon»
(Emulation). EidikoTepa, oTov Topéa TNG MANPOYOPIKAG, N TTPOCOUO0IWGN OTTOTEAE TOV TPOTTO
OOKIMWV AOYIOUIKOU YIa TNV TTapaywyr aTTOTEAEOUATWY Kal dedoPEVwY Yia TNV d16pBwan A TV
BeATioTOTTOINON CUCTNPATWY XPNOIMOTTOILWVTAG Eva TTEPIBAAAOV pE PETABANTEG AoyIoUIKOU péoa
OTO OTT0i0 B BOKIPACTEI TO AOYIOUIKO TTOU £XEI OPICEI O TIPOYPAPMATIOTAS — HNXAVIKOG AOYIOHIKOU.
O £EoOIWTAG eTTIXEIPET VA PIUNBET TO TEAIKO ouoTna TTou Ba KATAANEEI JEAAOVTIKA TO DOKIPAGCTIKO
Aoyiopikd oe emimedo UAIKoU. ZuvhBwg, évag eEopoiwTAg ypdoeeTal o yAwooa Assembly, o€
avTiBeon PE TOUG TTPOCOUOIWTEG TTOU AEITOUPYOUV XWPIG TNV Piunon UAIKOU Kal PTropouv va
ypa@ToUuv o€ uwnAou eTTITTESOU YAWOTEG TTPOYPAPUATIOUOU.

1.4. To povrélo OCEAN

To poviého OCEAN aTtroTeAei TTpoidv wuyxoAoyiag yia Tnv TTEPIYPAPA XAPAKTNPIOTIKWY TNG
TTPOOWTTIKATATAG. XuvavTdTtal Kal ye TV ovopacia “Big Five Traits” kal dnuioupyrnbnke yia tnv
Karavonon tng oxéong TNG TTPOCWTTIKOTNTAG PE TNV AKAdNMPAIKY IKAVOTATA KAl CUUTTEPIPOPA.
Opiotnke ammd avegdptnTa oUVOAA €pEUVNTWYV TIOU XPNOIUOTTOINCAV TTapayovTiKA avaAuon
AEKTIKWV TTEPIYPAPIKWV TTAPAYOVTWY TNG avBpwTTivng oupuTrepIPopds. H peAéTn Eekivnoe atro Tig
OXEOEIG PETAGU £vOG OUVOAOU AEKTIKWV TTEPIYPAPWY, OXETICOPEVEG PE BIOKPITA XOPAKTNPIOTIKA
TTPOOWTTIKATATAG. £TN CUVEXEIA EYIVE PEiWON Tou TTABouUG KaTd 5-10 QopéEg Kal XpNoIPoTToIRenke
N TOPAYOVTIKI] avaAuon yia Tnv opadotroinon TwvV XOPAKTNPIOTIKWY HE €pwTNUATOASYIO
autoava@opdg Kai avtioToixn agioAdynon, TTPOKEINEVOU VA BPOUV TOUG UTTOKEIUEVOUG TTOPAYOVTEG
NG TTPOCWTTIKOTNTAG.

To apxikéd povrédo TTpowdriBnke atrd Tov Ernest Tupes kai Tov Raymond Christal 1o 1961,
aAAG aTTETUXE OTNV TTPOCEYYION TNG aKAdNUAIKAG KoIVOTNTAG péX P! TN dekaeTia Tou 1980. To 1990
0 J.M. Digman 1powBnoe 10 POVTEAO TTPOOWTTIKOTNTAG TTEVTE TTapayoviwy Tou (Five Figure
Model), To oTroio o Lewis Goldberg eTékTeive aTo UPNASTEPO ETTITTEDO OPYAVWONG. AUTA TA TTEVTE
yevika Tredia €xouv PBpedei OTI TTEPIEXOUV Kal UTTOKABIOTOUV TA TTIO YVWOTA XOPOKTNPIOTIKA
TTPOOWTTIKOTNTAG Kal Bswpeital 6Tl avTITTpoowTreEUoUV Tn Bacikr) doun yia 6Aa Ta XOPOKTNPIOTIKA
NG TTPOCWTTIKOTNTAG.
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MNa Tnv AgCIAoyikr uttdBeon oTn Bewpia TNG TTPOCWTTIKOTATAG EPYACTNKAV TOUAAXIOTOV
TEOOEPA OUVOAD EpEUVNTWYV O€ aveEAPTNTO BaBud Og UPOG DEKAETIWV KAl EVTOTTIOAV YEVIKA TOUG
idloug tévte TTapdyovteg. Apxiké ol Tupes kai Christal, otn ouvéxeia o Goldberg oto EpeuvnTikd
IvoTitouto Tou Opeykov,, o Cattell oto MavemoTtrAuio Tou IAivéIg, kai o Costa kai McCrae. Autd
Ta TE00EPa OUVOAQ EpEUVNTWV, XPNOIYOTToINCAaV SIAQOPETIKEG HEBOBOUG yia va KataAAgouv oTa
TTEVTE PACIKA XOPAKTNPIOTIKA, JE ATTOTEAEGUA VO UTTAPXOUV SIOQOPOTTOINCEIG TNV OVOUATia Kal
TOV OPICUO TOU KABe xapakTnpioTikd. QoT1éo0, 0Aa £xouv Bpedei 0TI aAAnAooxeTiCovtal PETAEU
TOUG O€ peydAo Babud.

KaBe €va amd 1o TTEVTE POOCIKA XOPOKTNPIOTIKA Trepiéxel Ouo évvoleg dppnta
ouvoedepEvEG PETOEU TOUG, OI OTTOIEG AVTITTIPOCWTTEUOUV Ta AKPA TOU BACIKOU XAPOKTNPIOTIKOU.
EmmAéov, Babuoloyia evog XapakTnpioTIKOU KOVTA OTO OUBETEPO @aiveTal va opiel Tov
XOPOKTApa TOU aTOPou Kovid OT0 «AdIGQOopo», O Oxéon TAVIA UE TOV OPICPSG Tou
XOPAKTNPIOTIKOU, YE ATTOTEAECHUA ATOPA HE QUTA TO XAPOKTNPIOTIKA va YTTOpoUV Va OpICTOUV WG
TIPOCAPUOCTIKA, HETPIO Kal AOYIKA 1 akOun Kal aveEnynta, OuaKoAovonTa Kal UTTOAOYICTIKA.
Avag@opikd, autd ivai:

e Openness to experience (Intellect — Openness)

e Conscientiousness (Industriousness — Orderliness)
e Extraversion (Enthusiasm — Assertiveness)

e Agreeableness (Compassion — Politeness)

¢ Neuroticism (Volatility — Withdrawal)
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\ ;
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’/ .,\‘ ~ Y \
Neuroticism j (?onsmen-

\ ) ( tiousness
\ 7 4 3 A //l
\\ / :
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Eikéva 2: Ta mévre XOPOKTNPIOTIKA

Mo ouykekpiyéva, To KABE XAPAKTNPIOTIKO £XEI TOUG TTAPAKATW OPIGHOUG:

Openness to experience

To xapaktnpIioTIKG «Openness» opidel TN YEVIKA eKTiunon yia Tnv T€Xvn, To ouvaiobnua, tnv
TTEPITTETEIA, TIG ACUVABIOTEG IBEEG, TN QAVTOCIa KAl TNV TTOIKIAIa TNV amokTnon eutreipiwy. Ol
AvBpwTTOI TTOU Eival avoIKTOI TNV eUTTEIpia ival diavonTiKa TTEPIEPYOI, AVOIKTOI 0T guvaloBiuaTa
Kal TTpoBupol va dokiydoouv véa TTpdyuata. Teivouv va gival 1o dnuIoupyIkoi Kai o mavé va
£€XOUV QVTICUUBOATIKEG TTETTOIONCEIG, €VW UTTAPXEl MEYOAUTEPN TOAVOTNTA VA €UPAVIoOUV
ETMIKIVOUVN CUUTTEPIPOPA ETTIOIKOVTAG TNV QUTOTTPAYUATWON PE EVIOVEG EUTTEIPIEG. AVTIBETWG,
€KEIVOI PE XaunAR dla@Aveia €TTIOIKOUV va KEPDIOOUV TNV OAOKApwan PECW TNG ETTIMOVAG,
XOPOKTNPiovTal TTPAYHUATIOTEG KAl Baciouévol oTa Oedouéva, evw BewpouvTal dOyUaTIKOi Kal
KAgioToi. Mapapével KATTola dla@wvia OXETIKA PE TO TTWG VO EpUNVEUBED Kal va evowpatweei o
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TTapdyovTag TnG dIaPavelag, KaBwg utrdpxel EAAEIPN BIOAOYIKNG UTTOOTHPIENG VIO TO GUYKEKPIPEVO
XopakTNPIoTIKG. H «AvoixtotnTa» &ev €xXel BEIEEI ONUAVTIKI) CUOYXETION O€ KATTOIO TTEPIOXN TOU
eyKeEQAAou o€ avtiBeon pe Ta umTOAoITTa XapakTnpioTikG. [MBavég TTpoTAoElg ol OTToiEg
XPNOIMOTTOIOUVTAl YIO TO XOPAKTNPIOTIKG gival: «Exw uttepBoAikd {wvTtavh gavtaciar, «eiyal
YPIyopOog GTNV KATavonony», «XPNOINOTToIW SUOKOAEG AEEEIGH, «EXW TTOAAEG 10€€C». AvTioTpo®a,
yla 10 &AAO GKPO, XpnoiyoTroloUvtal TTPOTACEIG OTTWG: «EXw OUOKOAIa oTnv Katavonon
a@nENUEVWY IBEWV» i «BeV €XW KAAR/OUVATA @avTagioy.

Conscientiousness

Q¢ «Conscientiousness» opifetal n Tdon Twv avBpwTTwyv va emodeikviouv auTtotreiBapxia, va
gevepyoUv pe utreuBuvoéTnTa KOl va €TMIOIKOUV TNV ETTITEUEN £VaVTl PETPWV 1 €CWTEPIKWV
TTPOOBOKIWY. ZXETICETAI PE TOV TPOTIO PE TOv OTToio o1 AvBpwTtrol eAéyxouv, pubuidouv Kai
KateuBuvouv TIG Trapopunoelg Toug. H uwnAfl «Euocuveidnoio» ouyxvd ekAapBaveralr wg
TTEIOPATAPNG KAl OUYKEVTPWHEVOGS. H xaunAn eucuveidnoia ouvdéetal ue TNV gueAiia kal Tov
auBopunTIoud, aAA& uTTopEl €TTIONG va EU@AVIOTE WG TTPOXEIPOTNTA A EAAEIWn agloTTIOTIOG.
AvdAoya e TOV XAPOKTAPA, TO XOPAKTNPIOTIKO €P@avieTal va TTEQIYPAQEI TNV TTPOTIWNON Yid
TTIPOYPOUUATIONEVN KAl OXI auBdpunTn cuuTTEPIPOPd. MpdKeITal yia £€va XapaKTNPIOTIKO TO OTToio
£XEl YEVIKA augnuévo pEoo €TTiTEdO O€ NAIKIEG TOU €UPOUG VEAPWY EVNAIKWY KAl GTN GUVEXEIQ
pelwveTal YeTagl Tou NAIKIOKOU €0poug Twv NAIKIWUEVWY, PE TNV avTioToixn aufnon Tng
«Epyatikétnrag». MiBavég TTPOTATEIG 01 OTTOIEG XPNOIYOTTOIOUVTAI VIO TO XOPOKTNPIOTIKG €ival:
«Eipal ravra mrpogToipacuévogy, «Mpooéxw Tig AeTrTopépeieg ae ueydAo Babuod», «Mou apéaoel n
oeIpd», « AKOAOUBW TTAVTA TTPOYPAUMAY K.A.. AVTIOTPO®A, «A@AVW Ta TTPAYUATA Jou TPIyUpw,
«ZuvRBwg exvaw va BAAw Ta TTpdyPaTa Jou aTn BEan TTou ATAVY K.a..

Extraversion

Qg «Extraversion» xapaktnpietal 10 e0POG TWV dPACTNPIOTATWY 0€ axéon Pe 1o BA60g Toug, TNV
£€€apan atmd eEwTepikéG OpaaTNPIOTNTEG KAl TN dnuIoupyia evépyelag Pe eEwyeveic TpoTTOUG. To
XOPOKTNPIOTIKG opifeTal ammd Tnv €viovn OE0pPEUCn PE TOV €EWTEPIKO KOOMO. O1 eEwaTpepeic
atroAaufBavouv TNV aAAnAeTTidpacn Toug PE TOug avBpwTToug Kal ouyxvé BewpouvTal YEUATOI
evépyela. Teivouv va gival evBouoiwdn aTopa, Pe TTPOooavaToAIoUS oTn dpdon. AlaBETouV UWNAN
opadikr opatdTNTA, TOUG ApPECEl va JIAGVE Kal va BIEKBIKOUV TOV £aUTO TOUG. Ta dToua auTd PTTopEi
va eP@avifovTal TTIo KUpiapxa 0€ KOIVWVIKA TTEPIBAAAOVTA, O€ avTIBEDN E TA ECWOTPEPN ATOMA.
Ta e0WaTPEPN ATOPA £XOUV XAUNAOGTEPN KOIVWVIKK OETEUCN O€ OXEON UE Ta EEWOTPEQPN. Teivouv
va @aivovtal AoUXOoIl, XauNAWY TOVWYV Kal AlyOTEPO EUTTAEKOPEVOI OTO KOIVWVIKG TTEPIBAAAOV.
MapdAa autd, n EAAEIWN KOIVWVIKAG EUTTAOKAG Oev TTPETTEI v EPUNVEUETAI WG VIPOTTAASTNTA N
KatdOAIpn. AvriBeta, opifovtal 1o €UKOAO wg “avedptnTol” a1rd TO KOIVWVIKO TOUG KOOUO.
Xpeidlovtal Aiyétepn OlEyepan Kal TTEPITOOTEPO XPOVO WOVOI TOUG, XWPIg autd va onuaivel ot
gival exOpIKoi 1l avTIKoIVwVIKoi. AvTiBeTa, gival ETTIGUAOKTIKOI O€ KOIVWVIKEG KATAOTAOEIG. [iBavég
TTPOTACEIG 01 OTTOIEG XPNOIPoTToIoUvVTal gival: «Eipal n wr Tou TapTI», «NIwbw dvera avdusoa
o€ GAAOUG aVOPWTTOUGY, «OU OPETEI VA EEKIVAW TUVOUINIEGY, «DEV E TTEIPACE! VA Eipal TO KEVTPO
NG TTPOCOXNG». AVTIOTPOPA, YIO TOUG E0WOTPEPEIG: «Ag PIAGW TTOAU», «Oev POU Opéoel va
TPABAW TN TTPOCOXHA», «Eiudl OUXOG UTTPOOTA GE AYVWOTOUGY.

Agreeableness

To xapaktnpIoTIKG TNG « TePTTVOTNTAG» AVTaVOKAG TIG ATOMIKEG DIOPOPEG OTN YEVIKA PEPIUVA TOU
TANBUCPOU Kal TNV KoIvwVIKA apuovia. Ta euyevikd (Politeness) dtoua ekTigouv T guvevvonon
ME TOoug AGAAoug. Eival yevikd SIAKPITIKOI, EUYEVIKOI, YEVVAIOdWPOI, £UTTIOTOI KAl EUTTIOTEUCIYOL,
€EUTTNPETIKOI KAl TTPGBUPOI va CUNBIBACOUV T CUPPEPOVTA TOUG O€ OXEON KE TOUG YUpw Toug. O1
EUYEVIKOI AVOpWTTOI €X0UV €TTIONG PIA QICIGdOEN GTTOWN YIa TV avBpwTTIvn @Uon. AvTIBETWG, Ta
duodpeoTta dropa BAZouv TO TTPOCWTTIKG CUUGEPOV TOUG TTAVW aTTd TNV IKAvOTNTA ouvUTTapéng
TOUG PE TOUG AANoUG. Tevikd, dev evdla@épovTal yia TNV euNPEPia Twv GAAwV Kal gival AiyéTepo
mBOavé va alAnAoemmidpdoouv pe dAAoug avBpwtToug. MepIKEG POPEG, O OKETTTIKIOUOG TOUG YId TA
KivnTpa Twv AAAWV Toug KaBioTd KayxUTTOTITOUG, eXOPIKOUG Kal N GUVEPYAGIUOUG, EVW PTTOPOUV
va BewpnBouv €pICTIKA i avagloTaTa.
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H «Euyéveia» eivar éva koivwvikd XapaktnpioTikd. Or épeuveg €xouv O¢giel 6T n
OUM@INIwoN KATTOIOU CUOXETICETAI BETIKA PE TNV TTOIOTNTA TWV OXECEWV PE Ta PHEAN TNG OPAdag
TOU, eV TTPORAETTOUV TNV avAdEIEN TwV ATONWY O€ BECEIG NYETIKOU XOPAKTPA KAl TNV EUPAVH
Evoeign Tapopoiwy degloTATWY. AvTiBeTa, n TeptrvoTnTa €X€1 BPeOEi OTI OXETICETAI OPVNTIKA PE TN
OUVAAAGKTIKA nyeoia oTov oTpaTtd, cUNQWVA JE UEAETN TTOU £yIve O€ aolaTik® oTpaTtd, OT1Tou
Bpébnke TTWG apxnyoi pe uwnAr PaBuoloyia TepTVOTNTAG €ixav xaunAi BaBuoloyia oTig
METAOXNUATIOTIKEG NYETIKEG OEEIOTNTEG. MMIBaVEG TTIPOTACEIG 01 OTTOIEG XPNaIKoTToIoUVTal Eival: «Me
€vOIA@EPOUV Ol UTTOAOITTOI AVOPWTTOI», «VIWOW Ta GUVAICOANATA TWV UTTOACITTWVY, «KAVW TOUG
yUpw pou va aioBdavovtal aveta». AvTiOTpo@a, ATOMA MPE XAWNAR TEPTTVOTNTA CUUQWVOUV
TTEPICOOTEPO WE TIG TIPOTACEIG: «Agv PE eVOIOQEPOUV TA TTPORAAUATA TV AAAWVY, «1poaBAAAW
TOUG YUPW POU CUXVA», «AgV Jou TTPOKAAOUV evOIOPEPOV 01 YUPW POUY K.d..

Neuroticism

To xapaktnpioTiKG Tou «NeupwTIoPoU» avagépeTal oty TAon Twv avBpwTTwy va BIivouv
apvnTika ouvaioBniuara, Omwg Buud, Aayxog n KatabAiyn. MepikéG @opég ovouddleTal Kal
ouvaioBnuaTtik «AcTtdBeia» (Volatility) i avrioTpépeTal wg cuvaioBnuaTik oTtabepoTnTa. Eival
OAANAEVOETOG HE XAUNAN avoxrl OTO OTPEG I TO OTTOTPETTIKA epebiouarta, Kal apopd éva
XOPOKTNPIOTIKO TO OTToio €xel PeEAETNOEi oTnv €peuva Tng 10100UYKPACIiag Tou avBpwTrou yia
OekaeTieg, TPIV TTpocapuoaTei oto poviéAo OCEAN. Ocol éxouv uywnAf Babuoloyia oTtov
NeupwTiIopd givalr avTidpacTIKE ATOPA KAl EUGAWTA OTO OTPEG, EVW MIKPEG aTTOyonTEUOEIG
MTTOpOUV va ekAN@Bouv wg oTTeATTIOTIKG dUOKOAEG. apdAAnAa, Teivouv va diatnpouv TIg
apvNTIKEG OUVAIOONPATIKEG avTIOPATEIS TOUG YIa acuvhBioTa ueydAa Xpovikd SlaoThpara, e
QaTTOTEAEOUA VA €ival GuyVva g€ Kakr) 1a0ean. 210 AAAO GKpo TNG KAIJaKag, Ta AToua, Ta ATOoua e
XOUNAéG PBabuoAoyieg avaoTatwvovTtal AlyoTepo €UKOAa Kal gival AlydTepo ouvaloBnuaTikd
avTidpaaTikd. Teivouv va gival fpepol Kal atraAAaypévol atmd eTiyova apvnTika ouvaiobriuara.
Ouwg, n eAeubepia atd Ta apvnTIKA cuvalgdruaTa O onuaivel 0TI Ta ATOUA AUTA BILOVOUY TTOAAG
BeTikd cuvaigBruara. Meavég TTPOTACEIG Ol OTTOIEG XPNOIMOTTOIOUVTAI €ival: « AYXWVONQI EUKOAQY,
«AvaoTaTwvopal eUkoAa», « Exw ouyvég evallayég didBeong». AvtioTpoga: «Tig TTEPIOCATEPES
QOPEG €ipal XaAapdG», «ZTTAVIA ayXWVOPAI», « ZTTAVIO Eipal HEAQYXOAIKOGY.

MEow OUYKEKPIPEVWV EPWTHTEWY Ol OTTOIEG Eival DOUNUEVEG VIO VO OTOXEUOUV KATAGAANAQ
£va XAPAKTNPIOTIKO OTTWG AUTEG TTOU BOBNKAV TTAPATIAVW OTIG TTEPIYPAPES TWV XAPAKTNPIOTIKWY,
ME XpAon TeoT KabioTatal duvaTh N TTOPAYWYr OTTOTEAEOUATWY WAOTE VA KATAAAEOUUE OTN
onuIoupyia evog TTPOQIA BACIOUEVO OTA TTEVTE XOPAKTNPIOTIKA. Av Kal TTAéov To povTéAo FFM (Five
Factor Model) éxel avaAuBei kai dev xpnaipoTrolgiTal autoUalo yia TNV TTapaywyr] ATToTEAETUATWY
OI0TI &ev Bpiokel peYAAN OUYKPICIUOTNTA OTOV TTPAYHATIKO KOOUO, VEQ HOVTEAD OTTWG To NEO PI-
R (Revised NEO Personality Inventory) 1o xpnoigoTrololv wg BAcn yia TNV avdaTrtuén Kal Tnv
XPron TTEPICOOTEPWY BEUTEPEUOVTWV XOPOAKTNPIOTIKWYV YIA TOV OPIOCUO evOG XAPAKTAPA, EVW
UTTApXOUV Kal JovTéAa 6TTwe To HEXACO TT0U avaTtrTuxbnkav Pe HEPIKF) CUCXETION PE TO HOVTEAO
Big Five 1o otroio xpnoipoTrolei Tpia atmd 1a mTévTe XapaktnpioTikd (ECO) evw diagopoTrolei Ta
uttéAoira. To NEO PI-R xpnoipotrolei péxpl kai 240 mpotdoelg evwy 1o NEO-FFI gival éva 1o
OUVTOUO £PWTNHATOAGYIO e 60 TTPOTACEIG, EVWD TTEPA OTTO TA TTEVTE XAPAKTNPIOTIKA, QVAPEPOUV
6 uTtoKaTnyopieg vyia TOo KABe xapaktnpioTikd. ETtriong, 1o 16PF(16 Personality Factor
guestionnaire) 1o otoio avamTUuxOnke amd Tov Cattell, ye T0 OKETTIKO TNG CUOYXETIONG TWV
XOPOKTNPIOTIKWV PETAEU TOUG yIa TNV TTAPAYWYA ATTOTEAECUATWY TOU XAPOKTAPA.
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Eikéva 3: AmroteAéopara evog teor OCEAN

1.5. H mAar@oéppa avantTuéng Unity3D

MNa v avamTuén tng d1adIkaoTIKAG dnuioupyiag TTOANG o€ cuvduaouo e XProN MOVTEAWY yia
TNV EMOAVION TWV ATTOTEAECUATWY PE EUKOAO KAl KATAvONTO TPOTTO KPIVETAI avaykaia n xprion
MIag TTAAT@OpPAG n oTroia €xel T duvatodTNTA VA KAVEI CUVOUAGUO TTPOYPANUATIONOU Kal
QAvATITUENG EQOPUOYWY Padi JE TNV EUKOAN €PPAvION PHOVTEAWV WG €iIkOva Kal video, KaBwg Kal
ouyxXpoviopou e TIG ITTAEOV TTANpo@opieg TTou Xpeldletal o xpnoTtng. ‘Etol, utrdpyer duvarn
ouox£TION TNG UAOTTIOINONG ME XPAON MNXAVWY TIOU XPnoIdoTrolouvTal yia TNV avdatTuén
Bivteotraixvidiwyv. Tn oOTiyur) TTou yiveTal n ouyypagn outng Tng OITTAWUOTIKAG €Pyadiag,
TTAOTQOPUEG TTOU TTPOOPEPOUV TTOANG epyaAcia Kal eival dwpedv gival KATTOIEG ATTO TIG TTAPAKATW:

Unreal Engine (2D, 3D, high portability Game Engine)

Unity (2D, 3D, cross-platform Game Engine)

Construct Engine (HTML5 2D Game Engine)

GoDot (2D, 3D, cross-platform, open-source Game Engine, MIT)
OpenSAGE (3D SAGE open reimplementation for Strategy Games)
CryEngine (Crytek proprietary Game Engine, 3D)

Amazon Lumberyard (3D, based on CryEngine)

GameMaker (2D Development Platform, cross-platform)

Open3D Engine (3D, based on Amazon Lumberyard, open source)

ATTO TIG TTApATTAVW PNXAVEG, KATAAANAEG yia TNV dITTAWMATIKY epyacia eivai n Unreal Engine,
n Unity, n GoDot ka1 n Open3DE. Adyw Tng £€0IKEIWONG TOU CUyYpa®Ea e TRV TTAAT@Opua Unity,
eMAEXONKE auTr yia TNV uAoTroinon Tou BEpaTog TNG SITTAWMATIKAG EpYOTiag.
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H mAaTt@oppa avdamTugng aixvidiwv Unity3D

MpokeiTal yia pia pnxavr maiXviSiwy n otroia gu@avioTnke TpwTn @opd 10 2005 oto AWDC
(Apple Worldwide Developers Conference). Exel oxedlaoTei waoTe va uttooTnpidel TTOAAEG
TAaTQPOpueG (Desktop, Mobile, Console & VR). O1 ouvnBIiouéveg INXAvES TTAIXVIOIWY Eixav TV
avAyKn va KOAUTTTOUV TIG OAAQYEG TOU UAIKOAOYIOUIKOU TwV TTAATQOPUWY, UE ATTOTEAECUA TNV
avaykn dnuioupyiag KWOIKA TToU KAAUTITEI SIAQOPETIKEG TTEPITITWOEIG. QG atmoTéAeaua, n Unity3D
KOAOTITEl TIG TIEPITITWOEIG QUTEG eVBUAOKWVOVTAG TEG OTNV idIad TN pNYXavh, WOTE O
TTPOYPOUUATIOTHG VA UNV XPEIAgeTal va aoxoAnBei pe emITTA OV KWDIKA 0 OTTOI0G gival XpovoRopog
oTnv dnuioupyia, ) un BEATIOTOG, divovTag £€Ta1 T SuVATOTNTA OTOV TTPOYPANMKATIOTA va aoXoAnBei
MOvo pe Tnv avdmtuén Tou Taixvidiol. H pnxavr) utrooTtnpidel dnuioupyia TpiodidoTaTtwy Kai
0103IACTATWYV TTAIXVIBIWV, EVW £XEI XPNOIUOTTOINOEN KAl WG unXavh yia avatTuén TTPOCOPOINCEWY
yla Tnv TTapaywyr] Tpaktopwyv Texvntig Nonuoouvng, ouoTnudTwy avtiAnyng, &vw EXEl
XpNolhotroiNBei Kal 0TV auTtokivnToRiounxavia yia TNV TTapaywyn EKTTaideuong ouoTNUATWY
OuVTAPNONG O€ TTPAYUATIKO XPOVO KABWS Kal oTnv AEIToUpyia Twv £pYOO0TACIWY TTPOCPEPOVTAG
Real-Time 3D yia Tn diauoépewon Tng kartaokeuns. H Unity xpnoigotroiei 1R yAwooao
TTPoypauuaTiIouoU C# yia tn dnuioupyia KWOIKA atré TOV TTPOYPAUMATIOTH 0 CUVOUACHO WE TO
Mono (.NET subsystem). AuTA Tn oTiyurl KukAogopei n ékdoon 2022.1.13, evw TTPOCPEPETAI E
Owpeav AdEIag XPAONG VIO TTPOYPANMATIOTEG BAoEl TwV E000WV TOUG OTTO Ta TTapayoueva pya
TOUG.

1.5.1. XpRon nmpooOéTtwv ornv mAar@oppa Unity3D

‘Eva Bacikd XapakTnpeIoTIKO TO OTToio €xel n mAat@oppa Unity eival n duvatdtnta €icaywyng
mpooBéTwy (plug-ins). Xpnoipgotolwvtag 1o AssetStore o xprioTng PTTopEi va Ppel AUoeig o€
Bépara Ta otroia BEAEI va KaAUWEI, 6TTWG TNV gUpeon PJovTéAwv (2D sprites, 3D Models) i akoun
Kl TN KGAUWN OUYKEKPIPEVNG AEITOUPYIKOTNTAG (TTX ZUOTNUa SIOAGYOU XOPaKTApwV). AUTO £XEI
WG atroTéAETUa TN PEiWaN XPOVOU TN GUVOAIKH UAOTTOINGN TNG 106G TOU XPMOTN, KABWG Kal Tou
KOoTOUg TTapaywyngs. MapdAAnAa, uttdpxel n duvatodTnTa £1I00YWYARS HOVTEAWY ATTO SIOPOPETIKES
TAaTQOPUEG, OTTWG To Mixamo (Adobe 3D character models & model animations). ®uoikd, n
Xprion GAAwvV TTAATQOpPUWYV yia dnuioupyia HOVTEAWV gival eQIKTH, divovTag £€TGI GTOV XPAOTN TNV
OuvaTéTNTA VA XPNOIYOTIOINCElI TNV EUTTIEIPIa TOU 0€ AAAEG TTAaT@OPUES OTTWG TO Blender (3D
computer graphics software tool) yia Tnv Tapaywyr JOVTEAWV.
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2. YAONOIHZH

2.1. Emneinynon oréyxou

‘Exovtag TTAéOV KATavor o€l TIS BACIKEG EVVOIEG TTOU XPNOIWOTToIoUvVTal TN SITTAWMATIKA €pyaaia,
givar eQIKTA TTAEoV N €TTeEAYNON Tou BEUATOG KABWG Kal N avadAuon Twv ETTIHEPOUG AEITOUPYIWV
TTOU XpnoiyoTrolouvTal yia Tnv uAotroinon Tou. O oTOx0¢ TNG OIMTAWUATIKAG opileTal oTnv
01adIKaOTIK) dnuIloupyia PIag TTEPIOXNG N oTToia Ba TTPOCOoPoIWVEl pia TTOAN. ZTn TOAN autr], Ba
OnuioupynBouv dIadIKaoTIKA XapaKTHPES Kal TTdvw o€ autoug Ba uAotroindei To poviéAo OCEAN
ME TO XAPAKTNPIOTIKA TTOU avaAuBnkav oTo kepdaAaio 1.4. .

Méoa oe autd 1o KepaAalo, Ba yivel avaAuon Twv eTTINEPOUG SIOBIKATIWY, TWV AVAYKWYV
Kl TWV GUCTNUATWY TTOU XPNOIKOTIOINBNKav WaTe va dnuioupynBei pia TTOAN Je TTPoYPaPPaTIoONG
0 otroiog Ba TTapdyel diadikaoTikd éva atroTéAeopa. ‘Exoviag ummoyiv Tig Aeiroupyieg, Ba yivel
TTAPNG ava@opd OTnNV KATAOKEUR TOU KOOHUOU OTTO OIKOSOMIKA TETPAYWVA PEXPI TNV TOTTOBETNON
TWV KTNPiwv oTnV KAatdAAnAn 6€an, Tnv duvauikn dnuioupyia Twv avBpwTTOPNOPPWY XAPAKTAPWY,
TNV Kivnon Kal Ta XapakTnPIoTIKA TOUg, KaBWG Kal TIG avAyKeg TTou Ba TTpocopoiwBouy Katd Tnv
€KTENEDN TNG UAOTTOINONG.

ZTIG ETTOPEVEG EVOTNTEG TOU KEPaAaiou, Ba yivel n eme¢Aynon Twv eMPEPOUg dIadIKATIWY,
TWV €EWTEPIKWYV TTOKETWV TTOU XPNOIJOTTOINONKay, TNV 81acUvdeon Twv ETTIPEPOUG SCripts yia
METOQOPA TTANPOPOPIWV Kal dedOPEVWY, KABWS Kal TNV aAAnAoemidpaan PETagUu Toug yia TNV
TTapaywyr] Tou avaAoyou atroTEAETUATOG.

Emonuaiveral 6T N ouykekpipgévn SITTAWPATIKY dev ATTOTEAEI HEPOG TNG €TTEEYNONG TNG
AgiToupyiag NG TAATQOpuag avamtugng Unity3D. Qg ammoTéAeopa, yia AOyoug TTEPIEKTIKOTNTAG Ba
yivel TTpooTrédBeia n uAOTTOINGN TOU BEPATOG va TTAPAUEIVEI aveEGPTNTN TNG TTAATQOPUAG, KUPIWG
og B€para mou dev agopoulyv TNV Bacikr Aeiroupyia Tng uAotroinong.

2.2. YAomoinon empépoug S1adIKacIWwyV

Katd tnv évapgn tng uhotroinong, n dnuioupyia evog project Kal n €kKivnon Tou KATaARyel oTnv
TTapaKATw apxik 086vn Tng Unity3D.

Eikéva 4: Kevog editor o€ véo project, Unity3D.
lNa TNV KaAUTEPN TAKTOTTOINGON TNG UAOTTOINONG, N dnuioupyia @akEAwV gival éva anuavTiko Brua
ylO TNV TOKTOTTOINON TOU project. 210 ke@dAaio 2.2. Ba yivel n dnuioupyia KWaIKA Xwpig TNV XprRon
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MovTEAWV A UAIKwv. Mo Tov Adyo auTd, Ba xpelaaTei o @akeAog “Scripts” o otroiog Ba eutTAouTIOTET
otadlakd pe kwoka. Ekei, Ba yivel kal o diaxwplopdg Twv scripts o€ dIAQOPES KATNYOPIES,
avaAoya TNV AEITOUPYIKOTNTA TTOU TTPOC(PEPOUV.

W Favorites
Il Materials

I Mo

Im Packages

Eikéva 5: O apxik6g @AakeAog Scripts

211G ETTOPEVEG UTTOEVOTNTEG TOU KEPaAaiou 2.2 Ba yivel avdAuon Twv BaciKwy scripts
TToUu Ba atroteAéoouv To anueio Eévapgng TnG uhoTroinong.

2.2.1. YAomoinon Bacikwv AlayXEipicTWV

MNa va vhotroinBei oe BEATIOTO eTTiTTed0 N UAOTTOINGN, aTTAITEITAI N DIAKPITH KATAKEPUATION TOU
KWOIKa o€ TTOAAG eTTiTTeda, €101 WAOTE va ATTOCAPNVIOTEN N AgiIToupyia Tou KABe «AlaxeipioTh»
(Manager). O kd0B¢ diaxeipIoTAG Ba avaAdBel amd pia Bacikh Asitoupyia, evw SIAXEIPIOTEG TTOU
XPNOIMOTToIoUV GAAOUG OIaXEIPIOTEG Kal peTa@épouv dedouéva Ba Bpiokovral e uwnAoTEPO
emmimedo atmmd Toug TTponyouuevoug. TENOG, n UTTapén evog «YTTEP-AIOXEIPIOT» €ival €TTiong
armapaitntn, MIog Kal Ba avahdBer Tnv diakivnon TTAnpo@opiag Tpog OAa Ta TTITredd, £vw
Tautdxpova Ba dEXETAI Kal TIG avAAOYEG £100B0UG ATTO TOV XPAOTN YIO TV KATAOKEUR TNG TTOANG
Kal Tov €Aeyxo NG Trpooopoiwong. MNapakdTtw, euygavifetal 1o diaypauua pe OAoug Toug
OIaXEIPIOTEG KABWG KAl TOU ETTITTEQOU TTOU BpicKovTal.

MainManager

TimeManager

apManager === BlockManager PavementManager ﬁ_ BuildingManager
LampManager
“RoadManager ﬁTrafﬁcLightManager
VehicleManager

“PopulationManager s===-HumanCreator
LOCEANMEIHEIEEI‘

JobManager

FactionManager

Eikéva 6: O1 Baoikoi diaxeipioTég Kal Ta £TTiTrEda TTOU BpiokovTal

Ava@opIKd, CUPQWVA JE TO TTAPATTAVW OIAYPAMMA, OI DIAXEIPIOTEG gival o1 £EMG:

¢ MainManager
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TimeManager
MapManager
PopulationManager
BlockManager
RoadManager
HumanCreator
OCEANManager
JobManager
PavementManager
TrafficLightManager
VehicleManager
BuildingManager
LampManager

O1rweg avapépBnke 1N, kABe dlaxelpIoTAG £xel Pia dlakpITA AciToupyia. AoXOAEiTal Je auTh KaB”
6An T di1dpKeIa TNG UAOTTOINONG, EVW ETTIKOIVWVEI E TOUG UTTOAOITTOUG BIAXEIPIOTES KOl UETAPEPEI
TAnpogopia ata avdAloya emimeda. Me Tn ceipd Ba yivel N avaAuon Tou KaBevog EexwploTd
TTOPAKATW.

MainManager

O KevTpIKOG YTTEP-AIaXEIPIOTAG TNG UAoTToINONG. ETTIKOIVWVEI Kal Oivel EVTOAEG O€ OAQ TA ETTOUEVA
emmimeda  dlaxeipioTwy. MapdAAnAa, petapépel dedouéva amd 10 Ul Kol XPnNOIYOTIOIET TIG
TTOPANETPOUG YIa TNV TTapaywyn TnG TOANG. Katd tnv ekTéAeon Tng uAoTroinong, o MainManager
QVAMEVEI TIG OPIOTIKOTTOINUEVES TTAPAPETPOUG aTTO Tov XPAOTN. MOAIG auTd yivel, evepyoTrolgital
KaI EKTEAEITOI O TTAPAKATW KWBIKAG:

1 void Awake()

2 {

3 CallToStaticMainManager = this;
4 mapManager.Initialize(range);
5. firstTime = true;

6. activate = true;

7 BuildTown();

8 SpawnCars();

9 phaseTwo = true;

1 phaseThree = false;

1

SR

)
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2 autd TO KOMMATI KWOIKa, YiveTal n ekTéAeon Twv HEBOdwvV mapManager.lnitialize,
BuildTown, SpawnCars, kabwg kai opifovTal Katoieg petaBAnTéG. H mpwTn néBodog opilel pia
METABANTH yia TO pE€yeBOG TNG TTOANG, N deUTEPN HEBODOG «XTiCE» TNV TTOAN evw N TPITN EU@AviEl
oxnpata atn TéAN. Aivovtag Bdpog oTig ueBddoug TTou BpiokovTal otov MainManager, n 6€UTepn
HEBOBOG dnuioupyei £va €IKOVIKO «OIKOBOMIKG TETpAywvo» oTo anueio 0,0 pe péyebog 3x3, evw
oTn TTopeia atro@aaifel To onueio KABWG Kal To PéyeBOg Tou TETPAYWVOU TuXaia, Kal To TTapadidel
otov MapManager yia T dnuioupyia Tou. H yébodog cuvexiCel va eKTEAEITAI JEXPI VA W UTTOPET
va yivel N el0aywyn VEWV TETPAYWVWY OTO OPICHUEVO HEYEDOG TNG TTOANG.

1 void BuildTown()

2 {

3. do

4.

5 if (firstTime)

6 {

7 pos.x = 0;

8. pos.y = 0;

9. size.x = 3

10. size.y =

11. addedBlockLocations = new List<Vector2Int>();

12. firstTime = false;

13. }

14. else

15. {

16. if (posLocDictionary.Keys.Count == @)

17. return;

18. List<Vector2Int> availKeys = new List<Vector2Int>();
19. foreach (Vector2Int key in posLocDictionary.Keys)
20. availKeys.Add(key);

21. Vector2Int localKey = availKeys[UnityEngine.Random.Range(®, availk
eys.Count)];

22. size = localKey;

23. pos = posLocDictionary[size][UnityEngine.Random.Range(®, posLocDic
tionary[size].Count)];

24. }

25.

26. mapManager.CreateNewBlock(pos, size);

27. addedBlockLocations.Add(new Vector2Int(pos.x, pos.y));
28. CalculateNewDictionaryOfPossiblelLocations();

29. } while (posLocDictionary.Keys.Count > 0);

30. CreateBuildings();

31, }

21n ouvéxela, OTTwG @aivetal oto TEAOG Tng PEBOdOU, yiveTal n dnuioupyia Twv KTnpiwy,
oUPQWVA JE TIG TTAPANETPOUG, KABWG Kail n Tpitn nEBOdOG TTou ava@épbnke TTApATTAvVW YIa TNV
EMPAVION OXNUATWV.

1. void CreateBuildings()

2. {

3. mapManager.CreateBuildings(totalApartmentBuildings, totalWorkplaceBuilding
s, totalSuperMarketBuildings, totalEntertainmentBuildings, totalSchoolBuildings, tot
alLibraryBuildings);

4. }

5 void SpawnCars()

6 {

7. mapManager.SpawnCars(carCount);

8 }
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Méow Twv apXIKWV PETABANTWY, EVEPYOTTOIEITAI €vag aAUCIOWTOG PNXAVIOPOG €KKIVNONG.
Metd Tn dnuioupyia Tou XapTn, oTo deUTEPO Frame ekTEAEONG dNUIOUPYEITAI O XAPTNG TTAOAYNONG
Tou PBagciletal oTn dnuioupynuévn TTOAN, evw OTO TPiTo Frame (péow xpriong g peBGdou
Update) dnuioupyeital o TAnBuopég.

1. private void Update()

2. {

3. if(phaseTwo)

4. {

5. phaseTwo = false;
6. BuildNavmesh();

7. phaseThree = true;
8.

9. else if(phaseThree)

10. {

11. phaseThree = false;
12. CreateFamilies();
13. this.enabled = false;
14. }

5.  }

AAAeg Baoikég Asitoupyieg Tou MainManager gival n emmkoivwvia Tou TimeManager pe Tov
TANBUO PO yIa TNV EVNUEPWOT TOUG YIa TNV TPEXOUCO WPa, KaBwG Kai TNV aAAayr nAikiag, Kabwg
Kal Tnv evnuépwaon Tou TimeManager yia Ti AsiToupyieg Tou TTANBuCoPOoU, WOTE va Yivel n
TIPOCONOoIWaN TNG EVAOXOANONG TOUG HECO GTNV NUEPQ.

TimeManager

AlaxeipioTrg xpovou. AaxoAgital ue Tov UTToAOYyIGHS BEong Tou AAIOU Kal Tou QeyyapioU yia Thv
onuIoupyia PEAAIGTIKWV OKIWV, KABWG Kal TRV EvUEPWON Tou TTANBUGOU yia Tn Xpovid, TNV JEpa
KOl TNV Wpa, evw divel TNV duvatoéTnTa OTOV XPAOTN VA QUENTEI XEIPOKIVNTA WPA KAl XPOVIA, KaBwg
KAl TNV TaxUTNTA EKTEAEONG TNG TTPOCTOUOIWONG. TauTdXpova, EAEYXEI TOUG XPOVOUG evaaxoAnong
TOU TTANBuCoPOoU o€ €TTITTEd0 ATOUOU KOI TOUG EVNUEPWVEI WAOTE VO CUVEXIOOUV OTNV ETTOPEVN
epyacia 3 evaocxoAnon.

H Baaoikn Asitoupyia Tou evBuAakwveTal o€ pia néBodo Update, n otroia ekTeAcital kaOe frame.
2uvABwg, autd opileTal aTTd TNV TaXUTNTA EPAviong kapé (frame), TTou atrd TTpoeTTIAOYr opileTal
oe 60frames per second.

1. private void Update()

2. {

3. timer += Time.deltaTime;

4, if (timer > interval)

5. {

6. RefreshTime();

7. RefreshText();

8. timer = of;

9. }

10. else

11. {

12. float seconds = (int)(timer * 60);

13. eulerVector.x = (60 * currTime.x + currTime.y+(seconds/60f))*0.25f;
14. eulerVector.x -= 100;

15. celestialTransform.SetLocalPositionAndRotation(celestialTransform.posi
tion, Quaternion.Euler(eulerVector));

16. }

17.  }
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2 TTePITTWON TTou UTTAPXEl aAAayr] WPOaG, EKTEAEITAI O AVAAOYOG KWOIKAG TTOU MEIWVEL TIG
EVATTOMEIVOVTEG WPEG TOU KABE aTOPOU TTOU BpicKeTal o€ KATdoTaon evaoxoAnong.

1. public void IncrementHour()

2. {

3. List<Person> idlersToActivate;

4.

5. if (idlers.ContainsKey(1))

6. {

7. idlersToActivate = idlers[1];

8.

9.

10. foreach (Person person in idlersToActivate)
11. {

12. person.NotifyToContinue();

13. }

14. }

15. Dictionary<int, List<Person>> newlIdlers = new Dictionary<int,
List<Person>>();

16. foreach (int key in idlers.Keys)

17. {

18. if (key == 1)

19. continue;

20. newIdlers.Add(key - 1, idlers[key]);
21. }

22. idlers = newlIdlers;

23. }

Znueiwvetal 61l n ovouacia «idlers» TTpoépxeTal atmd TNV KATACTACN «OVAPOVIG» TTOU
MeAAOVTIKG Ba BpiokeTal TO HOVTEAO TOU XOPAKTAPA oTn TTOAN Katd Tn Sladikacia oTnv oTroia
aoxOoAeiTal pe KATI Kal QaiveTal wg avevepyog, dnAadn «idle».

MapManager

AlaxelpIoTG XapTn. AoYoAeiTal e TRV dnuioupyia Tou gikovikoU XdapTn (Dictionary 1repioXAg) Kai
OUYKpOTEl Ta onueia TTou BpiokovTal Ta OIKOBOUIKA TETPAYWVA YIa €UKOAN Kal dueon Asitoupyia.
Emikoivwvei pe Tov BlockManager, Tov RoadManager kai Tov BuildingManager, AauyBdvel odnyieg
atrd Tov MainManager kai TTapéxel TTANPOYOPIES YIa TN TOTTOBECIa TwV KTNPiwv oTov TTANBUGHO.
Mepiéxel TIC PaCIKEG AeiToupyieg €Aéyxou TnG TOTTOBETNONG AVTIKEIMEVWY OTn TTOAN  Kal
KATAOKEUACLE! TIG TNIBAVEG VEEG TOTTOBETIEG TWV ETTOPEVWV TETPAYWVWV.

1. public Dictionary<Vector2Int, List<Vector2Int>>
CalculateNewDictionaryOfPossibleLocations(List<Vector2Int> addedBlockLocations,
Vector2Int range)

2. {

3. Vector2Int tempSize;

4. Vector2Int tempCalc;

5. Block tempBlock;

6. Dictionary<Vector2Int, List<Vector2Int>> tempDict;

7. Dictionary<Vector2Int, List<Vector2Int>> finalDict;

8. //tempDict = new Dictionary<Vector2Int, List<Vector2Int>>();
9. finalDict = new Dictionary<Vector2Int, List<Vector2Int>>();
10. foreach (Vector2Int addedBlockLocation in addedBlockLocations)
11. {

12. if (addedBlockLocation.x < range.x || addedBlockLocation.x >
range.y || addedBlockLocation.y < range.x || addedBlockLocation.y > range.y)
13. continue;

14. tempBlock = mapReferences[addedBlockLocation];

15. tempSize = tempBlock.GetSize();

16. List<Vector2Int> posToCheck = new List<Vector2Int>();

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
Kal xprion Tou poviéAdou OCEAN og Unity3D 20



MeTaTrTuyiaknf AlaTpiBA MoAuxpovng Mewpyiog

17.

18. for (int i = -1; i < tempSize.x + 1; i++)

19. {

20. for (int j = -1; j < tempSize.y + 1; j++)

21. {

22. if (i >= 0 && i < tempSize.x && j >= 0 && j < tempSize.y)
23. continue;

24. posToCheck.Add(new Vector2Int(i, j));

25.

26. }

27. }

28. foreach (Vector2Int position in posToCheck)

29. {

30. for (int i = 1; i < 4; i++)

31. {

32. for (int j = 1; j < 4; j++)

33. {

34. Vector2Int newPos = new Vector2Int((position.x < @) ?
position.x * i : position.x, (position.y < @) ? position.y * j : position.y);
35. newPos += addedBlockLocation;

36. Vector2Int localSize = new Vector2Int(i, j);
37. if (CheckPossibleLocationForValidPosition(newPos,
localSize))

38. {

39. if (!finalDict.ContainsKey(localSize))

40. finalDict.Add(localSize, new
List<Vector2Int>());

41. finalDict[localSize].Add(newPos);

42, }

43, }

44, }

45. }

46.

47. }

48. return finalDict;

49. }

Baoikn etriong Aeiroupyia Tou gival n d1adIKACTIKA ETTIAOYT TWV KTNpiwv TTou Ba XpnoiyotroinBouv
KOTé TNV €KTEAECN, CUPQWVA WE TIG ETTIAOYEG TOU XPAOTN.

1. public void CreateBuildings(int totalApartmentBuildings, int
totalWorkplaceBuildings, int totalSuperMarketBuildings, int
totalEntertainmentBuildings, int totalSchoolBuildings, int totallLibraryBuildings)
{

Vector2Int key;

int failTries = 0;

for (int i = @; i < totalApartmentBuildings; i++)

{
. key =
mapReferences.ElementAt (Random.Range(0,mapReferences.Count)).Key;
8. if (!blockManager.CreateBuilding("ApartmentBuilding",
mapReferences[key]) && failTries < 10)

NoubhwnN

9. {

10. failTries++;

11. i--;

12. }

13. }

14. failTries = 0;

15. for (int i = @; i < totalWorkplaceBuildings; i++)
16. {
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17. key = mapReferences.ElementAt(Random.Range(0,
mapReferences.Count)).Key;

18. if(!blockManager.CreateBuilding("WorkplaceBuilding",
mapReferences[key]) && failTries<10)

19. {

20. failTries++;

21. i--;

22. }

23. }

24. failTries = 0;

25. for (int 1 = @; i < totalSuperMarketBuildings; i++)
26. {

27. key = mapReferences.ElementAt(Random.Range(0,
mapReferences.Count)).Key;

28. if(!blockManager.CreateBuilding("SuperMarket",
mapReferences[key])&.&failTries<10)

29. {

30. failTries++;

31. i--;

32. }

33. }

34. failTries = 0;

35. for (int i = @; i < totalEntertainmentBuildings; i++)
36. {

37. key = mapReferences.ElementAt(Random.Range(0,
mapReferences.Count)).Key;

38. if(!blockManager.CreateBuilding("Entertainment",
mapReferences[key])&&failTries<10)

39. {

40. failTries++;

41. i--;

42, }

43, }

44, failTries = 0;

45, for (int i = @; i < totalSchoolBuildings; i++)
46. {

47. key = mapReferences.ElementAt(Random.Range(0,
mapReferences.Count)).Key;

48. if(!blockManager.CreateBuilding("School",
mapReferences[key])&&failTries<10)

49, {

50. failTries++;

51. i--;

52. }

53.

54, }

55. failTries = 0;

56. for (int i = @; i < totalLibraryBuildings; i++)
57. {

58. key = mapReferences.ElementAt(Random.Range(0,
mapReferences.Count)).Key;

59. if(!blockManager.CreateBuilding("Library",
mapReferences[key])&&failTries<10)

60. {

61. failTries++;

62. i--;

63. }

64. }

65. }

PopulationManager
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Alaxelpiot¢ TTANBuopol. AauBdvel evioAn kal TTapapéTpoug péCw Tou MainManager Kai
onuioupyei Tov avdAoyo TTANBuaud TTou {TNOE 0 XPROTNG KATAOKEUAZOVTAG OPXIKEG OIKOYEVEIES
yla TNV TTapaywyr avBpwTTwy PE TuXaia XapakTnPIoTIKA Kal Jop®n. Mapdyel TiG evOIAUETES YEVIEG
KOl 0T OUVEXEIQ OPIOTIKOTIOIEI TNV TEAEuTaia yevid avOpwTTwy Kal TNV opifel wg Tov evepyo
TTANBUo PG TNG TTpocopoiwang. O1 AsIToupyieg TOUG ival OPICUEVEG OTEVA WE TOUG UTTOBIOXEIPIOTEG
HumanCreator, OCEANManager kar JobManager.

//6npioupyia apx1lkwv avOpwrnwv Kal O1KOYEVEIWV
_PIDCOUNTER = _FIDCOUNTER = ©;
Dictionary<long, Family> firstGenFamilies = new Dictionary<long,

1

2

3

F

4. //create _InitFamilyCountSingleFamilies

5 for (int 1 = @; i < _InitFamilyCount; i++)

6 {

7 //Person person = new Person();

8 GameObject humanInstance = Instantiate(femalePrefab, GetPos(),

Quaternion.identity);

9. gos.Add(humanInstance);

10. //Person person = new Person(_PIDCOUNTER, true);

11. Person person = humanInstance.GetComponent<Person>();
12. person.InitPerson(_PIDCOUNTER, true, true, mapManager,this);
13. _PIDCOUNTER++;

14. humanCreator.SetRandomValues(ref person, Gender.Female);
15. oceanManager.SetRandomValues(ref person);

16. humanCreator.SetEagerAndLearnValues(ref person);

17. humanInstance.name = person.GetFullName();

18. jobManager.SetRandomJobWithOCEAN(person);

19. Family family = Instantiate(familyPrefab,
familiesHolder.transform).GetComponent<Family>();

20. family.InitFamily(_FIDCOUNTER, -1, person);

21. person.transform.SetParent(family.transform);

22. firstGenFamilies.Add(_FIDCOUNTER, family);

23. family.gameObject.name = "family_" + _FIDCOUNTER;

24, person.SetFamilies(family, null);

25. _FIDCOUNTER++;

26.

27. }

Kal n opIoTIKOTTOINGN TwV TEAIKWV OIKOYEVEIWV:

1. foreach (long key in proceduralFamilies.Keys)

2. {

3. GameObject humanInstance =
Instantiate(proceduralFamilies[key].GetParent(@).GetGender().Equals(Gender.Male) ?
femalePrefab : malePrefab, GetPos(), Quaternion.identity);

4, gos.Add(humanInstance);

5 //Person person = new Person(_PIDCOUNTER, true);

6. Person person = humanInstance.GetComponent<Person>();

7. person.InitPerson(_PIDCOUNTER, false, true, mapManager, this);
8 person.SetFamilies(proceduralFamilies[key], null);

9. _PIDCOUNTER++;

10. proceduralFamilies[key].GetParent(@).SetInitHuman(false);

11. humanCreator.SetRandomValues(ref person,

proceduralFamilies[key].GetParent(®).GetGender().Equals(Gender.Male) ? Gender.Female
: Gender.Male);

12. oceanManager.SetRandomValues(ref person);
13. humanCreator.SetEagerAndLearnValues(ref person);
14. humanInstance.name = person.GetFullName();
15. jobManager.SetRandomJobWithOCEAN(person);
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16. proceduralFamilies[key].AddParent(person, -1);

17. humanInstance.transform.SetParent(proceduralFamilies[key].game
Object.transform);

18. mapManager.CreateRandomApartment(proceduralFamilies[key]);
19. int childCount = Random.Range(_MinMaxChildCount.x,
_MinMaxChildCount.y + 1);

20. Dictionary<int, Family> children = new Dictionary<int,
Family>();

21. for (int 1 = @; i < childCount; i++)

22. {

23. Gender gender = Random.Range(@, 2) == @ ? Gender.Male :
Gender.Female;

24, humanInstance = Instantiate(gender.Equals(Gender.Male) ?
malePrefab : femalePrefab, GetPos(), Quaternion.identity);

25. gos.Add(humanInstance);

26. //Person person = new Person(_PIDCOUNTER, true);

27. person = humanInstance.GetComponent<Person>();

28. person.InitPerson(_PIDCOUNTER, false, false,
mapManager,this);

29. _PIDCOUNTER++;

30. Family childFamily =
Instantiate(familyPrefab).GetComponent<Family>();

31. childFamily.InitFamily(_FIDCOUNTER, key, person);

32. childFamily.transform.SetParent(proceduralFamilies[key].tr
ansform);

33. humanInstance.transform.SetParent(childFamily.gameObject.t
ransform);

34. //Family childFamily = new Family(_FIDCOUNTER, key,
person);

35. childFamily.gameObject.name = "family_" + _FIDCOUNTER;
36. _FIDCOUNTER++;

37. humanCreator.SetValues(ref person,
proceduralFamilies[key], gender);

38. oceanManager.SetValues(ref person,
proceduralFamilies[key], true);

39. humanCreator.SetEagerAndLearnValues(ref person);

40. humanInstance.name = person.GetFullName();

41. person.SetFamilies(childFamily, proceduralFamilies[key]);
42, jobManager.SetRandomJobWithOCEAN(person, "Student");

43, person.SetAsChild();

44. children.Add(i, childFamily);

45. }

46. proceduralFamilies[key].AddChildren(children);

47. }

Kartd tn dnuioupyia, o PopulationManager atmmogaagilel To onueio aTo oTT0i0 Ba EUPaVIOTEI O
KdBe avBpwTToG 01O XAPTN, KABWG Kal Th dnuioupyia VEWV BIAUEPIOPATWY OE cuvEPYaaia UE TovV
MapManager.
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BlockManager

Alaxeipiomg Terpaywvwy. Eival n diacuvdeon tng dnuIoupyiag OIKOBOMIKWY TETPAYWVWY WG
oedopéva Kal TNV UAOTTOINGN TOUG GTNV EKTEAEDN TG TTpoCgoMoiwang. MNepiéxel BaoikEG AeIToupyieg
kataokeurig GameObject kal ToTToBETNONG TOUG € OCWOTO Position.

public Block CreateBlock(Vector2Int position, Vector2Int size)
{
GameObject go = SelectPrefab(size);
Block newBlock = go.GetComponent<Block>();
newBlock.SetInitialData(position, size);
return newBlock;

NouhwNnR

public void InitializeBlock(Block newBlock)
{
if (blockList == null)
blockList = new List<Block>();
blockList.Add(newBlock);
Vector2Int position = newBlock.GetPosition();
Vector2Int size = newBlock.GetSize();

newBlock.transform.SetParent(this.transform);

Q. newBlock.transform.localPosition = new Vector3(position.x *
sizeMultiplier + newBlock.transform.localScale.x * @0.5f, 0, position.y *
sizeMultiplier + newBlock.transform.localScale.z * 0.5f);

11. }

P OVUoONOUVTDA WNER

ETriong, Tapéxel TTANPOQOPIEG OTOUG XAPAKTHPEG YIO TNV €UPECN KTNPIWV TTOU icwg avagnTouv,
OTTWG KaTaoTAuaTa, Péow Tou BuildingManager.

1. public Library GetClosestLibrary(Person person)
2. {
3. return buildingManager.SearchClosestLibrary(person);
4, }
5.
6. public Store GetClosestStore(Person person)
7. {
8. return buildingManager.SearchClosestStore(person);
9. }
10.
11. public Store GetCheapestStore(Person person)
12. {
13. return buildingManager.SearchCheapestStore(person);
14. }
15.
16. public ActivitiesBuilding GetClosestEntertainment(Person person)
17. {
18. return buildingManager.SearchClosestEntertainment(person);
19. }
RoadManager

AlaxelpioTrg odwv. Mapduoia pe Tov BlockManager, rpokeital yia évav dlaxeipiaTr) dlacuvdeong
ME TNV TAaT@Opua Unity3D yia Tnv Kataokeun kal TotroBétnon GameObjects. XpnoiuoTroivTag
WG METABANTEG TO VEO OIKOSOMIKG TETPAYWVO KOBWG Kal Evav TTivaka Twv yUpw AdN UTTAPXOVTWYV
OIKOSONIKWYV TETPAYWVWY, atTo@aacifel kal dnuioupyei Ta katdAAnAa GameObjects odwv yia Tnv
XPrjon Toug atrd Toug avlpwIToug Kal Ta OXAUATA.

HumanCreator

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
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KataokeuaoTrig avBpwTtrwyv. [MNpokeirar yia évav SIaxeIpIoTr) OPIOTIKOTTOINONG avlpwITivwv
MOVTEAWV pe B1adIKaoTIKEG HEBBGOOUG. OPICTIKOTTOIE T AVOPWITIVO XAPAKTNPIOTIKA KABWG Kal Tov
POUXIOUO TWV JOVTEAWV GUPPWVA PE TO EEWTEPIKO TTPO0OeTO TTakéTo UMA 110U B avaAuBei aTo
€TOUEVO KEQAAQIO, KABWG Kal apxIKoTTolei Ta Attributes Twv XapakTipwy TTou Ba TTpokUYouv aTréd
Toug OCEANManager kai JobManager. ETriong, oTnv TTEpITITWON TWV APXIKWY YEVEWV TTOU eV
£Xouv povTéAo, opilel Tuxaia voua avaloya 1o QUAO. e TTEPITITWAON KATAOKEUNG avBpwTTivou
MOVTEAOU CUPQWVA [E TNV OIKOYEVEIA, OPICEl TO XOPAKTNPIOTIKA XPWHOTOG JOAAIWY Kal OEPUATOG
avaAoya Toug yoveiG. Alo@opeTiKA, eTTIAEYEl OIADIKAOTIKG KAl TTAPAUETPOTTOIE TO HOVTENO.

1 //oplotikonoinon Tlpwv Kol «€véuon» avOpuwrmivou HOVTEAOU.

2 public void SetValues(ref Person person, Family family,Gender gender)
3 {

4. PersonAttributes pAttr = new PersonAttributes();

5. pAttr.isAlive = true;

6 pAttr.gender = gender;

7 pAttr.age = Random.Range(3, 18);

8 pAttr.name = GetRandomName(pAttr.gender);

9. pAttr.surname = family.GetParent(Random.Range(9,2)).GetSurname();
10. person.SetInitAttributes(pAttr);

11. DressHuman(person, gender,family);

12. }

1. void DressHuman(Person person,Gender gender,Family family)

2. {

3. DynamicCharacterAvatar dca =
person.gameObject.GetComponent<DynamicCharacterAvatar>();

4, if(supplSkinColor.r ==0)

5.

6. supplSkinColor = new Color(l - skinColor.r, 1 - skinColor.g, 1 -
skinColor.b, 1);

7. }

8. if (gender.Equals(Gender.Male))

9. {

10. dca.SetSlot(maleShirts[Random.Range(@®, maleShirts.Count)]);

11. dca.SetSlot(malePants[Random.Range(©, malePants.Count)]);

12. dca.SetSlot(maleHairs[Random.Range(®, maleHairs.Count)]);

13. dca.SetSlot(maleShoes[Random.Range(©®, maleShoes.Count)]);

14. dca.SetSlot(socks[Random.Range(®, socks.Count)]);

15.

16. if (Random.Range(©,2)==1&&family==null)

17. dca.SetSlot(maleFacialHairs[Random.Range(9O,
maleFacialHairs.Count)]);

18.

19. dca.SetColor(clothingTopName, new Color(Random.Range(0f, 1f),
Random.Range(@f, 1f), Random.Range(of, 1f), 1f));

20. dca.SetColor(clothingBottomName, new Color(Random.Range(0f, 1f),
Random.Range(@f, 1f), Random.Range(of, 1f), 1f));

21. dca.SetColor(clothingSocksName, new Color(Random.Range(of, 1f),
Random.Range(@f, 1f), Random.Range(of, 1f), 1f));

22. dca.SetColor(clothingShoesINITName+"01", new Color(Random.Range(0f,
1f), Random.Range(@f, 1f), Random.Range(of, 1f), 1f));

23.

24,

25. dca.ReapplyWardrobeCollections();

26. }

27. else

28. {

29. if (Random.Range(0, 2) == 1)
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30. {

31. dca.SetSlot(femaleDresses[Random.Range (9,
femaleDresses.Count)]);

32. dca.SetColor(clothingTopName, new Color(Random.Range(of, 1f),
Random.Range(0f, 1f), Random.Range(of, 1f), 1f));

33. }

34. else

35. {

36. dca.SetSlot(femaleShirts[Random.Range (9,

femaleShirts.Count)]);

37. dca.SetSlot(femalePants[Random.Range(@, femalePants.Count)]);
38. dca.SetColor(clothingTopName, new Color(Random.Range(of, 1f),
Random.Range(0f, 1f), Random.Range(of, 1f), 1f));

39. dca.SetColor(clothingBottomName, new Color(Random.Range(0of,
1f), Random.Range(@f, 1f), Random.Range(ef, 1f), 1f));

40. }

41. //shoes

42. UMATextRecipe utrShoes = femaleShoes[Random.Range(90,
femaleShoes.Count)];

43, dca.SetSlot(utrShoes);

44. Color color = new Color(Random.Range(@f, 1f), Random.Range(of, 1f),
Random.Range(0f, 1f), 1f);

45, if (utrShoes.DisplayValue.Equals("High Heels"))

46. {

47. dca.SetColor(clothingShoesINITName + "@1", color);

48. dca.SetColor(clothingShoesINITName + "©2", color);

49. dca.SetColor(clothingShoesINITName + "@3", color);

50. dca.SetColor(clothingShoesINITName + "04", color);

51. }

52. else

53. dca.SetColor(clothingShoesINITName + "@1", color);

54.

55. dca.SetSlot(femaleHairs[Random.Range(@, femaleHairs.Count)]);

56. dca.SetSlot(socks[Random.Range(®, socks.Count)]);

57. dca.SetColor(clothingSocksName, new Color(Random.Range(of, 1f),
Random.Range(@f, 1f), Random.Range(of, 1f), 1f));

58.

59. dca.ReapplyWardrobeCollections();

60. }

61. if (family != null)

62. {

63. DynamicCharacterAvatar dcapl =
family.GetParent(0).gameObject.GetComponent<DynamicCharacterAvatar>();

64. DynamicCharacterAvatar dcap2 =
family.GetParent(1).gameObject.GetComponent<DynamicCharacterAvatar>();

65. Color parentiSkinColor = dcapl.GetColor("Skin").color;

66. Color parentlHairColor = dcapl.GetColor("Hair").color;

67. Color parent2SkinColor = dcap2.GetColor("Skin").color;

68. Color parent2HairColor = dcap2.GetColor("Hair").color;

69. Color mixedHairColor = Random.Range(®, 2) == 1 ? parentlHairColor :
parent2HaircColor;

70. Color mixedSkinColor = new Color((parentiSkinColor.r +

parent2SkinColor.r) * ©.5f, (parentlSkinColor.g + parent2SkinColor.g) * 0.5f,
(parentiSkinColor.b + parent2SkinColor.b) * @.5f, 1);

71. dca.SetColor("Skin", mixedSkinColor);

72. dca.SetColor("Hair", mixedHairColor);

73. }

74. else

75. {

76. float skinR = Random.Range(of, 1f);

77.
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78. Color colorl = new Color(skinColor.r + supplSkinColor.r * skinR,
skinColor.g + supplSkinColor.g * skinR, skinColor.b + supplSkinColor.b * skinR, 1);
79. Color color2 = naturalHairColor[Random.Range(0,
naturalHairColor.Count)];

80. dca.SetColor("Skin", colorl);

81. dca.SetColor("Hair", color2);

82. }

83. dca.UpdateColors();

84. }

Na Adyoug GuVvoTITIK G UAOTTOINONG, N ETTIAOYH TwV SIQOPOTTOINCEWV HECW TWV AVOPWTTIVWV
TTEVTE BACIKWY XAPAKTNPIOTIKWY €ival TUTTIKA, WOTE va Yivel N eueavion Twv diagopwv dIOKPITA
kKatd tnv exTéAeon. ‘Etol, emAéyovtal diakpird TmooooTd avaloya 1o FFM kd&Be xapakThipa.
Mapadeiypatog xdapiv, Evag XapakTipag Je upnAd Extraversion €xel Tnv avaykn va d1aokedAlel
M0 OUXVA aTTO £vav XapakTipa Pe XaunAd Babuo (Introversion).

1. public void SetEagerAndLearnValues(ref Person person)
2. {

3. //openess/conscientiousness/extraversion/agreeableness/neuroticism
4.

5. float[] traits = new float[2];
6.

7. traits[@] = person.GetTrait(2);
8. traits[1] = person.GetTrait(1);
9.

10. float entertainPerc = 9;

11. if (traits[0]<e)

12.

13. if (traits[0] < -790)

14. entertainPerc = 0.125f;
15. else if (traits[0] < -40)
16. entertainPerc = 0.167f;
17. else

18. entertainPerc = 0.2f;
19. }

20. else

21. {

22. if (traits[0] > 70)

23. entertainPerc = 0.5F;
24. else if (traits[0] > 40)
25. entertainPerc = 0.33f;
26. else

27. entertainPerc = 0.25F;
28. }

29. person.SetWantsToBeEntertainedPerc(entertainPerc);
30. float conscperc = 0;

31. if (traits[1] < 9)

32.

33. conscperc = 0.1f;

34, }

35. else

36. {

37. if (traits[1] > 70)

38. conscperc = 0.5f;

39. else if (traits[1] > 490)
40. conscperc = 0.35F;

41. else

42, conscperc = 0.2f;

43, }
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44, person.SetConsciencePercentage(conscperc);
45, }
OCEANManager

AlaxelpioTg Tou povtéAou xapaktnpioTikwy OCEAN. Xpnoiyotroigital yia mnv dIadIKACTIKA
ETMAOYN TWV TTEVTE BACIKWY XOPAKTNPIOTIKWY KABE dnuioupynuéVou XAPaKTPaA, 0 CUVOUAOUO
ME TO e€wTEPIKO TTOKETO Love/Hate 1o otroio repi€xel uhotroinon Tou OCEAN. Z¢ TepiTrTwon TTou
0 XOpOoKTAPAG gival JEAOG OIKOYEVEIOG KAl OEV ATTOTEAEI XAPAKTAPA TTPWTNG YEVIAG, ETTIAEyovTal
XOPOKTNPIOTIK& OTO €UPOG TWV YOVEWYV, YIO BIAKPITH CUPTTEPIPOPA. ZTNV evoTnTa «3.4. MBavég
KOT ETTEKTACT XPNOEIC» Ba yivel ava@opd oToV TPOTTO ETTEKTACNG UE ONUIOUPYIO K EUTTEIPILIVY EVOG
XOPAKTAPA oTnv TTaIdIKA NAIKia Kal TTO00 eTTNPEACETAI N ETTIAOYN TWV XOPAKTNPICTIKWY.

1. public void SetRandomValues(ref Person person)

2. {

3. Traits traits = person.gameObject.GetComponent<Traits>();

4. //Debug.Log("traits: " + traits != null);

5. traits.traits = new float[5];

6. for (int i = @; i < traits.traits.Length; i++)

7. {

8. traits.traits[i] = (int)(Random.Range(-100, 101));

9. if (traits.traits[i] > 100)

10. traits.traits[i] = 100;

11. if (traits.traits[i] < -100)

12. traits.traits[i] = -100;

13. }

14. }

15.

16. public void SetValues(ref Person person, Family family,bool isFutureStudent)
17. {

18. Traits traits = person.gameObject.GetComponent<Traits>();

19. //Debug.Log("traits: " + traits != null);

20. traits.traits = new float[5];

21. for (int i = @; i < traits.traits.Length; i++)

22. {

23. int parentTraitl, parentTrait2;

24. parentTraitl = (int)family.GetParent(9).GetTrait(i);

25. parentTrait2 = (int)family.GetParent(1).GetTrait(i);

26. if (isFutureStudent) //pseudo

27. {

28. if (parentTraitl < parentTrait2)

29. traits.traits[i] = (int)(Random.Range(parentTraitil,
parentTrait2 + 1));

30. else

31. traits.traits[i] = (int)(Random.Range(parentTrait2,
parentTraitl + 1));

32. }

33. else

34. {

35. if (parentTraitl < parentTrait2)

36. traits.traits[i] = (int)(Random.Range(parentTraitil,
parentTrait2 + 1));

37. else

38. traits.traits[i] = (int)(Random.Range(parentTrait2,
parentTraitl + 1));

39. }

40.

41. if (traits.traits[i] > 100)

42, traits.traits[i] = 100;

43, if (traits.traits[i] < -100)
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44, traits.traits[i] = -100;
45, }
46. }

JobManager

Alaxeipiotg Epyaciag. Xpnoigotroieital ammd Tov PopulationManager yia Tov opioud gpyaaiag
€VOG ATOPOU. Z€ TTEPITITWON OTATIKAG £pyaciag TTou diveTal avayKaoTIKA Yo KAOTAOKEUT aTOUwWV
MIKPAG NAIKiag opideTal ekeivn dixwg va €TAeXOei Tuxaia. 2Tn Ouvéxela, o€ CUVEPYOOia PE TOV
BuildingManager yivetal elpean Tou Xwpou epyaaciag oTn OAn. H d1adikaaTiKA €TTIAOYR £pyaaiag
yiveTal Tuxaia atmo éva e0pog OPIoUEVWV EPYOTIWY Kal TNV evoTnTa «3.4. MiBavEg KAT €TTEKTAON
Xproeic» Ba avapepBoUV TPOTTOI ETTEKTATNG.

1. public void SetRandomJobWithOCEAN(Person person)
2. {
3. person.SetJob(new Job(GetRandomJob()));
4, buildingManager.SearchForWorkplace(person.GetJobName(), person);
5. }
6.
7. public void SetRandomJobWithOCEAN(Person person, string staticJob)
8. {
9. person.SetJob(new Job(staticJob));
10. if (staticJob.Equals("Student"))
11. buildingManager.SearchForSchool(person);
12. else
13. buildingManager.SearchForWorkplace(person.GetJobName(), person);
14. }
PavementManager

Alaxelpiotg mme¢odpouiou. 'Evag akoun SIaXEIPIOTAG TTOU AOXOAEITAI PE TNV OPICTIKOTTOINGN
GameObjects. Aéxetar TAnpogopieg ammd Tov BlockManager, kal aoXoAeital pge TV €Upecn
oneiou yia TNV TOTTOBETNON TWV KTNPiwV 0TO TTE(OOPOUIO KABWG Kal TOV OPICUO £VOG KTNpPiou yia
xpnon diapepiopdTwy i epyaoiwyv. MNMapdAAnAa, atrooTéAAEl evTOAEG TTpog Tov BuildingManager
ylO TNV KOTOOKEUT TWV KTNPIWV.

1. public bool CreateBuilding(string type, Block block)

2. {

3. GameObject go = Instantiate(buildingManager.GetBuildingPrefab(type,out
bool valid));

4. int tries = 0;

5. do

6. {

7. bool spaceAvailable = block.CheckAvailableSlots(go);
8. if (spaceAvailable)

9. break;

10. tries++;

11. } while (tries < 10);

12. if (tries >= 10)

13. {

14. Destroy(go);

15. return false;

16. }

17. block.AddToExistingObjects(go);

18. go.transform.SetParent(block.buildingsParent.transform);
19. go.transform.tag = "Building";
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20. go.transform.GetChild(@).tag = "Building";
21. if (type.Equals("ApartmentBuilding")||!valid)
22. {

23. type = "ApartmentBuilding";

24, go.AddComponent<ApartmentBuilding>();

25. }

26. else if(type.Equals("WorkplaceBuilding"))

27. {

28. go.AddComponent<WorkplaceBuilding>();

29. }

30. buildingManager.AddCreatedBuilding(go, type, block);
31. return true;

32. }

TrafficLightManager

AlaxeIpIoTg  QwTelVwY  onuatodotwyv. EAéyxer Tnv ouxvétnta evalAayng tng QWTEIVAG
onpaTodoTnoNg, yia Tnv dIaxEipion Twv OoxXNUATWY Kal Twv Tefwy. Anuioupyndnke yia va
Tpoobéoel évav BaBud peahiopol OTn TTPOCOU0IWAGN TNG TTOANG KATA TNV EKTEAEGN. XPNOIYOTIOIE
TNV NEBodO Update yia va aAA@lel Tn onuaTtodoTnon avda Eva opiouévo Xpovikéd dIdaTnua.

1. void Update()

2.

3. timer += Time.deltaTime;

4, if(timer>interval)

5. {

6. timer = of;

7. if (trafficRoads == null)

8. return;

9. foreach(Vector2Int key in trafficRoads.Keys)
10. {

11. trafficRoads[key].RefreshTrafficLights();
12. }

13. }

14. }

VehicleManager

Alaxelpio¢ oxnudtwy. ‘Exel dnuioupynBei yia Tnv KATaoKeur Kal KataoTpo@r) GameObjects
OXNMATWY yia TNV €0pubun Asiroupyia Kivnong katd Tnv TTpocopoiwan. Katd tn dnuioupyia Tou
OxXNMaTOG, opilel anueio £vapéng Kal TEPUATIKOU anUEiOU TOU OXAUATOG KAl EVEPYOTTOIEI TO OXNUA.

1. public void SpawnCars(int count)

2. {

3. for(int i =0@;i<count;i++)

4. {

5. GameObject go=null;

6. try

7. {

8. roadBezierStart = roadManager.GetRandomRoad();

9. roadBezierkEnd = roadManager.GetRandomRoad();

10. char eh;

11. Transform[ ] transforms =
roadManager.GetAllTransformDrivepoints(roadBezierStart, roadBezierkEnd, 'f', out eh);
12. Vector4[] bezierPoints =
StaticBezierCurve.GetPoints(transforms, 1r);

13. go = Instantiate(carPrefab,carParent.transform);

14. go.transform.position = (Vector3)bezierPoints[0];
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15. go.GetComponent<CarTest>().Init(bezierPoints, eh, this,
roadBezierStart, roadBezierknd);

16. }

17. catch { if(go!=null)Destroy(go); }

18. }

19. }

BuildingManager

Alaxeipiot g KTnpiwv. ‘Exel dnuioupynBei yia Tnv €mmiAoyr, Tnv diaxeipion Kai Tnv €Upecn KTnpiwv
avéAoya Tnv avaykn tou TTANBucpou. Alatnpei Ta KTrpia o€ AioTeg kal avdAoya Tnv avalrtnon
aT1TO TOUG EVEPYOUG XOPAKTAPES ETTIOTPEPEI TO KATAAANAO aTTOTEAEOUA. XPNOIYOTIOIEITAI yIa TNV
apxIKoTToinon Twv dIaPEPIoUATWY Kal TwWV onueiwv epyaciag. ETriong, evnuepwvel TuxOv KThRpia
OTI £xe1 yivel ahhayr nuépag (Kataotriuara yia aAlayn Tipwy, KTApia «AlaokEdaang» yia aAAayn
TOU XOPAKTNPIOTIKOU €EUTTNPETNONG).

1. public GameObject GetBuildingPrefab(string type,out bool valid)
2. {

3. valid = true;

4. if(type.Equals("ApartmentBuilding"))

5. {

6. return genericBuildings[UnityEngine.Random.Range(0,
genericBuildings.Length)];

7. }

8. else if(type.Equals("WorkplaceBuilding"))

9.

10. return genericBuildings[UnityEngine.Random.Range(0,
genericBuildings.Length)];

11. }

12. else if(type.Equals("SuperMarket"))

13.

14. return superMarketBuildings[UnityEngine.Random.Range(©,
superMarketBuildings.Length)];

15. }

16. else if(type.Equals("School"))

17.

18. return schoolBuildings[UnityEngine.Random.Range(90,
schoolBuildings.Length)];

19.

20. else if(type.Equals("Library"))

21. {

22. return libraryBuildings[UnityEngine.Random.Range(9,
libraryBuildings.Length)];

23.

24. else if(type.Equals("Entertainment™))

25. {

26. return entertainmentBuildings[UnityEngine.Random.Range(9,
entertainmentBuildings.Length)];

27. }

28. else

29. {

30. Debug.LogWarning("unknown type of building, returning generic");
31. valid = false;

32. return genericBuildings[UnityEngine.Random.Range (0,
genericBuildings.Length)];

33. }

34.

35. }

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
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1. public void RefreshStoreCosts()
2. {
3. foreach (GameObject go in builtBuildings["SuperMarket"])
4. go.GetComponent<Store>().RefreshCosts();
5. }
6.
7. public void RefreshEntertainmentInterests()
8. {
9. foreach(GameObject go in builtBuildings["Entertainment"])
10. {
11. go.GetComponent<ActivitiesBuilding>().DayChange();
12. }
13. }
LampManager

AlaxelpioTG WTIoPOU 0dwv. 'Evag atmmAoTroinuévog dIaxeIpIoTAS 0 0TToiog AapBAavel vioAn atmmo
Tov RoadManager Adyw Tou TimeManager. EA£yxel TH @wTaywynon Twv 00wy KAt Tnv evaiiayr)
Mépag/vUKTag.

1. public void SetLights(bool isOn)

2. {

3. List<Road> roads = roadManager.GetAllRoads();
4.

5. foreach(Road road in roads)

6. {

7. road.ChangeLampActivity(isOn);

8. }

9.

1e. }

11.

12. public void SetLights(Road road, bool isOn)
13. {

14. road.ChangeLampActivity(isOn);

15. }

2.2.2. YAomoinon aropikwy scripts

‘ETreira a1 tnv eme€AyNon Twv BACIKWY SIAXEIPIOTWYV, YId TNV UAOTTOINCN ETTOUEVOG OTOXOG £ival
n dnuioupyia KwdIKa yia TIG AsiIToupyie¢ o€ atopiko etritredo. Mapakdtw, Ba yivel avagopd o€
Baoikd «Scripts» Ta oToia XpNnolyoTToIoUVTAl YIa TNV TIPOOOUoiwaon TG TTOANG Kal TwvV
XapakTipwv. Ta «Scripts» TTou Ba avagepBouv givai:

Person

Family
ApartmentBuilding
Apartment
WorkspaceBuilding
Workspace

School

Library

Store

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
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e ActivitiesBuilding

Person

O Paoikés kwdIKag Asitoupyiag Tou artopou. EOW opifovrar 6Aeg o1 diadikagieg kal Ta
XOPOKTNPIOTIK& €VOG aTOUOU, OTn TTPOCTIABEIN TTPOCONOIWONG TOU PE £va TTPAYUATIKO ATOMO.
AlaxelpieTal OAEG TIG AsITOUpYiEG HETA OTNV NUEPQA, TNV KAAUWN TTPOCWTTIKWY KAl OIKOYEVEIOKWV
avaykwy, Tnv onuioupyia oxéocwv Kal aAAnAemdpdoewv pe GAAa dTOopa O€ TTEPITITWON
OUOYXETIONOU, KaBWwg Kal Tov Animator yia Tig Bacikég Acimoupyieg Kivnong. Mepi€xel OAeg TIg
AeTrTopépeleg TTou d6Onkav atrd Tov PopulationManager kabwg kal Ta gnueia avagopdg tng
OIKOYEVEIOG TTOU AVIKEl Kal 8pa GUP@PWVA JE QUTEG.

Family

Baoik6g kwdikag Asitoupyiag oikoyévelag. MNepiéxel Ta dropa NG oikoyEvelag, Ta KAeIdIG eUpeong
TWV YOVEIKWVY OIKOYEVEIWY, TO GUVOAO TwV XPpNUATWYV Kal Tou ¢payntoU TTou UTTApYEl OTNnV OIKia.
A&iToupyei Kupiwg wg avagopd yia Tnv eUPECN TWV HEAWV TNG OIKOYEVEIAG. € TTEPITITWOEIG
XPNong, MIa olkoyévela opideTal ammd 2 yoveig Kal pia AioTa (UTTO)OIKOYEVEIWV TTOU AV KOUV Ta
TTaIdIA. AIGQOPETIKA, OPICETAl WG « PEUDOOIKOYEVEIA» KAl YIVETAI ava@Oopd KUPIWG avAAIKWY PEAWV
1 MEAWV TTOU BeV €XOUV dNUIOUPYATEI aKOUN Mia TTANPN oikoyévela BAael Twv aAANAOETTIOPACEWY
ME AAAOUG XOPAKTAPEG.

ApartmentBuilding

Kwdikag Asitoupyiag KTnpiou TUTTOU SIapEPIOUATWY. IMePIEXEI TO OUVOAO TWV DIGUEPICUATWY TTOU
QVNKOUV OTO iB10 KTAPIO, EVW AEITOUPYEI WG ONUEIO avapopdg yia TRV HETAKIVNON TWV XOPAKTAPWY
WG «Kivnan TTPog» GTN TTPOCOUOoIWan.

Apartment

Kwdikag Asiroupyiag diapepiopatog. MNepiéxel TNV OIKOYEVEID TTOU AVTIOTOIXEI OTO OIAPEPICUA.
XpnolPoTrolgiTal yia TNV eu@Aavion TTANPo@opIwV oTn dIETTAPA XPAOoTN.

WorkspaceBuilding

Kwdikag Asitoupyiag Ktnpiou TUTTOU epyaciag. MepiExel To oUvOAO Twv BIOUEPICUATWY TTOU
QVAKOUV OTO i8I0 KTAPIO, EVW AEITOUPYET WG ONuEio avapopdg yia TNV JETAKIVNON TWV XAPAKTPWY
WG «Kivnan TTPoG» aTn TTPOCOMOoIwoN.

Workspace

Kwdikag Asitoupyiag epyaaciag. MNepiéxel TNV ovouaagia tng epyaciag, Ta atoua mmou epyadovral
KaBwg Kkal TIG AeItoupyieg aAANAETTiIOpaong Twv UTTAAARAwY KaTd Tnv €i0od0 Toug OTNnV gpyaaia.
Emiong, xpnoigoTtroigital yia TNV eueAavion TTAnpo@opiwv otn SIETTaPn XproTn.

School

Kwdikag Aciroupyiag oxoAciou. Mepiéxel Toug paBnTéEG TTOU €XOUV OPICTEN 0€ QUTO ATTO TOV
JobManager, TepiExel Asitoupyie¢ aAAnAeTTidpaong pabnTwyv, evw AsIToupyel WG onueio
ava@opdg yia TNV PETOKIVNOTN TWV XOPOKTAPWY WG «Kivnon TTpOg» OTn TTpocopoiwan. ETiong,
XPNOIYOTTOIEITAI IO TNV EUPAVIOT TTANPOPOPIWY GTN DIETTAPT XPNOTN.

Library

Kwdikag Asitoupyiag BIBAI0BNKNG. MepiExel Aeiroupyieg aAANAETTIOpaong aTtéuwy TTou BpickovTal
ekeivn TN oTiyuR otn BIBAIOBAKN, vy AEITOUPYEI WG ONuEIo avapopdg yia TNV PETAKIVNGN Twv
XOPAKTAPWY wg «Kivnon TTPog» OTn TTpocopoiwan. Emiong, xpnoiyoTtoigital yia Tnv eYeAavion
TTANPOPOPIWYV OTN DIETTAPH XPATTN.
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Store

Kwdikag Aeitoupyiag kataoTtipotog. [MepiExel  Aeiroupyieg aAAnAemidpaong atopwy  TTouU
BpiokovTal gkeivn TN OTIYUA OTO KATACTNNA, KOBWG ETTIONG KAl AEITOUPYIEG UTTOAOYIGHOU XpEwong
KOl Xpéwong O€ TTEPITITWON TTOU O XOPAKTAPAG ayopdael TTIPOIOVTA IO TNV OIKOYEVEIA TOU, EVW
A&IToupyei WG onueio ava@opdg yia TNV PETOKIVNON TwWV XAPAKTAPWY WG «Kivnan TTpog» oTn
TTpooopoiwaon. ETTiong, XpnoIWOTTOoIEITAl yIa TNV EU@AvVIon TTANPOQ@OPIWY OTn dIETTAPA XPAOTN.

ActivitiesBuilding

Kwdikag Aeitoupyiag ktnpiou dpaatnpiotritwy. Mepiéxel Asiroupyieg aAANAeTTiOpaong atépwy Tou
BpiokovTal ekeivn TN OTIyUl OTO KTAPIO, KOBWG £TTiong Kai AgIToupyieg yia TRV KaBnuepivh
evaAAayn TOU XapakTnpIoTIKOU TTou €utrnpeTei 10 KTrpio (FFM) kai Tou BeTikoU ) apvnTikou
TPOONUOU TTOU EEUTTNPETEI, €vW AEITOUPYEI WG onueEio avagopdg yia TNV METakivnon Twy
XOPAKTAPWY WG «Kivnan TTpog» OTn TTpoocopoiwon. ETiong, XpnoIdoTTolEiTal yia TNV ENQAvIon
TTANpo@opIwv oTn dieTTaPn XPAoTN.

2.2.3. Karaokeul BacIKWV avayKwyVv avlpwitou & OIKOYEVEIAg

‘Exovtag A€oV opioel TnNG dladikaaieg AsIroupyiag Twv SIaXEIPIOTWVY Kal ToU aTOuou, gival TTAéov
EQIKTA N €TTEEAYNON TWV AEITOUPYIWV TOU XOPAKTPO OE ETTITTEO0 ATOPOU KOl OIKOYEVEIQG. 2TOV
KWOIKQ TOU AaTOUOU, £XOUV OPIOTEN DIAPOPES HETABANTEG WATE VA YiVEI TIPOTEYYION TOU TTWG KIVEITAI
Kal AIToupyei éva ATopo péoa oTnv nuépa, avaioya Tig avAaykeg Tou Kal Tng oikoyéveiag. Ol
Baoikég peTaBANTEG OTO eTTiTTEdO ATOMOU gival TECOEPIG KAl agopoUVv TNV TIEiva, TNV UTTvnAia, Tnv
avdykn yia pgdénon kai Tnv avaykn yia dpacTtnpiotntes. Méoa otnv didpkeia TNG nNUéEPAG, O
XOPAKTAPAG XAvel €va TToo00TO UTTVOU Kal TPOPNG, ME TTOTEAECUA TNV avdykn avattAnpwong
Toug péoa aTnv nuépa. Etriong, katd tnv évapén yiag véag Pépag, yivetral alénon Twv avaykwy
HNABNoNG Kal dpacTNPIOTATWY. X€ TTEPITITWON TTOU Yivel UTTEPRAOT VOGS OPICUEVOU KOTW®AIOU, O
XOPOKTHPAG €l0AyEl OTO XPOvodIdypauua Tou Tnv avdaykn va Kivneei Trpog pia BiBAI0BNAKN r/kai
éva KTPIo dpACTNPIOTATWY. XTO ETTITIED0 OIKOYEVEIAG, UTTAPXOUV Ol PETAPRANTEG paynToU Kal
XPNHATWY, 01 OTToiEG augoueiwvovTal avaAoya Tnv xpron, T.X. MEiwan aguvoAikou @ayntou av
QAvVE Ol XAPAKTAPES TNG OIKOYEVEIG, augnon XPNUATWY av O XOPOKTAPAG TTAEl OTn OOUAELId, A
MEiwon av 0 XapakTipag KAvel avatTApwaon TOU OIKOYEVEIOKOU gaynTou amd kartdoTtnua. H
OUYKEKPIPEVN UAOTTOINGN XPNOIKOTIOIET KUPiWG BaCIKEG PETABANTEG yia €TTIOEIEN AEITOUPYIWY KAl
otnv evotnta «3.4. MBavég kat' eTmEKTACN XPNOEIG TNG UAoTToinong» Ba yivel avagopd yia
ETMEKTACEIG UOU UTTOPOUV va UAOTTOINBOUV.

2.2.4. Anpioupyia adpioTOU XPOVOSIAYPAHNHATOG

21N TTpoOoTIdBeia dnuIoupyiog PEAMICTIKWY KIVACEWV Kal dpacTnpIoTATWY «aTTé/TTPOG» TWV
dNUIoUPYNUEVWYV XOPAKTAPWY, TIPOEKUWE N avaykn dnuioupyiag evog xpovodiaypaupaTog yia ToV
KAaBe xapakTtpa Tou dev gival auoTnpd TTpokaBopiouévo. Kard tnv €vapén Tng nuépag, o Kabe
XOPOKTAPag dnuioupyei 10 BIKO TOU XPOVOJIAYPAUNG CUUPWVA MPE TIGC aVvAYKEG TOU Kal TNG
olkoyéveliag Tou avrkel. ‘Etal, dnuioupyRBnkav o1 yeTaBANTEG «XpOvou TTou £0deUTNKE», OTTOU
opiCovTai o1 xpovol TTou £0deUEl 0 XapakTApag avaioya Tn d1adikaaia TToU aoXOAEITal.

Mapadeiypartog xdapiv, atnv uAoTroinan €xouv UAoTToIiNBei o1 TTapakdaTw OIadIKACIEG UE TOV
avaAoyo xpovo:
Sleep,X
Work,4
Shopping,2
Read,2
GetEntertainment,2
Eat,2
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e School,4

Me egaipeon Tnv diadikacia «Sleep» TTou opifeTal WG PETABANTA avdAoya Tnv wpa TTou
ETMOTPEPEI O XAPAKTAPAG OTO SIAUEPIOUA TOU PETA TO TTEPAG TWV UTTOAOITTWY OpaCTNPIOTHTWY, Ol
OpaoTNPIOTNTEG EI0AYOVTal O€ Wia AioTa n oTroia ekTeAeiTal oeipiakd. H AioTa Trepi€xel diadikaoieg
OTTOU BEAEI/XPEIACETAI O XOPAKTPAG, OTTWG £ENYABNKE € TTpoNyoUpevn evOTNTA, OTTWG TNV ayopd
TPOYAG yia TNV olkoyévela. Katd tnv agign Tou XapakTApa o€ éva onueio ei06dou (CUPQWVa e
Tn d1adIKaTia), 0 XOPAKTAPAG EI0AYETAI O€ AEITOUPYia avapovrg otov TimeManager Kai agaipeital
atro Tov XApTn. EKei, TEPIPEVEl HEXPI TO TTEPOG TWV WPWV TTOU AVaPEPOVTaI, OTTOU Kal OEXETAI
ONMa ETTAVAPOPAS YIO VO CUVEXIOEI TO XPOVODIAYPANKa TOU. 2T0 TEAOG TNG NUEPAG, OTavV TTAEoV
Oev utTapxel katrola diadikacia, o XapakTipag Eekivael T diadikacia « Sleep» n otroia opifeTal pe
XPOVO AAENG TNV TTOPEVN PEPQ OTIG 7TTY., OTTOU Kol dNUIOUPYED £va VEO XpOovodidypapa.

1. public void DayChanged()

2. {

3. if(pAttr.DayChanged())

4. {

5. personFamily.IncrementMoney(pAttr.GetPayout());
6. }

7. nextPersonAction = null;

8. pActs.Clear();

9. bool eagerToLearn = CheckEagerness();

10. bool wantsToBeEntertained = CheckEntertainment();
11. if (pAttr.currentJob.GetJobName().Equals("Student"))
12. {

13. nextPersonAction = new

PersonActions(PersonAttributes.PersonState.Working, pAttr.GetJobLocation(),
pAttr.GetSchool(), "School", "School");

14. if (eagerToLearn)

15. {

16. Library library = mapManager.GetClosestLibrary(this);
17. pActs.Add(new

PersonActions(PersonAttributes.PersonState.Studying, library.GetEntrance(), library,
"Library", "Read"));

18. }

19.

20. pActs.Add(new PersonActions(PersonAttributes.PersonState.Idle,
personFamily.GetApartment().GetEntrance(),null, "Apartment", "Eat"));

21. }

22. else

23. {

24. nextPersonAction = new

PersonActions(PersonAttributes.PersonState.Working, pAttr.GetJobLocation(),
pAttr.GetWorkplace(), "Workplace", "Work") ;

25. if (eagerToLearn)

26. {

27. Library library = mapManager.GetClosestLibrary(this);
28. pActs.Add(new

PersonActions(PersonAttributes.PersonState.Studying, library.GetEntrance(), library,
"Library", "Read"));

29. }

30.

31. pActs.Add(new PersonActions(PersonAttributes.PersonState.Idle,
personFamily.GetApartment().GetEntrance(), null, "Apartment", "Eat"));

32.

33. if (!HasPseudoFamily())

34. {

35. if (personFamily.NeedFood())

36. {

37. personFamily.SetToBuyFood();
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38.

39. Store store = mapManager.GetClosestStore(this);
40.

41. int cost =
store.PreCalculateCost(GetFamilyCountForStore());

42, if (personFamily.totalMoney > cost)

43. pActs.Add(new

PersonActions(PersonAttributes.PersonState.Shopping, store.GetEntrance(),store,
"SuperMarket", "Shopping"));

44. else

45, {

46. store = mapManager.GetCheapestStore(this);
47. pActs.Add(new

PersonActions(PersonAttributes.PersonState.Shopping, store.GetEntrance(),store,
"SuperMarket", "Shopping"));
}

48.

49. }

50. }

51.

52. if (wantsToBeEntertained)

53. {

54. ActivitiesBuilding actB =
mapManager.GetClosestEntertainment(this);

55. pActs.Add(new

PersonActions(PersonAttributes.PersonState.GettingEntertained,
actB.GetEntrance(),actB, "Entertainment", "GettingEntertained"));

56. }

57.

58. }

59.

60. pActs.Add(new PersonActions(PersonAttributes.PersonState.Idle,
personFamily.GetApartment().GetEntrance(), null, "Apartment", "Sleep"));
61. StartNewAction();

62. }

2.3. Eicaywyn €WTEPIKWYV TTAKETWV KAl S1a81IKaoiwv

OTwg €Enynoaue Kal TNV €I0aywyIKr evotnta, n TAaT@Opua avamtuéng Unity3D cuvdéetal
IOXUPA PE TN TTAATQOPUA TTOU €xEl avaTTugel n idla yia TNV €UpEan JOVTEAWY Kal EWTEPIKWV
TTAKETWV YIO EUKOAOTEPEG KaI TTIO YPryopeg uhoTroinoelg. Méoa atmd 1n mAaTeopua AssetStore Ba
KaAU@BOoUV oI avayKeg TNG UAOTTOINONG TNG TTOANG PE EUPEDN HOVTEAWY OIKOOOUIKWY TETPAYWVWY,
KTNpiwv, dpduwv, avBpwTTopopPwy XapakTApwy Kabwg kai n Baociki Asitoupyia OCEAN péow
Tou TrakéTou Love/Hate kai n Aeiroupyia NavMeshAgent yia Tnv TTAOAyNon Twv XapakTApwy.
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2.3.1. Eilcaywyn povTéAwvV yia Tn dnpioupyia Tng méAng

MNvwpifovtag TI¢ avdaykeg TIG uAotroinong, n dladikaoia yia TNV KATOOKEUr, TOUAAXIOTOV
EMQAVIOIAKA, XwpideTal aTnV €UPECN HOVTEAWV Yia TIG 0O0UG KAl TA OIKOBOMIKA TETPAYWVA, KABWG
Kal Twv KTnpiwv. Xpnolgotroiwvrtag Tnv  avalntnon oto AssetStore, Bpédnkav  kai
XPNOIMOTToINBNKAV T TTAPAKATW TTOKETA:

City Voxel Pack

Modular Lowpoly Streets
City ‘Traffic Lights’ Pack
Polygon City Pack

lNa Tnv uhotroinon TTapapeTpoTroINOnKav KATGAANAQ Ta OIKOSOMIKA TETPAYWVA YIa va KAAUWOouv
OIAPOPETIKG PEYEDN TTepIoXwV (aTrd 60X60UU péxpr 180x180UU), diapgoppwbnkav oi dpduol yia
TNV €l0aywyr QWTEIVAG onuatoddTnoNnG Kal QwTIOPOoU Kal evnuepwOnkav KatdAAnAa Ta Ktrpia
TT0U Ba XpnoipoTroinBoulyv yia TNV A&IToupyia TNG TTPOCOUO0IWONG.

O1kodouIKa TETpAywva:

Alapopewbnkav KatdAAnAa yia TNy eiI0aywyr TTANPOQOPIWY GTOV KWOAIKA TOU KAl £YIVE N EI0QYWYT)
GameObijects yia KOAUTEPO JIaXWPICHS TWV AVTIKEINEVWY TTOU Ba TTEPIEXEI.

Eikéva 7: éva Baoiko TeTpdywvo peyéBoug 1x1
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Apopor:

MoAuxpovng MNewpylog

Alapopewbnkav katdAAnAa Ta uttdpxovta Prefabs mou utrdpyouv oT1o TTakéto LowPoly Streets
Kal £YIVE N €10aywyr] Tou KWOIKa « Road» TTou atroTeAei YEPOG TNG UAOTTOINONG yIa TN PETAKIVNON

TWV OXNUATWYV Kal TRV QWTEIVH onuaTtoddTtnon

Eikéva 8: NMapddeiypa diaocTalpwong odwv He onuaTodoTEG
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KrAipia:
Anuioupynénkav Ta KTApIa TTou Ba xpnoiyotroinBouv Kal opioTnkav Ta onueia €10600U Twv
XOPAKTAPWY. ZTNV TTEPITITWON TWV KTNEIWV PE dlauepioPaTa f epyaacieg, yivetal n il0aywyr] Twv
ava@Aloywv scripts «ApartmentBuilding» kai «WorkplaceBuilding» péow Tou OlaXeEIPIOTA
«BuildingManager».
= Hierarchy
SchoolBuilding Varia

Tag Building

Prefab Open

Transform

School (Script)

r

Add Component

~ LibraryBuilding
T Tag Building = Layer Building

ibraryBuilding - - .
: Prefab Open Select Overrides

uilding_R
Transform

Library (Script)

Door

People In Library

E g I.IBMRYH E A - : Add Companent

TE @

L
K}
&

e ——

Eikéva 10: Ktfpio rou xpnoipoTtrolgital wg BiBAIo8AKN

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
Kal xprion Tou poviéAdou OCEAN og Unity3D
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2.3.2. YAomoinon Tou nmpocBeTrou makétou UMA

21NV TTAaT@OpPa AssetStore uttdpxel €va oUVOAO TTAKETWVY JE JOVTEAD XOPAKTAPWY, ETOINA VIO
xpron. ‘Eva amd autd, Tapéxel duvatodtnTa TTOPAPETPOTTIOINONG TWV XOPAKTAPWY XEIPOKivNTa 1
akéun Kai d1adikaoTiKG. Ovopddetal «UMA 2», dnAadr) «Unity Multipurpose Avatar» kai diaTifeTal
Owpedv. e ouvouaoud Pe 1o TTakéto UMA 2, otnv uAoTroinan 6a xpnoigoTroinBei Kal To TTAKETO
«03n Male and Female UMA Races» To 0T10i0 TTapEXEl TTEPAITEPW AUTOUOTEG TTAPAUETPOTTOINTEIG
XOPOKTAPWY, OTTWG TNV auTéuaTtn puBUIoN XapaKTHPa TTaIBIKAG NAIKIOG.

Eikéva 11: Agiypa xapaktipwyv 03n, assetstore.unity.com

Eikéva 12: deiypa TaidiKwv XapaKTApwy, assetstore.unity.com

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
Kal xprion Tou poviéAdou OCEAN og Unity3D
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21N ouvéxela, oUPQWVa PE TIG 0dNYiEG TTOU ava@EépovTal KATé TNV €iI0aywyr] Twv TTokETwyY UMA
Kal 03n OPICTIKOTTOIOUHE TIG PUBUICEIC TWV EEWTEPIKWY TTAKETWY. XpnaoluoTrolwvTag Ta Prefabs
TTou OivovTal, yiveTal n €locaywyn Tou script «Person» Kabwg €TTiong Tou €EWTEPIKOU KWIIKA
«Traits» TTOU XpnolyoTroiciTal oTn d1adikagia apyikotoinong Tou poviéhou OCEAN avé
XOpOKTApa, Kabwg kal Tou Component «NavMeshAgent» 1ou Ba xpnoigotroindei yia tnv
TTAOAyNON TOU XOPOKTHPA.

Root in Prefab en for full editing support)

* Layer Human

# Dynamic Character Avatar (Script)
UMA Expression Player (Script)
/ UMA Simple LOD [Script)

- Animator

-
-
-

# Person (Script)

Renderers

Element 0

Element 1

Element 2 B UMARenderer
LIMA Charact i FemalePrefab

I Init Human
B FemaleFrefab (Move Ta)

Anim Mane (Animator)

DC Avatar B FemalePrefab (Dynamic Character @

Eikéva 13: To femalePrefab 61rwg gival autiq Tn oTIyHNA

2.3.3. YAomoinon Tou povréAou OCEAN oT1o mpooBero makéro LoveHate

XpnoiyoTroiwvTag To TTakETo Love/Hate 1o oTroio Trpoc@épeTal oTn TTAAT@OpUa assetstore, yiveral
EQIKTA N eloaywyr SI0@OpwWY UOVTEAWV XAPOKTNPIOTIKWY OTOUG XAPOKTAPEG avaAoya TIG
ammaItAoelg Tou dnuioupyou. MNa Tnv uAoTroinon NG SITTAWUATIKAG, XPNOIYOTTOINONKE Y Jop®n
Tou povréhou OCEAN, oTo otroio 0 dnuioupydg utropei va eiodyel dedopéva avdioya Tov
XOPOKTHApa TTou B€AElI va dnuioupyAoEl, | akOPn Kal va Ta opicel d1adikaoTiKA. To €Upog KABe
XOapaKTNpIoTIKoU gival 200 povdadeg, opifetal atmod -100 £éwg 100. Otrwg kai aTo kKe@AaAaio «1.4. To
pgoviého OCEAN», n oOvopogio Twv XOPOKTNPIOTIKWY TTOPOUEVEL O  aQuTEG  €TITTESOU
XOPOKTNPIOTIKOU, XWwpig avagopd Twv akpwv o€ -100 kai 100, evw O¢ TTPOCPEPETAI ETTITTAEOV
OIaXWPICHOG TNG TTPOCWTTIKOTNTAG £VOG XAPOAKTAPA WECW WOVTEAWV TTOU €XOUV UAOTTOINGOEI pe

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag

Kal xprion Tou poviéAdou OCEAN og Unity3D
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xprion Tou povtédou OCEAN. EmmAéov, yia Adyoug amrAoucTteuong Tng ulotroinong Tng
OIMAWMATIKAG, €TMAEXONKE n €l0aywyr Tuxaiwv PaBuwv oe KABE XAPAKTNPIOTIKO KOTA Tn
01adIKAOTIKN) dnuioupyia evog Xapakthpa r Tnv €mmAoy PETALU TOou €UPOUG TWV YOVEWV TOU
XapakTtripa. X1nv evotnta 3.4 Ba avaAuBouv TpOTTOl ETTEKTAONG TNG £QAPUOYNG TOU POVTEAOU
OCEAN.

Traits @ 3t

Database OCEAN Faction Database Template ©

Eikéva 14: Script opiopoU XapoKTNPICTIKWV O€ UNOEVIKN KATdoTOON

MapdAAnAa, 6TTwG £yive avag@opd Kal Katé Tov opIouo TNG UAOTToiNaNG Tou script «Person»
Kal Tou script «HumanCreator», 0 XapoKTAPAG XPNOIUOTIOIEI TO XAPAKTNPIOTIKA yia To TTWG Ba
OnNUIoUPYHOEl TO XPOVODIAYPOUUA TOU WOTE VA KAAUWE! TIG AVAYKES TOU.

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
Kal xprion Tou poviéAdou OCEAN og Unity3D
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2.3.4. YAomoinon Tou cuotnparog mionynong NavMeshAgent

AOdyw TnG avaykng Kivnong Twv XOpaktipwyv Ouvapikd péow TG  dnuioupyiag
XPOVOOBIaypPAUUATOG, OTTWG €TTioNG Kal TNG O1adIKACTIKAG KATAOKEUNG TnG TTOANG Kal NG
TUXaIOTNTAG TOTTOBETNONG KTNPiwv 0¢ OA0 TO €UPOG Tng, KaBioTtatar adlvarn n dnuioupyia
OTOBEPWV HOVOTIATIWV VIO TOUG XOPAKTHPES WOTE av YETAKIVNBoUV atrd £va anueio o€ éva GAAO.
H TAateoépua Unity3D, €xovrag avamTUgel TTPAKTOPEG TEXVNTAG vonuooUvng yia €Upeon
MOVOTTaTIWY, TIPOCPEPEI TH SUVATOTNTA dNUIOUPYIOG HOVOTTATIWY, TA OTToia OWG dnuioupyouvTal
TPV TNV €KkTéAeon Tng uAomoinong. lNa va kaAu@Bei n avaykn Tng OIMTAWMATIKAG, Ba
XPNoIhoTToINBei £va SOKINAGTIKG TTAKETO TTOU TTAPEXEI TNV KATAOKEUN JOVOTTATIWV KAl OpiwV KATA
TNV ekTéAEDN. To TTakéTo ovoudletal «NavMeshComponents» kal Trapéxetal péow tng Unity3D
oto GitHub. To TmokéTo TTpoo@épel £va €Upog scripts Ta otroia Ba xpnaiyoTroinBouv yia Tnv
TTAPAPETPOTTOINON TWV OPOPWY, TV KTNPiwv Kal Twv TTeECOOPOUIWY WOTE va TTAPEXOUV TNV
avaAoyn A€IToupyikOTNTA KATA TNV EKTEAEDN.

Eikéva 15: Eicaywyn Tou "NavMeshModifierVolume™" (5&§1d), ye opiopo KUBOU pe HwP XpWHA
(apioTepd)

XpnoigotroiwvTag KatdAAnAa Ta epyalcia, 6a dnuioupynBouv dpduol Kai KTAPIa Ta OTToia
EVW ETTITPETTOUV TNV Kivnon TWV XAPAKTAPWY G€ OA0 TO €UPOG TWV QVTIKEINEVWY, ATTAYOPEUEl TNV
Kivnon eviog Twv oplopévwy TreploXwv yéow Tou NavMeshModifierVolume.

MNa tn Asitoupyia TNG TTEPIOXAG OTO OUVOAO Tou XAPTN, ONMIOUPYHONKeE €va Kevo
avTikeipevo Ye ovoua NavMesh kal opioTnke péoa otov diaxeipioth MapManager. Ao ekei, KaTd
Tn dnuioupyia o MainManager 8a ekteAéael Tn péBodo BuildNavMesh() otn deuTtepn @dacn g
EVEPYOTTOINONG KAl Ba KATAOKEUATEI TNV TTEPIOXN METOKIVNONG.

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
Kal xprion Tou poviéAdou OCEAN og Unity3D
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Eikéva 16:Anpioupynuévo NavMesh katd Tnv ekTEAeon TnG uAotroinong

TéMog, éyive n eicaywyr) Tou Component NavMeshAgent ota Prefabs Twv xapaktipwy
waoTe va 00Bei N duvaTodTNTA Kivnong OTOUG XOPOKTAPES PE Xprion Tou NavMesh.

2.4. Eneinynon onpeiwv S1ad1KACTIKNAG TUXAIOTNTAG

‘Exovtag €Enynoel TIG BaaiKEG AEITOUPYIEG TWV DIAXEIPIOTWV KABWG Kal Tou KWOIKA TTou BpiokeTal
OTA QVTIKEINEVA TTOU Ba XpnoiyoTToinBouyv Katd Tnv eKTEAEON TNG UAOTTOINONG, KpiveTal duvaTtd va
Yivel n eTTEEAYNON TWV BUVATOTATWY TTOU TTapEXOVTal aTTé ThV SIAdIKACTIKY) KATAOKEUR TNG TTOANG
Kal TwWV TTOPAPETPWY TTOU dIa@OPOTTOIOUVTAl KATA TNV €KTEAEON, Ot ETTTEOO XOPAKTAPQ,
OIKOVEVEIOG KOl ETTINEPOUG  XOAPAKTNPIOTIKWY. H  diadikaoia avagépetal  €Tmiong  wg
«Randomization» Adyw TnG @UONG TNG va TTapdyel Tuxaia atroTeAéoPATA KATA TNV ETTICTPOYR
oedopévwy TTou ¢nTABNKav.

2.4.1. Napaperpomoinon avépwnwyv

OTrwg avagepOrkaue Kai oTIG TTPONYOUHEVEG £vOTNTEG, KATA TN dladikagia TG dnuioupyiag, évag
XOPOKTHpag Trepvacl atrd did@opa TTITTEdA OTA OTTOIO TUXAIOKPATIKG aTToKTé dedouéva Ta oTToia
xpeiafovtal yia Tnv Agimoupyia Tou. 'Evag XapakTApag Katd Tn Onuioupyia Tou QTTOKTA
Ol0dIKOOTIKA:

dulo

HAIkia

Evoupagia kar xpwpa paAMwy & dépuaTog
XapaktnpioTtikd OCEAN

Katoikia

Epyaaia

EvW) katd Tnv Acimoupyia Tou €MAEyETAI TUXAia n atrd@acn va acxoAnBei ye dpacTtnpidTnTEG N
O1dBaopa, KaBwg Kal T0 TTOC00TO TOUu va dnuioupyroel VEEG AAANAETIOPACEIS pE GAAOUG
XOPOKTHPEG.

AvoAuovtag, katé Tnv dnuioupyia Tou Xapaktipa, o HumanCreator amogagilel Tnv evouuagia
€VOG aTOuoU a@oU TTPWTa yvwaToTroinBei To @UAO TTou Ba xpnoiuoTroindei, 6TTwg @aiveTal 0T
TUAMO KWOIKA TTAPAKATW:

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
Kal xprion Tou poviéAdou OCEAN og Unity3D
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1. void DressHuman(Person person,Gender gender,Family family)

2. {

3. DynamicCharacterAvatar dca =
person.gameObject.GetComponent<DynamicCharacterAvatar>();

4. if(supplSkinColor.r ==0)

5. {

6. supplSkinColor = new Color(l - skinColor.r, 1 - skinColor.g, 1 -
skinColor.b, 1);

7. }

8.

9. if (gender.Equals(Gender.Male))

10. {

11. dca.SetSlot(maleShirts[Random.Range(0, maleShirts.Count)]);

12. dca.SetSlot(malePants[Random.Range(0, malePants.Count)]);

13. dca.SetSlot(maleHairs[Random.Range(0, maleHairs.Count)]);

14. dca.SetSlot(maleShoes[Random.Range(0, maleShoes.Count)]);

15. dca.SetSlot(socks[Random.Range (@, socks.Count)]);

16.

17. if (Random.Range(0,2)==1&&family==null)

18. dca.SetSlot(maleFacialHairs[Random.Range(9O,
maleFacialHairs.Count)]);

19.

20.

21. dca.SetColor(clothingTopName, new Color(Random.Range(of, 1f),
Random.Range(0f, 1f), Random.Range(of, 1f), 1f));

22. dca.SetColor(clothingBottomName, new Color(Random.Range(of, 1f),
Random.Range(0f, 1f), Random.Range(of, 1f), 1f));

23. dca.SetColor(clothingSocksName, new Color(Random.Range(of, 1f),
Random.Range(@f, 1f), Random.Range(of, 1f), 1f));

24. dca.SetColor(clothingShoesINITName+"01", new
Color(Random.Range(0f, 1f), Random.Range(@f, 1f), Random.Range(of, 1f), 1f));

25.

26.

27. dca.ReapplyWardrobeCollections();

28. }

29. else

30. {

31. if (Random.Range(0, 2) == 1)

32. {

33. dca.SetSlot(femaleDresses[Random.Range (0,
femaleDresses.Count)]);

34. dca.SetColor(clothingTopName, new Color(Random.Range(of, 1f),
Random.Range(@f, 1f), Random.Range(of, 1f), 1f));

35. }

36. else

37. {

38. dca.SetSlot(femaleShirts[Random.Range (0,
femaleShirts.Count)]);

39. dca.SetSlot(femalePants[Random.Range(®, femalePants.Count)]);
40. dca.SetColor(clothingTopName, new Color(Random.Range(0f, 1f),
Random.Range(@f, 1f), Random.Range(of, 1f), 1f));

41. dca.SetColor(clothingBottomName, new Color(Random.Range(@f,
1f), Random.Range(@f, 1f), Random.Range(o0f, 1f), 1f));

42.

43, //shoes

44, UMATextRecipe utrShoes = femaleShoes[Random.Range(9,
femaleShoes.Count)];

45, dca.SetSlot(utrShoes);

46. Color color = new Color(Random.Range(@f, 1f), Random.Range(0of,
1f), Random.Range(ef, 1f), 1f);

47. if (utrShoes.DisplayValue.Equals("High Heels"))

48. {

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
Kal xprion Tou poviéAdou OCEAN og Unity3D
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49. dca.SetColor(clothingShoesINITName + "@1", color);
50. dca.SetColor(clothingShoesINITName + "@2", color);
51. dca.SetColor(clothingShoesINITName + "@3", color);
52. dca.SetColor(clothingShoesINITName + "@4", color);
53. }

54. else

55. dca.SetColor(clothingShoesINITName + "©1", color);
56.

57. dca.SetSlot(femaleHairs[Random.Range(@, femaleHairs.Count)]);
58. dca.SetSlot(socks[Random.Range(®, socks.Count)]);

59. dca.SetColor(clothingSocksName, new Color(Random.Range(of, 1f),
Random.Range(0f, 1f), Random.Range(of, 1f), 1f));

60.

61. dca.ReapplyWardrobeCollections();

62. }

63.

64.

65.

66. if (family != null)

67. {

68. DynamicCharacterAvatar dcapl =
family.GetParent(0).gameObject.GetComponent<DynamicCharacterAvatar>();
69. DynamicCharacterAvatar dcap2 =
family.GetParent(1).gameObject.GetComponent<DynamicCharacterAvatar>();
70. Color parentiSkinColor = dcapl.GetColor("Skin").color;
71. Color parentlHairColor = dcapl.GetColor("Hair").color;
72. Color parent2SkinColor = dcap2.GetColor("Skin").color;
73. Color parent2HairColor = dcap2.GetColor("Hair").color;
74. Color mixedHairColor = Random.Range(®, 2) == 1 ? parentlHairColor
: parent2HairColor;

75. Color mixedSkinColor = new Color((parentiSkinColor.r +

parent2SkinColor.r) * @.5f, (parentlSkinColor.g + parent2SkinColor.g) * 0.5,
(parentiSkinColor.b + parent2SkinColor.b) * @.5f, 1);

76. dca.SetColor("Skin", mixedSkinColor);

77. dca.SetColor("Hair", mixedHairColor);

78. }

79. else

80. {

81. float skinR = Random.Range(of, 1f);

82.

83. Color colorl = new Color(skinColor.r + supplSkinColor.r * skinR,
skinColor.g + supplSkinColor.g * skinR, skinColor.b + supplSkinColor.b * skinR, 1);
84. Color color2 = naturalHairColor[Random.Range(9,
naturalHairColor.Count)];

85. dca.SetColor("Skin", colorl);

86. dca.SetColor("Hair", color2);

87. }

88. dca.UpdateColors();

89. }

¢ TIEPITITWON €KTEAEONG, KATA TNV WAk TTapaywyr avlpwttwy, To amotéAeoua Ba eivai
TTAPOMOIO E TO TTAPAKATW:

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
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Eikéva 17: 31a31KAOTIKH TTapaywyr YUVAIKEIWY XAPAKTHPWY

21N ouvéxela, o xapakTrpag eioayeral otov OCEAN Manager, o o1roiog B€tel Tuxaia TIg TIUEG
TWV XOPOKTNPIOTIKWV:

Human Human

Transform

-,I._

DD

Eikéva 18: Tuxaigg Tipég oTo povréAo OCEAN

TéMog, yiveTal n Tuxaia emmAoyn dlauepiouaTog, Kal opideTal Tuxaia n epyacia péoa atrd yia Aiota
EPYQCIWV.

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
Kal xprion Tou poviéAdou OCEAN og Unity3D
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2.4.2. NMNapapeTPOIMOiNON OIKOYEVEIAG

Katd mn dnuioupyia Twv atéuwyv atré Tov diaxeipioTh « PopulationManagers», 18iaitepa katd tnv
QAPXIKOTTOINGN TOU GUCTAUATOG, YiveTal n Tuxaia €mmAoyr Twv TTaIdiwyV TToU £XEl Jia OIKOyEveEla.
AuTS £xe1l wg atmoTéAeoua, €18IKA o€ ouvduaoud Pe TIG YETARBANTEG TTou opifouv To TTARBOG Twv
APXIKWVY OIKOYEVEIWV, KaBWG Kal Tou TTARBoug Twv evOIANECWY YeEVEWVY TTou Ba TTapayBoulv, va
aAAGCel dpapaTiKG TO TEAIKO TTARBOG Twv U0 TEAEUTAIWY YEVEWV TTOU TTAPANEVOUV EVEPYOI OTN
TOAN. EvOeikTIKG, o1 Baoikég pubuioeic pe 20 oikoyéveleg Kal 2 eVOIAUETESG YEVIEG E 3 TO TTOAU
TTaidid, dnuioupyouv éva TTARB0G Tou eUpoug Twv 300 atduwyv Pe TTePITTou 80 OIKOYEVEIEG, EVW WIa
ekTéAeoN pE 40 apxIKEG oIKoyEveleg Kal 3 eVOIAUEDEG YEVIEG PTTOPET va pTaoEl TTAvw aTtrd Tig 300
olkoyéveleg Kal Ta 1200 evepyd dtopa oTn TTOAN.

Population Manager

tarting Families: 20

reheating: 2

Max Children Per Family: 3

Eikéva 19: Apxikég puBpioeig Tou PopulationManager

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
Kal xprion Tou poviéAdou OCEAN og Unity3D
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2.4.3. Mapapgerpommoinon Krnpiwv

Katd mn dnuioupyia NG TOANG, yivetal n Tuxaia Aoy Twv KTNpiwv TToU Ba xpnoigotroin8olv
yla TNV eykatdoTaon Katoikwyv KabBwg kai TV évapén epyaciwy. ETriong, n emAoyr) evog KTnpiou
yiveTal ge Tuxaio TpOTTO, OTTWG £TTIONG KAl KATA TNV £TTIAOYHA £pyaciag, av uttdpxel fdn TTapouola
gpyaaia evepyn atov XApTn, UTTAPXEl Mia WIKpr TOavoetnTa va dnuioupyndei pia Karvoupia avTi
TNG EI0QYWYNAG TOU atdépou oTnv Adn uTTdpxouaoa.

Eikéva 20: Ta KTAPIA TTOU XPNOIJOTToIRONKAV yia SIaQUEPICTHATA KAl EPYOTIES

TéAog, o€ emiTedo AeiToupyiag, Ta KTApIa TUTTOU «Store» (KataoTAuaTta ayopdg) Kal Ta
«ActivitiesBuilding» (Ktrjpia dpaoTtnploTTwy) TTEPIEXOUV AEITOUPYiEG AAAAYAS TIWWV KAl AAAAYAG
€EUTTNPETNONG XOPOKTNPIOTIKOU O KaBnuepIvh Bdaon, €mmAéyovTag avrioToixa atrd éva eupog
TIMWV KAl a1Td TO OUVOAO TWV XOPOKTNPIOTIKWY OPICovTag apvnTIKG 1} BeTIKG TTpOONUO.

2.4.4. Tuxa1oTnTa aAAnNAemdpacewyv

la TNV aAANAOETTIOPACN TWV XAPOKTHPWY, XPNOIJoTToiInenke n moavoTnTa Tou va Bpebei évag
XOPOKTHpag o€ £vav xwpo. Mapadeiyyatog Xapiv, G€ TTEPITITWON TTOU £VAG XOPAKTPAG MTTEI OTOV
XWPO epyaaiag Tou, uttdpxel hia moavoTnTa va guvopiAfoel (dnA. va aAAnAoemdpdaoel) ye Evav
GAAo utTdAANAO TTOU BpiokeTal eTTiong aTov XWPo. H mlavétnTa aAAnAeTTidpaong opietal atmd To
TTOPAKATW KOMMATI KWAIKA:

1. public void CameToWork(Person person)

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
Kai Xprion Tou povréhou OCEAN og Unity3D
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2. {

3. if (staffActiveInWorkplace == null)

4. staffActiveInWorkplace = new List<Person>();
5. foreach(Person p in staffActiveInWorkplace)

6. {

7. if (UnityEngine.Random.Range(9, 20) == 0)

8. person.NewInteraction(p, true);

9. }

10. staffActiveInWorkplace.Add(person);

11. }

O1wg @aivetal, n mMOaveTNTa va aAANAOETIOPATouUv dUO XAPAKTAPES TTOU BpiokovTal TNV
epyaaoia gival 5%. MNMNapouoIog KWAIKAG EKTEAEITAI KAl OTIG TIEPITITWOEIG TTOU:

‘Evag padbntrg del oto axoAeio (10%)

‘Evag XapakTApag YTTEl OTO KATACTNHA Yia va ayopdael @aynto (10%)
‘Evag xapaktipag mdel yia diaBacpa oe pia BiBAI0BRkn (3.3%)

‘Evag xapakTrpag Tdel o€ £€va KTAPIo dpacTnploTATWY (20%)

Ev) 0 kwdikag Tou eAéyxel TNV aAAnAeTTidpaon xwpidetal o dUO PEPN Ta OTTOIa EKTEAOUVTAI
avaAoya TO TTOI0G XAPOKTAPAG £Kave TNV Evapén TG aAAnAeTTidpaong:

public void NewInteraction(Person otherPerson,bool initiator)
{

if (initiator)

{

if (!personInteractions.ContainsKey(otherPerson.PID))

{
. Interaction interaction = new Interaction(otherPerson.PID,
otherPerson.GetFullName(), Random.Range(@, 21));

NouphwNnR

8. personInteractions.Add(otherPerson.PID, interaction);

9. }

10. bool chatResult =
personInteractions[otherPerson.PID].ChatResult();

11. bool otherPersonChatResult = otherPerson.ContinueInteraction(this,
chatResult);

12. personInteractions[otherPerson.PID].UpdateProgress(chatResult ||
otherPersonChatResult);

13. if(personInteractions[otherPerson.PID].MaximumLikeness() &&
personInteractions[otherPerson.PID].CanBeEngaged(this,otherPerson)&&otherPerson.Want
sToBeEngaged(this))

14. {

15. MergePseudoFamilies(this,otherPerson);

16. mapManager.CreateRandomApartment (personFamily);

17. CreateChildren(personFamily);

18. }

19. }

20. else //wait forInteraction fromOtherUser

21. {

22. }

23. }
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Kai:
1 bool ContinueInteraction(Person otherPerson, bool otherPersonChatResult)
2 {
3. if (!personInteractions.ContainsKey(otherPerson.PID))
4 {
5. Interaction interaction = new Interaction(otherPerson.PID,
otherPerson.GetFullName(), Random.Range(©@, 21));
6. personInteractions.Add(otherPerson.PID, interaction);
7. }
8. bool chatResult = personInteractions[otherPerson.PID].ChatResult();
9. personInteractions[otherPerson.PID].UpdateProgress(chatResult ||
otherPersonChatResult);
10.
11.
12. //now let the firstPerson continue.
13. return chatResult;
14. }

2€ TEPITITWON TTOU N GAANAETTIOpaCN YiveTal yia TTPWTN QOPA, UTTAPXEI TUXAIOTNTA N
oTToia opifel TNV «TTPWTN EVTUTIWONY» METAEU OUO XapakKTApwYV Kal £xel 5% TmBavoeTnTa va eival
Kakn, Kal 5% va gival KaAr], g 10 UTTOAOITTO TTOCOCTO Va gival 0€ GUOIOAOYIKO TTOO0OTO. Av
aAAnAeTTiOpacn peTalu duo atduwv €xel EavaouuBei, audvetal n eviiTTWON TWV XOPOKTHPWY
avdAoya e éva TTOO0CTO TO OTTOI0 GUVOEETAI PE TNV ETTITUYXIO TNG KABE aAANAeTTidpaong, evw o€
TTEPITITWON TTOU UTTAPXE! TTARPWG KaA eviUTTwon Kal ota dUo aToua, av uttdpyel n duvatdtnTa
yivetal d1000vOe0T TwV « WPEUDOOIKOYEVEIWVY» TTOU AVAKOUV 01 U0 XAPOKTAPES, dnUIoUpYEiTal vEa
oIKoy€vela Kal dnuioupyoUuvTal VEOI XapaKTHPES wg TTaIdIA TNG VEAG OIKOYEVEIQG.
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2.4.5. Angioupyia kKai Kivnon oxnHaTwyv

Katd tTnv Kartaokeun Twv oxnuatwv atd Tov VehicleManager yiveral n tuxaia €tmAoyn evog
onueiou £vapéng emA&yovTag £va avTikeipevo dpduou péow Tou RoadManager kaBuwg eTTiong Kkai
TOU Onueiou TTPOOPICUOU. 2Tn CUVEXEIQ, UTToAoyiCeTal n BEATIOTN diadpoun yia va PTTopéaEl va
KATAArEEI TO OXNUA OTOV TTPOOPICHO TOU Kal YiVETAI KAl O UTTOAOYIOWOG TwV KAUTIUAWY Bezier o¢
TTEPITITWON TTOU UTTAPYXOUV OTPOPEG WOTE VA QPAIVETAI PEAAIOTIKA N Kivnon Tou oxnuarog. To
OXnNUa PETAKIVEITAI ATTO ONUEiI0 o€ onuegio cUPQwva Pe Tn dIAdPOUN TTOU TTEPIEXEI TTANPOPOpPIa
Béong kal TTooooToU OTPEWNG KAl TTAPAKOAOUBEI TN @wTEIVA ONUaTod8TNON, EVW KATA TNV AQIEN
TOou, €TMIAEYETAl €va VEO TuxAioO ONMEIO WG VEO ONEIO TTPOOPICUOU, Kal TO TTaAIG Onueio
TTIPOOPICHOU opiCeTal TTAEOV WG N VEA £vapEn TOU OXMMATOG Kal uttoAoyideTal n véa diadpoun.

Eikéva 21: Mia diadpopn evog Tuxaiou oxAUOTOG
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3. EKTEAEZH

3.1. EkKTéAgon mpoooHoiwong

‘ExovTag TTAé0V OAOKANPWOEl TNV KATAOKEUR TOU KWAIKA 0TO 0UVOAO TNG UAOTTOINONG, TTAEOV gival
OuvaTA N €KTEAEON TNG TTPOCOMOIWGONG TNG TTOANG. ZTO Ke@AAaio auTd Ba yivel n avagopd oTn
OIETTaPA TOU XProTn, Ta Pevou TTou eu@avifovtal Pe TIG pubpiocelg TTou TrepIAapBAvouyY, TOUg
XPOVOUG TaxUTNTaG EKTEAEONG, TNV Kivnaon TNG KAUEPAG Kal TIG TTANPOYOpPIES TTOU gugavifovTal yia
TOUG €vePYOUG XAPAKTAPEG OTnN TTOAN. € TIEPITITWON TIOU 1N €KTEAEON yiveTal péow Tng
TAaTPOpuag Unity3D o¢ katdoTaon Editor, yTropoUpe Pe va EKKIVHIOOUE TNV TIPOCOUOIWGN HECW
Tou “Play”, dI0QOpPETIKA PECW TNG EvapEgng TOU eKTEAETIMOU apxeiou TTou £xel TTapaxBei atrd Tn
diadikaoia Build Tng Unity3D.

3.2. Aisma@n XpRoOTN

‘Eva Baciké aToixeio TNG AeIroupyiag Tng uAoTroinong €ival n €mmKoIvwyvia Pe Tov XpAoTn. Auth
yiveTal péow Tng OIETTAPNG XPAOTN, N oTroia déxeTal Oedouéva Ta OTToId €XOUV OPIOTEI WG
TTAPAUETPOTTOINCIMA KAl OTN CUVEXEID TA JETAPEPEI OTOUG KATAAANAOUG BIaXEIPIOTEG YIa va YiVEl N
KAatdAANAn evnuépwaon omou xpeidletal. Mapakdtw, Ba avaAuBei n diemagn xprotn g
uAotroinong.

3.2.1. Ap)XIKOTIOIiNON TMAPAHETPWYV

Kata tTnv évapén Tng Tpocouoiwaong, 0 XprRoTNG cuvavTd pubuioeig ol 0TToieg a@opoUV dIAPOPES
METABANTEG OI OTTOIEC XPNOIMOTIOIOUVTAI VIO TNV OPICTIKOTTOINGN KATTOIWVY TTEPITITWOEWYV XPronG.
Ava@opikd, auTég gival:

e Total Apartment Buildings

e Total Workspace Buildings

e Total Supermarket Buildings
e Total Entertainment Buildings
e Total School Buildings

e Total Cars

e Starting Families

e Preheating

[ ]

Max Children Per Family
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@ Year: 1, Day: 1
807:00]
ooaooE

—————
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———

! cm——
—_—
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—————
—
—_——
—

Eikéva 22: Apxikn 006vn eKTEAEONG TTPOCOHOIWGONG

O1 1peig TeAeuTaieg HETABANTEG A@OPOUV TNV SIAUOPPWAN TWV OIKOYEVEIWY, TO HEYIOTO TTARB0G
TWV TSIV O€ Pia OIKOYEVEID KABWGS Kal TIG eVOIAUECO dNUIOUPYNUEVEG YEVIEG Ol OTToiEG OEV
agopouv evepyd TANBuouOd, OTTwG €idape kal og TTponyouuevo ke@dAaio. O1 uttdAoITTEG
METABANTEG, apopolv TNV apaidTNTA A TTUKVOTNTA Tou XApTn. BonBouv Toug dnuioupynuévoug
XOPOKTHPES Va BPioKOUV KTHPIA yia TIG OpacTnpIoTNTEG TNG NUEPAG TTIO KOVTA GTNV KATOIKIa TOUG,
av gival o TTUKVOG 0 XApTNG, evw Toug BUCKOAEUEl av gival o apaidg. MNapdAAnAa, Adyw Tou
POPTOU TWV POVTEAWY, £vag apaldg XApTng YeE AiyoTEPO TTANBUCUS gival TTIO EUKOAQ BIaXEIPITINOG
atd Tov H/Y TToU ekTeAEl TNV TTPOCOUOIWGON O OXEON ME MIa EKTEAEON TTPOCOMOIWONG HE TIG
pubuioeig oTo PéyioTo Babuod.

3.2.2. Mevou BonOeiag

Me 1o TToU TTaTNBEI TO KOUWTTI évapéng, yiveTal n dIadIkAoTIKA dnuioupyia TNG TTOANG Kal EEKIVAEI N
TTpooopoiwan. Ekeivn Tn Xpovikr aTiyur, eg@avideTal kal £va TTapdbupo TO OTTOI0 EVNUEPWIVEI TOV
XPNoTN yia TIG duvVATEG ETTIAOYEG TTOU UTTOPET va KAVE! yia va TTAonynBei kal va PdaBel Tig AsIToupyieg
TNG TTPOCOUOIWONG.
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H - Shows this Help Panel

R - Select Random Person

G - Spawn Car

Scroll - Zoom in/Zoom out
~~Arrow Keys - Camera movement

Left Mouse Button -> Select Person Or
Building On Map if person exists under, to
show details.

Up Right Corner -> Change Year/Hour

and Speed (Speed setting over 4x is CPU
intesive)

Close

Eikéva 23: Mevou Borfsiag 601Twg eg@avifeTal oTn TPOCOM0IWaN

3.2.3. Xpovog, wpa Kal TaXUTNTA EKTEAEONG

Mavw 01 atnv 0086V, gival o1 EwTePIKEG AciToupyieg Tou TimeManager. O xproTng UTropei va
¢l TNV TPEXOUTA XPOoVId, PEPA, WPa KAl AETTTO TNG TTPOCOUO0IWONG, VW UTTOPEl va eAEyEel TNV
TayxUTNTa EKTEAEONG TNG.

3 Year:»u1, Déy: 1
807:00

o[ [2: [ Jo: o

Eikéva 24: Huepounvia, wpa Kol TaxUTNTO EKTEAECNG TTPOCOUOIWONG
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3.2.4. Culling Mask

>¢ TTEPITITWON TTOU 0 XPNoTng BEAEI va dwael TO BAPOG TNG TTPOCOXNAG TOU UOVO O€ £va TTITTEOO
TNG TTPOCOUOoIWONG, WTTopei va eTmAéEel ammd TTAvw apioTepd Trola Layers Tng KAPEPAG

XpnaoigoTtroiouvTal. AuTOuaTa, N KAYepa Ba atrokpUWel Ta UTTOAOITTA.

Toggle Culling Mask
Categories

Human Layer
Building Layer

Pavement Layer
Road Layer
Light Layer

Car Layer

Eikéva 25: Culling Mask Options

Unity 202131561 Persanal <DX11>

@ pruriskh_seworked - Copy - ExtemalBuilderScene - Windows, Mac, Limax
w Help

Fie i GameObject Companert i

@ Year: 1, Day: 1
807:07

ooanom

Eikéva 26: NMpooopoiwon pe 6Aa Ta Layers evepyd
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Mapadeiyparog xdpiv, av évag xpriotng B€Ael va &€l TNV TTPOCONOIWGN XWPIg Ta KTAPIA,
pTTOpEi va atroetAéEel To Building Layer, €101 n Trpocopoiwan 6a @aiveral KATTWG £TOI:

@ ptusiakh_seworked - Copy - ExtemalBslderScene - Windows, Mac, Linux - Unity 202131561 Persanal <DX1 1>

Fie £dt Asets GameObject Component Tools UMA Window Help

Eikéva 27: NMpoocopoiwon pe 1o Building Layer amrevepyoTtroinuévo

Qg onueiwaon, ava@épeTal OTI N aTTOKPUWN £vOG ETTITTEOOU BEV ONUAiVEl OTI TA AVTIKEIYEVA TOU
emMTESOU OTAUATAVE va UTTAPYouv, aTTAd Otv gu@avifovral otnv Kauepa. Q¢ ammotéAeopua,
UTTAPXEI TTEPITITWON O XPrOTNG VA TTApaATNEACEl 0TI KATTOIOG XAPAKTAPOG £E0PAVIOTNKE, EVW OTN
TTPAYUATIKOTNTA PTTAKE G€ KATTOIO KTHPIO.
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3.2.5. Kivnon kauepag

2Upewva Kal Ye To gevou Bonbeiag, o1 dBuvaTEG KIVIOEIG TNG KAPEPAG Eival aToug Tpeig dgoveg. MNa
Tnv peTakivnon oe Babog (dfovag Y) xpnoigotroigital To scroll wheel Tou TTOvTIKIOU, EVW YIa TNV
METaKivnon opifovTia Kal KaBeta (agovag X Kai Z) xpnoiygotrolouvTal Ta BEAN Tou TTANKTPOAOYyiou.
Emiong, av emAexBei €va avTikeiyevo TTou TTEPIEXEI TTANPOPOPIEG (XAPAKTAPES/KTAPIA) N KAUEPA
KAEIOWVEI GTO avAAOYO QVTIKEIMEVO Kal TO aKOAOUBEi. TENOG, O€ TTEPITITWON XPACONG TOU TTANKTPOU
«I», dnuioupyeital éva véo dxnua Kai n KAUEPa akoAouBei To dxnua.

© ptuxiakh reworked - Capy - ExtemalBukderScene - Wedows, Mac. Linux - Usity 2021.31501 Pesscnal <DXI1> - o
Fie F4a Auets GameObject Component Tooks UMA Window Help

ik
]
i
s

Bar J {

Eikéva 28: KAuePa TTOU AKOAOUBEI OXNMA TO OTTOi0 AVAUEVEI TOV QWTEIVO ONMATOdOTN. MTTpooTd
TOU, XapakTApag diacyigel Tn diaaon.
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3.2.6. NMAnpowopisg arépou

Kavovtag xprion tou TAAKTpou «P», 1 emA£yovTag £vav XapaKTPa O OTTOI0G TTEPTTATAEI OTN
TOAN, MpTTopoUue va pdBoupe TTAnpogopieg yia autdv. lMNa TTapddelyua, £vag XOapaKTHPAg
ePavilel autd 1o TTAPABUPO TTANPOPOPIWV:

Married
Theodora Bridge
Switch

Children: 1

Currently: Walking

[ Famiy_Jvorwsenco

Elliot Hassan, 3¢
Weigher

116

Married
Theodora Bridge

Children: 1
1: Amina Bridge

Food

Sleep

Eager To Learn

Need for Entertainment

Currently: Walking

Interactions

Eikéva 30: To mapdabupo TAnpogopiwv
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>€ auTd, uTTOpOoUUE va JABoupEe TTANPOPOPIEG OTTWGS TO GVOUA TOou, TNV NAIKIa Tou, To QUAO
ToU, TNV gpyaaia Tou (Weighter), 1o ID Tng OIKOY£VEIAG TTOU AVAKEL, TO AV €ival TTAVTPEPEVOG 1) OXI
ME évav GANO xapakTrpa TG TTOANG (Hadi pe KoupuTri evaAAayig o€ auTto), To TTARB0G Kal Ta ovOpaTa
Twv TaIdIV TNG oikoyévelag (1, Amina Bridge, padi pe koupTtri evaAlayng o€ autod), Ta
xapaktnpioTikd OCEAN Ttrou d1a6étel, TIG HETABANTEG avaykwy Tou (Tpoer, UTTvog, TTpoBuia
paBnong, avaykn yia dlackédaon), TNV KAtdotaon TTou BpiokeTal KABWG Kal £va KOUUTTI yia
EUPAVION TWV TTANPOYOPIWY TNG OIKOYEVEIOG TOU, TG EPYOCIAG TOU KAl TwV AAANAOETTIOPATEWY
ME AAAOUG XOPaKTAPEG.

Interacted with 1 people

Chris Barnett 47%

Eikéva 31: AAMAnAemidpdoeig Tou xapakTtripa Elliot Hassan (Trpony. pwrtoypa@ia) ge Tov XapaKTAPA
Chris Barnett

3.2.7. NMAnpo@opieg oIKoyEvEIag

MatwvTtag 1o TTAAKTPO Family kKatd Tnv TTapakoAouBbnan Twv TTANPOQOPIWY £VOS XOAPAKTAPA,
€UPavifovTal OTOIXEIO TNG OIKOYEVEIAG TTOU AVAKEI O XAPOAKTAPAS, TWV XPNUATWY Kal TS TPOPNG
TTOU TTEPIEXEI TO DIAPEPIOUA, T PMEAN TNG OIKOYEVEIAG Kal YiVETAI PETAKIVNON TNG KAUEPAS OTO
KTAPIO TTOU £XEI TO BIAPEPIOUA TNG N ETTIAEYPEVN OIKoyEveld. AGYyw TnG Evapegng TG TTPOCOU0IWOoNG
ol TIuég Money kai Food €xouv apyikotroinBei pe Ti¢ TipéG 100 kal 20, kdTi TTou Ba apyioel va
OIA@POPOTIOIEITAI OGO TTPOXWPAEI N TTPOCOUOIWaN.

AE

a Bridge, 37

2: Elliot Hassan, 39 Switch

Children:

1: Amina Bridge, 14 Switch

B e RS k=2 | i

Eikéva 32:To kTfip1o oTo otroio diapével n oikoyévela Bridge/Hassan pe FamilylD 116
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3.2.8. NMAnpowopieg KTNPiwWV

EkT166 a1 TNV EPPAVION TWV TTANPOPOPIWV TNG OIKOYEVEIAS, HECW TWV TTANPOPOPIWV TOU aTOUOU
0 XPNOoTNG MTTOPEI VO EPPavicel TTANPOQYOPIES YIa TNV £pyaaia TOU XOpaKTAPaA.

Workplace, Extraction Worker (il

0 people in, out of 2

Zachariah Bullock
Sawyer Kennedy

Eikéva 33: Epyacia evog aTOMOU. TN CUYKEKPINEVN EpyddovTal SUo dTopa.

ETmiong, o xpriotng emA&yovrag 1o kouuTri « Show workplace building» ) emiAéyovTtag éva
KTAPIO OTn TTOAN UTTOPEi va gu@avioel TTAnpogopieg yia autd. EmAéyovrag éva Ktrpio TUTTOU
Epyaciag, eypavi¢ovral ol TTapaKATwW TTANPOYPOPIEG:

orkplace Building

with 4 active workplaces

Workplace Service Technician, 3

employees

Workplace Health Diagnosing and
reating Practitioner, 1 employees

_Workplace Scout, 1 employees
Workplace Sewer, 1 employees

Eikéva 34: TTAnpo@opieg KTnpiou TTou oTeyddel eTaipeieg/epyaaisg

TNV TTAPATTAvVW £IKOVA, SIOKPIVETAI N AEITOUPYIa TEGOAPWY £PYATIWY, MIAG TTOU £XEI TPEIG
UTTOGAANAOUG Kal GAAEG TPEIG EPYATieES TTOU €XOUV aTTO £vav epyalouEVo.
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AAAO KTHpIO, TO OTTOIO TTEPIEXEI DIAEPIoUATA EJPAVICEI TIG TTAPAKATW TTANPOPOPIEG:

partment Building

ith 2 active apartments

Family: 3 people, family id: 138
Family: 3 people, family id: 149

Eikéva 35: TAnpo@opieg KTnpiou Tou oTeyddel diapepiouara

Omérte, 0 XprioTng MTTOoPEI va AdBel TNV TTANPo@opia OTI GTO CUYKEKPIUEVO KTAPIO
oTeyafovtal U0 TPIUEAEIG OIKOYEVEIEG.

Mapduola, yia Ta KTAPIa TToU AsiIToupyouv wg kataoThuaTa, BIBAIOBRKESG, axoAsia kal
KTAPIO dpacTNPIOTATWY EP@avifovtal oI TTapakdTw TTANPOPOPIEGS:

Supermarket
Daily Food Cost: 5 Water Cost: 1
0 people in

Eikéva 36: TTANpo@opieg KATAGTAMATOG VIO ayopd TPOPRG

Library

0 people in

Eikéva 37: mAnpogopieg ktnpiou BiAI0BAKNG
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School

15 students in
Jemma Cassidy, 11
Maximiliano Cassidy, 7
Westley Pritchard, 8
Paloma Hills, 9
Bianca Bradley, 5
Landry Wyatt, 3
Kailey Daley, 3

Ari Daley, 15
Xiomara Hughes, 6
Vida Wilkinson, 8
Luisa Wilkinson, 7
Willa Nixon, 8

Enzo Sadler, 16
Kendrick Sadler, 17
Ashley Richards, 14

Eikéva 38: mAnpo@opieg oX0oAIKoU KTnpiou

Activities/Entertainment
0 people in. Serving Neuroticism with

positive value

Eikéva 39: TAnpo@opieg kTnpiou d3pacTnpIioTATWY. TO CUYKEKPIPEVO KTHPIO EEUTTNPETEI HOVO
XOPOAKTAPES ME BETIKO TTPOCNMO OTO XUPAKTNPIOTIKO «NEUPWTIOHOG»
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3.3. ZuvoAIKN €1KOVa TNG TTPOCOHOIWOTNG

‘Exovtag TAéov €€nynoel TNV BIETTA@H TOU XPAOTN KaBWG Kal TIG AEITOUPYiEG TNG TTPOCOUOIWaNG,
MTTOpOUNE va doUuE TO GUVOAO TNG TTPOCOUOIWONG. 2TO ETTOUEVO KEPAAQIO, Ba yivel eTeEAynon
TNG AEITOUPYIKOTNTAG TNG UAOTTOINONG, TTpoBAAuaTa Kal AUCEIG KaBwG Kal TUXOV ETTEKTACTEIG 1] TTOU

MTTOPOUV va uAoTtroinBouv e BAaan Tn SITTAWUATIKN.

@ Year: 1, Day: 1
808:31

Eikéva 40:To oUvoAo TnG UAOTTOiNoNG KATA TNV EKTEAEDT.
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4. ZYMNEPAZMATA

4.1. Zupmepdopara SIMAWHATIKAG Epyaciag

Kata tn didpkeia NG uAotroinong utmpée TpIR O€ apKeTOUG TOMEIG TNG TTANPOPOPIKAG, TWV
MOBNUOTIKWY TNG TEXVNTAS vonuooUvng, akoun Kal TG WuxoAoyiag. H SIMAw AT o€ apKeTd
onpeia TNg avedeige TpoBAnuaTiopoUs yia ToV TPOTTO UAOTTOINONG TNG, OTTAITWVTAG KPITIKI) OKEWN
yla diaxwpIopd TG eioayouevng TTAnpogopiag katd tnv avalntnon TTANPOQOPILY WATE va
uAoTroinBei. AGyw Tou peyEBoug Twv TTEdiWYV TToU BAciCeTal yIa TNV TTPAYUATOTIOINGN Tou BEUATOG
NG, UTTAPEE N avaykn HEIWONG APKETWY TOPEwv TTou Ba ptropoucav va elgayxBouv yia pia
TTANPECTEPN €IKOVA TNG TTPOCOMOIWONG KAl TNG AEITOUPYIKOTNTAG 0€ GUVOUAOUS PE TO JOVTEAO
OCEAN, xwpig autd va onuaivel 611 gival eANITTAG, PG Kal TTpoodiopilel TIG BaaiKEG AsiToupyieg
™G OIadIKAOTIKAG Onuioupyiag Mg oAOKANPENG TTOANG, Tnv OUVAMIKY METAKIVNON TTOAAWY
XOPOKTAPWY XWPIG TNV avaykn €10000uU 0edoUEVWY TOU XPrOTN KaBwG Kal a@npenuévn Asitoupyia
TOU XPOoVvodIaypAuPaTOG TOUG XWPIG Tov 1oxupd opioud Tou. Q¢ atmoTéAeaua, Bewpw OTI N
OITTAWMATIKA EPYACia TTETUXE TOV GTOXO TTOU AVAPEPEI O TITAOG TNG, VW UTTOPEI va XpNnoIKoTToINBEi
MEAAOVTIKA WG BAaN yia eTTINEPOUS UAOTTOINTEIC AAAWV AEITOUPYIWV.

4.2. MOava mpofARuara kair AUCEIG

O1wg civar Aoyikd, katd Tnv uAoTroinon TnG SITTAWMATIKAG €pyaaiag, TTPoEKuyav dIaPopa
TPOPRAAUATA T OTTOoIO APOpPOUCaAV TEXVOAOYIKOUG TTEPIOPICHOUG KABWGS KAl TTEPIOPIOCUOUG OTNV
Karavénon.

Amraitiio€ig YAIkou

NASyw NG eu@aviong TTOAwWYV TPIoBIACTATWY PJOVTEAWVY aTnV 004vn, KpiveETal avaykaia n xpRon
€VOG 10XUPOU OUCTANOTOG yIa va utrepBei TTpofARuaTa XaunAng TaxUutntag €KTéEAeonG, N
onuioupyiag TTPORANUATWY OTIG HETAKIVATEIG XapaKThpwv. ‘Eva akoun Baaikéd TpdpAnua agopd
TNV eKTéEAEON KWAIKA atrd TTOAAG avTiypaga kKwdika. H ektéAeon evioAwyv 200-1000 xapakThpwyv
avd frame ptropei va odnynoel o€ utteEPBOAIKA peydAn avapovr], AGyw TnG pun IKavoTNTAG va Yivel
ATTOQUYA EKTEAEONG. =ZETTEPVWVTAG TNV évapén Tng SIadIKACTIKAG dnuioupyiag TToU PTTOPED va
XPEIOOTEL PEXPI KAl PEPIKA AETTTA avAAoya Tnv TTEPITITWON Xpriong, e otoxo Ta 60 frames per
second, n €UQAVION TTANPOPOPIWV KAl EVNUEPWOEWV OE £va OEUTEPOAETTTO UTTOPEi EUKOAQ va
TpooTrepdaoEl TIG 85 XIANIADEG KANOEIG CUCTANATOG TNG EQAPHOYAS ava dEUTEPOAETTTO.

Atraitiioeig AoyiopiKoU

210 emimedo TNG UAoTroinong, n dladikacia Tou apyikou opiopol Twv Oladikaoiwyv TTou Ba
XPEIOOTEI N UAOTTOINON atToTeAEl Eva atTd Ta BACIKOTEPA BripaTa TTPIv TV £€vapén TG uAoTToinoNG
oTNn TTPAYUATIKOTNTA. € TTEPITTITWON TTOU eV UTTAPXEI DIAKPITOG GTOXOG, HE KATAAANAO dlaxwpIioud
TWV Scripts, uttdpxel HEYAAn MOavoTNTa TO TEAIKO ATTOTEAEGUA Va gival Eva GUVOAO KWOIKA XWwpig
ouvoxr, eV KaToARyel va gival SUGKOAOVONTOG Kal OUVABWG eTTIPPETTAG 0€ AGBN Kai SUoKOAOG
oTn d16pbwaon Tou.

Avdykn xpiong Tou AssetStore kai TTPOANUATIKG TTOKETA

‘Eva ammé 1a Baoikd TTpofAnpaTa Tou AssetStore eival o pn éAeyxog Twv AUCEWV TTOU
METAQOPTWVOVTAI. YTTAPXOUV APKETEG TTEPITITWOEIG OTTOU £vVa TTAKETO QAiVETAl OTI KOAUTITEI TIG
avAYKEG TOU XPAOTN TTOU avalnTda KATI, AAAG TEAIKG iOWG va Pn AEITOUPYEI 1 va unv €xel avavewBei
YIO MEYAAO XPOVIKO JIACTNUA JE ATTOTEAECHA VO AVOAWVETAI XpOvog avalntwvTag dlIopbwaeig N
AOoeig ae TTpoBARuaTa TTou dev Ba ETTPETTE VA UTTAPYOUV.

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
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4.3. MBavég Kar’ emMéKTAON XPNOEIS TG UAOTTOIinO NG

Me Baon Tnv uAoTroinan, TTapakaTw Ba ava@epBoUV GUVOTITIKA TTIBAVEG ETTEKTACEIG TTOU JTTOPOUV
va yivouv yia va TTpoaBégouv AsiToupyikOTNTa 1] va dnuioupyrnoouv dedopéva yia Tnv ETTIAUCH
TTPORANUATWY 1] TNV TTAPAYWYT] ATTOTEAETUATWY O€ EKTEAETEIG TIPOCOUOIWTEWY YIa éva {ATNMA.

Karaokeun SpopoAoyiwv oxnudrwyv kar MMM

Mia at1ré T1IG AsiToupyieg TToU TTPOOTEBNKE GAAQ Oev XPNOINOTTOINOBNKE TTEPA ATTO ATTAOTTOINKEVN
Kivnon, €ival autr) Twv oxnudtwy. Me €icaywyn akpiBwyv TTANPOQOPIWY YIa TNV Kivnon Twv
avBpwTTwyv atrd Kal TTPOoG onueiwv evog akpIfwg aoxedlaouévou XApTn, UTTopei va eloayBei pe
TEXVNTA vonuoaouvn n rapaywyn BEATIOTWY d1Iadpouwy yia eEUTTNPETNON TwV aTOUwWY e MMM.

PeaAioTik uAoTroinon povréAwv 1rou Bacifovral oto poviéAo OCEAN

H ulomoinon OCEAN T1ou xpnoigoTroifénke oTnv OITTAWUATIKA €pyacia €ixe OUVOTITIKO
XOPOKTApa AGyw TNG TTOAUTTAOKAOTNTAG TOU POVTEAOU YIa TNV dnuioupyia Tou wg TTANPEG ouaThuA.
Na Tov Adyo auTo, £yive JeydaAn xpron Tuxaiwv 0edopévwy, o€ avTiBean Ye TTpayuaTika dedouéva,
OTTWG TO GUVOUACOHO Kal TWV TTEVTE XAPAKTNPIOTIKWY KAl TNV UAOTTOINGOT €EEAIYUEVWV HOVTEAWV.

YAotroinon tng IEPAPXIKAG TTUPpAMidag avBpwmivwv avaykwv Maslow

H TTupapida avaykwv Maslow atroteAei Evav cupBaTtd TPOTIO yia TOV AEYXO TWV AVAYKWY TwV
avBpwTtwyv péoa oe pia kovwvia. H SITAwPATIKA gpyacia pe KATTOIEG dIAQPOPOTIOINTEIG OTOV
TPOTTO A€ITOUpPYiag TOU XPOVOodIayPAUPaTOS KAl TWY AVOYKWVY TOU OTOUOU PTTOPED va EI0AYEl TNV
XPAoN TNG TTupapidag Maslow kai TNV EUQAvIcn TTANPOPOPIWY YIa TOUG XOPAKTAPEG.

Self-fulfillment
needs

Self-
actualization:
achieving one’s

full potential,
including creative
activities

Esteem needs:
prestige and feeling of accomplishment Psychological

needs
Belongingness and love needs:
intimate relationships, friends

Safety needs:
security, safety Baisic
needs
Physiological needs:
, water, warmth, rest

Eikéva 41: Trupapida avaykwv Maslow

AvdAuon avaykwv ToAng

Mia TT6AN pakpookoTriké utropei va BewpnBei wg £vag {wvtavog opyaviopdg 0 OTT0iog CUVEXWGS
avaTtrTiooeTal Kal diagopoTrolgital. H avaAuon Twv avaykwy Piag TTOANG gival éva {ATnua 1o 0TToio
BpiokeTal guvexwg evepyd. MNa Tov Adyo autd, pia avdAuon Twv BeudTwy Kal dnuioupyia piag
TTpooopoiwang o€ BABog xpodvou uTTopEi va TTPoc@Epel KATGAANAa dedopéva yia TRV TTPOANYWN
{NTNUATWYV TTOU PTTOPEI VA UTTAPEOUV HEAAOVTIKA.

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
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AvdAuon epyaciag Kal €iI0aywyn TTPAYMATIKWY dedopévwy Kal Siaoclvdeon e PovTéAa
XOPAKTHPWV

Opyaviouoi 6TTwg n EupwTraikn évwon kal n EAZTAT mTpoo@épouv TTpaydaTIKG dedouEVA OTTWG
TNV Tagivounon epyaaiag ISCO-08 yia Tnv Tagivounan Tou TANBUCHOU O€ KATNYOpPiEG Epyaaiag,
TO €MITTEd0 PABNONG KABWG Kal To TTOCOCTO TTANBUCGPOU Kal avd @UAO TTou gpyadeTal ava ToPEA
epyaciag. Zuvdualoviag Ta Oedopéva AUTA HPE €va HOVTEAO XOPOKTNPIOTIKWY, WTTOPEI va
OnuIoupynBei Yia TTPOCONOIWGN N OTToIa TTEPIEXEI TTIO AKPIBEIG AEITOUPYIEG KATA TNV EKTEAECN TNG.

Anpioupyia Bivreotraixvidiou diaxeipiong moAng (City Simulation / Survival Simulation)

O Xwpog Twv BIVTEOTTAIKVIOIWY TTAPAPEVEI EVEPYOS KAl GUVEXWGS AVATITUGOOHEVOGS. Méow TNng
€EENIENG TNG TEXVOAOYIQG Kal TNG augnang Tou TTANBUGHOU TTOU ACXOAEITal PE TA TTAIXVIOIA, £X0UV
TTAéOV TTPOKUWEI TITAOI TTOU AIOTToIOUV TNV TEXVOAOYIa TNG TTPOCONO0IWACNG AVAYKWY OTO £TTAKPO.
MapdAAnAa, traixvidia 61Twg 10 OXygen not Included & Frostpunk €xouv dnuioupyroel £va véo
€idog TTaiKvISIwV PE TNV ovopagia «Survival Simulation» oTo oT0i0 XPEIAdeTal va EAEYEEIS TIG
avaykeg Tou TTANBUCPOU WOTE va ETTIRILOOUV.

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
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5. ASSETS

https://assetstore.unity.com/packages/3d/environments/urban/city-traffic-lights-pack-free-low-
poly-3d-art-154053

https://assetstore.unity.com/packages/3d/environments/urban/city-voxel-pack-136141

https://assetstore.unity.com/packages/3d/environments/urban/modular-lowpoly-streets-free-
192094

https://assetstore.unity.com/packages/3d/characters/uma-2-unity-multipurpose-avatar-35611

https://assetstore.unity.com/packages/3d/characters/humanoids/o3n-male-and-female-uma-
races-102187

https://assetstore.unity.com/packages/3d/vehicles/land/simple-cars-pack-97669
https://assetstore.unity.com/packages/tools/ai/love-hate-33063
https://assetstore.unity.com/packages/3d/animations/basic-motions-157744
https://assetstore.unity.com/packages/3d/environments/urban/city-package-107224

https://answers.unity.com/questions/1787567/how-to-add-bezier-curves-on-a-randomly-moving-
obje.html|
Runtime NavMeshAgent, https://github.com/Unity-Technologies/NavMeshComponents

Mixamo animation Library, https://www.mixamo.com/

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
Kai Xprion Tou povréhou OCEAN og Unity3D


https://assetstore.unity.com/packages/3d/environments/urban/city-traffic-lights-pack-free-low-poly-3d-art-154053
https://assetstore.unity.com/packages/3d/environments/urban/city-traffic-lights-pack-free-low-poly-3d-art-154053
https://assetstore.unity.com/packages/3d/environments/urban/city-voxel-pack-136141
https://assetstore.unity.com/packages/3d/environments/urban/modular-lowpoly-streets-free-192094
https://assetstore.unity.com/packages/3d/environments/urban/modular-lowpoly-streets-free-192094
https://assetstore.unity.com/packages/3d/characters/uma-2-unity-multipurpose-avatar-35611
https://assetstore.unity.com/packages/3d/characters/humanoids/o3n-male-and-female-uma-races-102187
https://assetstore.unity.com/packages/3d/characters/humanoids/o3n-male-and-female-uma-races-102187
https://assetstore.unity.com/packages/3d/vehicles/land/simple-cars-pack-97669
https://assetstore.unity.com/packages/tools/ai/love-hate-33063
https://assetstore.unity.com/packages/3d/animations/basic-motions-157744
https://assetstore.unity.com/packages/3d/environments/urban/city-package-107224
https://answers.unity.com/questions/1787567/how-to-add-bezier-curves-on-a-randomly-moving-obje.html
https://answers.unity.com/questions/1787567/how-to-add-bezier-curves-on-a-randomly-moving-obje.html
https://github.com/Unity-Technologies/NavMeshComponents
https://www.mixamo.com/

MeTatrTuyiakn AlatpiBn MoAuxpovng Mewpyiog

6. BIBAIOTPA®IA

A1adIkaoTIKA dnUioupyia
https://www.mit.edu/~jessicav/6.S198/Blog Post/ProceduralGeneration.html
https://en.wikipedia.org/wiki/Procedural generation

https://books.google.gr/books?hl=el&Ir=&id=Rj4PEAAAQBAJ&oi=fnd&pg=PP1&dqg=procedural+
generation&ots=HDuT5J1j01&sig=RKp3 0auHDS6 70QqjWu-
iDWDMck&redir _esc=y#v=onepage&qg=procedural%20generation&f=false

Mpoocopoiwon

https://xpro.mit.edu/courses/course-v1:xPRO+MLx1/
https://en.wikipedia.org/wiki/Simulation
https://education.mit.edu/project-type/coding-tools/
https://saucelabs.com/blog/simulators-vs-emulators-whats-the-difference-anyway

OCEAN Model & Variations
https://mettl.com/glossary/o/ocean-model/
https://en.wikipedia.org/wiki/Big_Five personality_traits
https://blog.flexmr.net/ocean-personality-types

https://marcr.net/marcr-for-career-professionals/career-theory/career-theories-and-theorists/five-
factor-model-ffm-or-ocean-model/

https://en.wikipedia.org/wiki/Revised NEO Personality Inventory
https://en.wikipedia.org/wiki/16PF Questionnaire#Relationship to five-factor models

UNITY3D

https://unity.com/
https://en.wikipedia.org/wiki/Unity (game_engine)
https://assetstore.unity.com/

AladikaaTIKA dnuioupyia TTOANG, TTPOCONOIWAT KOIVWViag
Kai Xprion Tou povréhou OCEAN og Unity3D


https://www.mit.edu/~jessicav/6.S198/Blog_Post/ProceduralGeneration.html
https://en.wikipedia.org/wiki/Procedural_generation
https://books.google.gr/books?hl=el&lr=&id=Rj4PEAAAQBAJ&oi=fnd&pg=PP1&dq=procedural+generation&ots=HDuT5J1j0I&sig=RKp3_0auHDS6_7QqjWu-iDWDMck&redir_esc=y#v=onepage&q=procedural%20generation&f=false
https://books.google.gr/books?hl=el&lr=&id=Rj4PEAAAQBAJ&oi=fnd&pg=PP1&dq=procedural+generation&ots=HDuT5J1j0I&sig=RKp3_0auHDS6_7QqjWu-iDWDMck&redir_esc=y#v=onepage&q=procedural%20generation&f=false
https://books.google.gr/books?hl=el&lr=&id=Rj4PEAAAQBAJ&oi=fnd&pg=PP1&dq=procedural+generation&ots=HDuT5J1j0I&sig=RKp3_0auHDS6_7QqjWu-iDWDMck&redir_esc=y#v=onepage&q=procedural%20generation&f=false
https://xpro.mit.edu/courses/course-v1:xPRO+MLx1/
https://en.wikipedia.org/wiki/Simulation
https://education.mit.edu/project-type/coding-tools/
https://saucelabs.com/blog/simulators-vs-emulators-whats-the-difference-anyway
https://mettl.com/glossary/o/ocean-model/
https://en.wikipedia.org/wiki/Big_Five_personality_traits
https://blog.flexmr.net/ocean-personality-types
https://marcr.net/marcr-for-career-professionals/career-theory/career-theories-and-theorists/five-factor-model-ffm-or-ocean-model/
https://marcr.net/marcr-for-career-professionals/career-theory/career-theories-and-theorists/five-factor-model-ffm-or-ocean-model/
https://en.wikipedia.org/wiki/Revised_NEO_Personality_Inventory
https://en.wikipedia.org/wiki/16PF_Questionnaire#Relationship_to_five-factor_models
https://unity.com/
https://en.wikipedia.org/wiki/Unity_(game_engine)
https://assetstore.unity.com/

