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1. Ewcayoyn

H dwyeipion tov amodnkeutikdv dtadikactov omotedel Eva (OTIKNG onNUaciog TUARO TG
EPOOAOTIKNG AAVGI00G Yo TOALES emyelpnoels. Ol amodnKevTIKol YDOPOL OTOTEAOVV TOV TOUEN
o6mov amoBnkevovtar kot dlatiBevioal Ta Tpoidvta, gite avtd eivar katovalmtikd oyadd eite
elon mapaymyns. H amotedecuatikn dwayeipion g 01001Kaciocg GLALOYNG, TOL AVAPEPETOL
oTNV €MAOYN KOl TN GLAAOYY T®V TPoidvtemv amd Tig omofnkevtikég 0écelg yoo v
wKavomoinon Tov mopayyelmv, &xer ovoderyBel og kpiowm yio v avénon g

OTOTEAEGLOTIKOTNTOG Kot TV HEI®ON TV AdBDV 6TV €QOJACTIKY] AALGIdA.

Yy mapovoa SITA®UOTIKY epyooia, eotidlovue otn ypron Tov adyopibuov Dijkstra yo tnv
enilvon tov mpoPAnpatog avtod. O olyopuog Dijkstra amotehel évav amd tovg mo
SLOKEKPYEVOVS OAYOpIBOVG YPAP®V, 100VIKOG Yo TNV E0PECT] TMV GUVTOUOTEP®V SLOOPOLDY
HETOEL onpeiwv evog Ypdpov. AVTdg 0 ahyOpOHog emADEL ATOTEAECUATIKG TO TPOPANLA TOV
TOAV-0100pOOV Kot Umopel va epappootel oe TAndopa mtediwv, coureptiapfovouévon Tov

YDPOV NG OO KNG,

Emiong, Oa efetdoovue Aemtopepdc ™ Oewpio mwicw omd tov adyopiBuo Dijkstra, Oa
TOPOVGLACOVE TOV GYEIACUO KOl TNV LAOTOINGN TG £QAPLOYNGS, Kot Ba agloloyncovpe ta
amoteAéopaTo Kot TS emddoel; e EmumAiéov Ba efetdoovpe mbavég Pedtuncelg kot

UEALOVTIKEG EMEKTAGELS TNG EQPUPUOYTG.

Yty mpoorddeia va a&lomotGovE aVToV ToV aAyOp1Opo, avartoéape pia epappoyn oe Unity

7oV evempatdvel Tov adyopiBpo Dijkstra yuo t Beltictomoinon g dtadikaciog GVALOYAG.



Méow &vog evéMkTov TEPPAAAOVTOS TPOCOUOIMONG, 1 EPOPUOYN OVTY OLEVKOADVEL TNV

a&loloynon tov enddcemv tov akyopibuov Dijkstra oe dibpopeg cuvOnKeg amobfKng.

H napovoa epyacio amoteAel po avdivon g ovvdeeiog tov akyopibuov Dijkstra pe to
TpOPANUa TG PEATIOTNG O1001KAGTI0G GUAAOYNG o€ amoBnKT Ko Eva. frina TPog TN dnuovpyio
Kot 0&10ToinoT (oG VENG TPOGEYYIoNG Yol TNV PEATIGTONTOINGT T®V S1001KOGIMV GUAAOYNG GE

EPOOIAOTIKEG AAVGIOEC.

2. Avaykn yio ypryopn Kot OTOTEAECUOTIKT) GUAAOYT

H avéryxn yio ypryopr Kol amoTEAEGUATIKY) GUAAOYT GTN GUYYPOVN ETOYN £IVOL AVATOPELKTN
KoL ATOTEAEL KPIGIO TTOPAYOVTO Y10 TNV OEPOPO KO OTOSOTIKY AELITOVPYIN TV ATOONKOV Kot
TNV 1KOVOTTOINoT T®V aLENUEVEOV OTOUTNCE®V TV GLYYXPOVOV KoTovaimtov. Tapdyovteg
omwg M tayvTTa, N akpifea, 1 avEnuévn Mnmon, o avtayovicpds, ot Texvoroykég eEeAilelg
Kol 1 emovactoTikn €EEMEN Tov gumopiov €xouvv SWUOPEOCEL TO TEPPAAALOV TMV

EMYEPNOEDV Kol TNV KAONUEPIVOTNTO TOV KATOVOANDTOV.
Ac avorlvoovpe avorvTikd kdBe Evov amd avTovg TOLS TAPAYOVTEG:

1. Avénpévn Ziatnon kor Avrayoviopds: H oavénuévn (immon ywoo mpoidvto kot
VINPEGIEC 6€ OAOVE TOVG KAAOOVS £XEL ONUIOVPYNOEL VOV LYNAO avTAY®OVIGUO HETAED
TOV enyelpnoemy. [ va dtutnpncovy 1o pepidlo tng ayopds Kot Vo, IKeVOTomGouV
TOVG MEAATES TOVG, Ol EMIYEPNOELS TPEMEL VAL TPOSPEPOLY YpNyopes mapaddoels. O
aAyopiBuoc Dijkstra umopei vo fonbnoel ot Pertioon ¢ dwdikooiog cGLALOYAG,
emAgyovtog TG PEATIOTES SLOPOUES Yo TNV €ELANPETNON TOV TOPAYYEADY UE TOV

TaxOTEPO TPOTO.

2. Toyvmmra Hopadoons: Ot KatavaroTtég avalntovy Oyt LOVO TOLOTIKE TPOTOVTO, QALY
Kol ypryopeg mopadocels. H embupia yio dpeon tkavomoinomn Tov avoykdv Toug £xel
KOTOGTAGEL TV ToOTNTA Tapddoons Evav Kpicipo mapdyovia. O odyopduog Dijkstra
¢ Ypopobemprtikdg olyopipog onmg avapépet o Frederick S. Hillier et al., pmopei va.
Beltiotomomoel T Olad1Kacion GLAAOYNG TPocdlopilovtoe TS OOPOUES TOL

eEaocpaiilovv Tig YpNnyopdtEPEC TAPAOOGELS.



3. E&owovopnon Kéoctovg: H amoteleopotikny otadikacio cuALOYNG cupPAAlel ot
peiowon tov Aabov, TG YPOVIKNG OTMOAELNS Kol TOV avOpOTIVEOV TOp®V. AvTd £YEl ®G
amotédecpo TNV €£0KovOUNoN KOOTOLG, KOOMG Ol EMYEPNCEL UTOPOVV Vo

AELTOVPYOHV O ATMOTEAEGLOTIKG KO OTTOSOTIKA.

4. Amortiogrg E-Commerce: To miektpovikd gumodplo €xel aArLGEEL TOV TPOTO TTOL
ayopdlovpe mpoiovta. Ot KATOVOAMTEG TPOTILOVY TNV AUECT TOPAOOCT TV AYOPDV
touc. Emopévamg, o1 emyeipnoeig mpénel va givarl e B€on va avtamokplfohv oe oTEC

TIG OMOLTNGELS e Ta DTN TO Ko akpifeta.

5. HMoivmhokétnte Amodnkevtikov Hepifparidoviov: Ot poviépveg amobnkeg cuyvd
&xovv oOvOeteg dopég pe 0ekdoes, av Oyt ekatovtdoes, Tonobecieg amobnkevong. H
OTOTEAEGLOTIKT] OLOYEIPLON TOV ATOONKEVTIKAOV AVTAOV YOP®V OTOLTEL TOV VTOAOYIGUO
TOV PEATIOTOV d1AdpOU®V Yo TN dtadikacioo GLALOYNG, KATL TOV umopet vo emttevyDel

ue Tov olyopduo Dijkstra. (Sunil Chopra et al.)

H maykoopomoinon tov eumopiov kot 1 Gvodog tov mMAEKTPOVIKOD gumopiov €xovv
dnpovpyncet Eva tepPAAAOV OOV 01 KOTAVOAMTES EXOVV OVENUEVEG TPOGOOKIES Y10 YPIYOPES
KOl OTOTEAEGLATIKEG TOPAOOGELS. Ot TEAATES TEPYUEVOLV TA TPOIOVTO TOVS VO, TOPASTIdOVTOL
o€ eMAYLoTO YPOVO, KATL TOV EYEL ONUIOVPYNGEL OVUYKOLOTNTA Y10 OMOTEAEGLOTIKT] OlaXEiplom

TOV OTOONKELTIKOV SLOSTKAGIDV.

O avtayoviopdg oty ayopd €xel eviabel onuoavtikd, pe TG emiyelpnoelg va avolntodv
oLVEYMS TPOTOVG Yia T PEATI®OON TNG AmdOO0GNS Kot TN HEIWST TV AEITOVPYIKOV KOGT®OV. To
YpNyopo kot amotelecpotikd picking emitpémer v eEotkovounon ypovov Kot TOpmv,
EMTPEMOVIOG OTIG EMXEPNCES Vva  avtamokpBouv ot (Rtmom  pe  peyaAvtepm

OOTEAECLOTIKOTNTAL.

H teyvoroywkn mpdodog €xel emiong cvvieAéoel otnv avénon g avaykng yw ypnyopn
dwdwoasio cvAloyng. H avtopatomoinon tov 01001KacidV, 1 ¥PNON POUTOTIKNG KOl 1|
EQOPUOYT] TPONYUEVAOV CLOTNUATOV JSloyelpong amodnkdv £xovv ONUIOLPYNOEL VEEG
duvatotnTeg Yo ) Pehtiotomoinon tov picking. (Michael ten Hompel) O adyopiOpog Dijkstra
umopel va evompotobel 6 auTd TOL GLCTHHATA Y10 TV EVPECT] TOV PEATICTOV S1AOPOUDY TOL
TPEMEL VAL AKOAOLONCOVY TO. POUTOT M Ol €pYAlOUEVOL TPOKEUEVOL VO, GLAAEEOLV TaL

OTTOLTOVEVOL EUTOPEVLOLTAL.



EmmAéov, n ovyypovn Kowovio £xel ovENUEVES ATOUTAOEL OGOV QPOPA TNV TPOCTOGIO TOV
nwepairovioc. Ot amobnKeg Kot Ol EMYEPNOELS TPEMEL VO AEITOLPYOVV UE TPOTO TOV VO,
LEIDVEL TOV avTikTLTTo 670 TTEPIPAILOV. O YpNYOpOS Kot amoTeAecLOTIKOC alyopiOuog picking
umopet vo. cupPaAdel 6t HEI®ON TNG EVEPYELOKNG KOTOVAANOONG KoL TNG EKTOUTNG oEPimV,

LELDOVOVTOG TOV AVTIKTUTTO TMV EMYEPNCEMY 0TO TEPIPAAAOV.

TeAKd, 01 TPOKANGELS KO OL ATTOLTNGELG TG GVUYYPOVIG ETOYNG £XOVV OO YNGEL GTNV OVAYKT)
Yo, ypryopo kot amotedecpatikd picking otig amofnkes. O adydpiBuoc Dijkstra, pe v
wKavoTTd ToV Vo evtomilel Tic PéATIOTEC SradpopéG, amoTeAel €va omd To gpyOAEiat TOV
UTOPOLY va. fon01covy 6NV OVTIUETOTICT] GVTOV TOV ATUITHCEMV KOl VO, SLOHOPPDCOVY TO

pHEALOV NG amofnKeLTIKNG drayeipiong.
3. AkyopiOuocg Dijkstra
3.1 Ewcayoyn

O aAyopiBpog tov Dijkstra ypnowomoteitot yio v €0pecn TG GLVTOUOTEPTS SLAOPOUNG 0Tt
évav apykd kopPo oe évav kOUPo 61dyo o€ Eva oTabcpévo Ypaenua. O adydpBpog vhpyet
o€ TOALEG TOPAALAYEG, Ol OTOLES OPY LKA YPTCLULOTOMONKAY Y10 TNV EVPECT) TG CLVTOUOTEPNG
dadpoung peta&d dvo dedopévov kOpPwv. Tapa ypnotporotobvtol o cuyva yio TV DPESN
NG GLVTOUOTEPNG OLOPOUNG OO TNV TNYN TPOG OAOVLG TOLS AAAOLG KOUPOVS GTO VPPN,

TAPAYOVTAG VAL OEVIPO GLVTOUOTEPNG OLOOPOUNG.

3.2 Avaivon AlyopiBuov Dijkstra

Ewoéva 3.1: I'paeog pe un apvntikd Bapn otig akpéc



H avdivon tov aiyopibupov Dijkstra amotelel pio onpavtikn kotovonon thg AEITovpyiog tov

KoL TV PUATov Tov akoAovel Yo Ty €0pecn TG GLVTOUOTEPNS LOPOUNG OO VOV APy LIKO

KOUPo Tpog 6A0VG TOVG VILOAOITOVS KOUPOVE evOg Ypapov. O alyopBuog Dijkstra sivar évog

YPOUUIKOS alyop1Oog mTov PBpickel TOV GUVTOUOTEPO OPOUO GE VOV YPAPO LE U1 OPVNTIKA

Bapn oe axpés. (Ewova 3.1) (Mitchel T. Keller, Alan Tucker)

AxolovBei n avdlvon tov facikdv Pnudtov tov adyopibuov Dijkstra:

1.

Apykomoinon: Zckivovtog and Tov apyko koppo, avabétovpe og kébe dAro KOUPo

apyd amepn amdoTaot Kol Tov opilovpe g "un emokentopevo".

Emioyn Koppov: Emdéyovpe tov un emokentopevo kOUPo He T PIKPOTEPT YVOGTH
amdotaon omd tov apyikd koppo. Avtdéc o kopPog Ba eivar o mpdTOG TOL Ot

EMIOKEPTOVLE.

Evnuépmon Anootacemv: ['o toug yeitovikohg KOUPovg Tov emdeypévov kopupov,
VTOAOYICOVUE TN GLUVOAIKY| OTOCTAGT OO TOV APYIKO KOUPO HEG® TOL EMAEYUEVOL
koppov. Edv m véa amoéctoon eivor pukpdtepn amd TNV TPONYOVUEVI] YVOGOTY|
amOGTACT), TOTE EVILEPDOVOLLLE TN YVAOGTY ATOGTAGCT] KL TOV TPOKATOYO TOV YELTOVIKOV

KOUPov.

Iiqpoavoen Emokentopevov: Encita amd v emeiepyacic OA®V TV YEITOVIKOV
kKOupov  tov emheypévov  kOpPov, onuoaivovpe Ttov  emheypévo  KOUPO  @¢

"emoKkenTOUEVO".

Enravainyn: Ernavoloppdvoope to prpota 2-4 péxpt va €xovpe emokeptel OAOLG
TOLG KOUPOLG 1 HéEYXPL VO OTAGOLUE GE 6TOYO, eV o€ kdBe Pua emAéyovue tov

EMOUEVO UT| EMOKENTOUEVO KOUPO [E TN HUKPOTEPT YVOOTNH ATOGTACT).

OloxkMpoon: Otav &yovpe emokeptel GAOVG TOVG KOUPOLS 1 EYOVUE OTAGEL GTOV
010%0, 0 aAyopiOuog Dijkstra £xel vroloyicel TIG GUVTOUOTEPEG AMOGTAGEIS OO TOV

apyKo KOuPo e OAOLG TOVG VITOAOUTOVS KOUPOVG.

Epappoyn tov alyopibuov pe tapddsrypo

Ag dovpe €va mapaderypa £xovTog 6ed0UEVa TA TOPUTAVE Y10 VO KOTAVOT)GOVUE KOADTEPQ
Tov alyopBpo tov Dijkstra.



‘Eoto 011 £rovpe oV TapakdTm ypapo pe S kopuveés (A, B, C, D, E) kot t1c e&ng akuéc pe

Bépn:

A->B:4
A->C:2
B->C:5
B->D:10
C->D:3
C->E:4

D->E:1

Oélovpe va Bpodiie T cLVTOHOTEPN dtadpoun amd TNV Kopuen A o€ OLEG TIG AALES KOPLYES.

1. Apywomoinen: Opilovpe v andotacn ™ A o¢ 0 Kot OA®V TV GAADV KOPLOOV OG

0,

O

(o]

A:0
B: w
C:
D: o
E: o

2. Hpot™n Eravoinmriky Avedkocio:

O

(o]

(0]

Eniéyovue mv A (m poévn pe andotao 0).
EAéyyovpue T1g yerTovikég KopueEg TG At
=  H andotoon npog v B yiveton 4 (A -> B).
» H andotoon npog v C yiveror 2 (A -> C).

Ot evnuepmpéveg amootdoelg eivat:

= A0
- B:4
= C:2
» D:oo
» E:oo

3. Asgitepn Enavoinatikn AvwodiKocio:

(e]

(o]

Emniléyovpe v C (n ikpdtepn amdotaon HETOED TV U ETICKETTOUEVOV).

EXéyyovpe T1g yertovikég kopueés g C:



H andéctaon mpog v B dev evnuepmveron (C -> B givan 5, dpa
OLUVOAIKE 7, peyaAVTEPO 0md TO 4).

H andéotacn mpoc v D yiveron 5 (C -> D).
H andotacn npoc v E yivetar 6 (C -> E).

o Otevnuepmpévec amootdoels eivat:

A:0
B:4
C:2
D:5
E:6

4. Tpitn Erovoinatiki AwolKooio:

o Emiéyovpe v B (n wkpdtepn andotacn).

o EAéyyovpe tic yerrovikéc kopvpég g B:

H andéotaon mpog v D péow g B ivar 14, mov sivon peyorvtepo
oo 10 5, omdTE HEV EVNUEPDVETOL.

o Ot amootdoelg Tapapévouy mg EXouv:

A:0
B:4
C:2
D:5
E:6

5. Téraptn Exnavoinmtiki) Awgdikooio:

o EmiAéyovue v D.

o EAéyyovpe tig yerrovikég kopvpég g D:

H andéotaon mpog v E pécm g D givon 6, 10100 pe v vdpyovoa
andotaot, ondte 0ev aALALEL.

o Ot amoctdoelg Tapauévouy mg £XOVV.

6. OlokMpoon:

o Ot amootdoelg amd v A Tpog TIg AALES KOPLOES Eivat:

A->B:4
A->C:2



« A->D:5
« A->E: 6

3.3 Belktiotomoinon Alyopifuov Dijkstra

O aly6piBuog Dijkstra Beltiotomoteital e T xpnomn KATIAANA®Y S0UdY dEd0UEVMV, OTTMG Ot
npotepardtteg (heaps) onmg avapépet o Thomas H. Cormen et al. ywo v amotedespotikn
EMA0YN TOL emduevoL KOUPov pe ™ pKkpdTEPN YVOOTH amdctact. O adyoplBpog avtog
Bpiokel epappoyn oe moAAd media, OMmMG oTov TOpén NG OPOHOAOYNONG o€ dikTva, TNV

avalnmmon og unyavég avalntnong Kot v avéivon dedopévoy.

H 7o cvvnfiopévn kot amodotikn vAoroinon tov adyopibuov tov Dijkstra yivetar pe ) ypnon
EVOG 6mPOL UIKpOTEPNG TYNG (Min-heap), 6mwg ivar n dtwvopkh | n copdg Fibonacci. O
oWPOG EMITPEMEL TN YPNYOPN EMIAOYN TNG KOPLONG HE TN HIKPOTEPN OMOCTOCT KOl TNV

OTOTEAECLOTIKT] EVIULEPOCT] TWV OTTOGTAGEWDV.

e Xpovog Extéleong: O((V+E)logV), 6mov V egivar o apBudc tov kopvemv kot E o

aplOpOg TOV OKUAOV.
o ITAgovéktnpa: IToAd amodotikd Yo TuKVoHS Kol LEYAAOVS YPAPOLG,.
o Maewvéktnpo: H yprion kot dtayeipion copodv pumopet va gival o ToAVTA0KT).

AVt 1 VAOTTOINGN TOL OAYOPIOLOL EMTPENEL TNV AMOTEAEGLOTIKT SLOXEIPIOT) KO EVIULEPWOOT

TOV OMOGTACEWV, LEIOVOVTAG CTUOVTIKA TOV GUVOAMKO YPOVO EKTEAECT|G.

O aAyopiBpoc Dijkstra amotedel bavikny emioyn yio ) Pertiotonoinon g dladKociog

GLALOYYG O €va amoNKeLTIKO TEPPAAAOV, AOY® T®V EENG UTIOAOYLOV:

1. Béktiotn Awdpopy: O kvplog oto)oc g drodikaoiag picking sivar n gvpeon g
BEATIOTNG O10pOUNG Yo T GLAAOYN eUmopevUdTOV amd TV amodnkn. O alydpiBpog
Dijkstra eac@aiilel v €0peom NG GLVTOUOTEPNG SLAOPOUNG OVALEST GTO PAPLOL, LE

Baon Tig amootdoels HeTtalh TV TOTODECIOV TV EUTOPEVUATOV.



2.

Avvapikn) Evnuépoon: Xt dwdikacio picking, ot cuvOnkeg pmopel va oAlalovv
ovyvd, kol véeg mapoyyeliec umopel va mpootiBevion 1 va agaipovvior. O
aAyopiBuoc Dijkstra pmopei vo avTlet@miceL 0VTHV T SUVOULKY], EVILEPDVOVTOG TIG

OTOCTAGELG KOt TIG S1U0POUESG KATAAANAQ OTOV VITAPYOVY OAALYEC.

Mn Apvntika Bapn: O olyopOuog Dijkstra amartel un apvntikd pépn otig okpég Tov
Ypapov. Xt dwadikacio picking, ot arootdoelc peta&d TV T0T00ECIOV deV UITOPOoHV

va gtvat opvnTikég, KahoTtdvtag Tov aAyOpOHo KATAAANAO Y10 GUTHY TNV TEPIMTOON.

YovOeTo AmoOnkevTikd AikTvo: Xe peydia amobnievtikd diktva, o aplOuog Tmv
tomofecidv Kol M moAVTAOKATNTO TOV dSdpoumv pmopel va elvar vynin. O
adyopiuoc Dijkstra pmopel va ovtipetoniost omodnkevtikd diktvo pe TOAAEG

tonofeciec kot 6UVOETEC SLOOPOUES LE ATTOOOTIKOTNTAL.

Yrdpyovv, eniong, emmAéov alyoplfpol mov Umopovv va ¥PNoIomoBody e TapOUOLES

KATOoTAoELS. AG e€eTdGOVE GLVOTTIKA KATO10VG OO AVTOVG:

1.

4.

AlyoprOpog Behipav-®@opvt: [Tapopotog pe tov adyopibuo Dijkstra, aAld pmopel va
OVTILETOTICEL Kol apvnTikd Papn o€ oKpég, aAAd pe TEPOPIGUEVN OmOOOCT GE

ovykpion pe tov Dijkstra og Ogtikd Bapn.

AlyopOpog A*: O aryopBuog A* cuvovdlet tnv avaltnon LE TOV VTOAOYIGUO TOV
EKTILDOUEVOV KOGTOVG Y10t TOV TEPUATIOUO. Xpnoiponoteitor evpéws e TpofANoT
OV amoToLV OvalNTNON G YMPOLS KOTUGTAGE®MV, OTMG TNV TPOYPOLUATICUEVT

TAonynon.

AkyoprOpog Kovrotepov Movoratiov: Eivar évoag ailydpiBupog mov Ppioker v
KOVTIVOTEPT aKUT| omtd TOV TpEYovTa KOUPO, xopig va yperdletal vo eKTeEAesTEL TANPNG

d1acyoN TOL YPAPOL. XPNOCLUOTOIEITOL GUYVA GE KOIVOVIKA dIKTLO.

AkyépOpor Avadikig Avalfitnong: Av kot eaivovrol Ttapdopototl pe tov Dijkstra, ot
alyopBpotl dvadtkng avalnmong émwg o adyopBpog Avalnong o [TAdtog [pdto
(BFS) pmopovv va gpappootodv o€ mpoPfAnuata BpoyvkukAopEVeyY S1odpoudy,

napdTL dgv givar aueca cvykpiotpot ue tov Dijkstra.

H emdoyn tov katdAiniov olyopiBuov yio ™ Swdikacio picking sivar kpioyun yo v

AMOTEAECLOTIKOTN T KOt TNV addoor tov cvothuotog. (Wayne L. Winston)



Yy mepintoon g dadikaciog picking, n emloyn tov adyopiBuov Dijkstra évavit dAlmv

alyopiBumv &ywve yuo Tovg €ENG TAPAKATM AOYOLG:

1. Xvvropotepn Awdpopn): O aiydpiBuoc Dijkstra evromilel ) cvviopdtepn dodpoun
ue Baomn to un apvnTika Papn otic akuég tov ypapov. Xt dwadikacio picking, n
evpeon TV PEATIGTOV dtadpopumdv pe Bdon v eAdylotn andctaot Uropel vo etvot

KPIoUUN Yo TN YP1YOPN KOl OMOTEAEGLOTIKT EKTEAEST] TV TOPAYYEADV.

2. Amoguyf Apvntik®v Bapadv: O Dijkstra amottel un apvntikd Bépn otic akpéc, Kot
nov givar ovvnbeg oe mpoPAnuata picking. Avtd eEacparilel v ac@dielo Kot TV

opBOTNTA TOV OPOUOAOYNCEWV.

3. Axpipewn ko EveMéio: O aryopiBuoc Dijkstra mapéyet axpipn amoteléopata Kot
umopel vo. TPOGOPUOCTEL GE TOIKIAEC MEPMTMOCELS, OvVAAOYO HE TO PApm KOl TIG

ATTOLTOELS TOV TPOPANUATOG.

4. Awo@daron Kaiig Yanpeoiog: H cuvropdtepn dwdpoun otn dadikacio picking
CUVETAYETOL TN YPNYOPOTEPN €ELINPETNCT TOV TOPAYYEADY, TPOCPEPOVTOG Hia

AVAOTEPT TOLOTNTO VN PECIAG GTOVS TEATEG,.

Ev katax)eiol, o adyopiOuoc Dijkstra eivon katdAiniog yio tn dwadikooio picking Adywm g
KavOTNTAG TOL VL TPOSPEPEL PEATIOTEG KOl YPYOpES dtodpopég pe adlomotio Ko akpipeta,
OVTOTTOKPIVOLLEVOS GTIC OTTOLTIOELS TNG CUYYPOVIG ETOYNS YO YPYOPT KOl OTOTEAEGUOTIKY

armobnkevtikh dwayeipton. (Gwynne Richards, Hartmut Stadtler et al.)

3.4 AlyopiBuog Dijkstra ko Unity

H gpappoyn tov akyopibuov Dijkstra ot Unity givar éva e&aipetikd mapddery o Guvovacron
evog alyopiBuov evpeong cuvtopOTEPNG SLOOPOUNG LE Eva TEPIBAALOV OVATTUENG TOLYVIOIDV
Kot d1adpooTikay epoappoydv. H Unity mapéyet o epyaleia yioo vo EVOOUATOGOVUE KO VO
OTLTIKOTIOI|GOVLE TNV TTOPEID EVOG OVTIKEWUEVOL PEGA amO €va YPAPO, OT®G amoLTeiTOL GTOV
aAyopiBpo tov Dijkstra, kdtt mov amodekvieTol TOAD YPNOUO G TEPUTTOGEIS OMMS M

TAONYNOT YOPOKTPOV GE EVO TOLYVIOL 1) GE EPAPUOYEG TTOL APOPOVV YAPTES KOl OPOLOAIYNOT).

O aiyopBpog Dijkstra ypnoyomoteitot yio 1oV VTOAOYIGHO THG GUVTOUOTEPTG SLAOPOUNG OO
évav apykd koo mpog Evav telkd KouPo, Aapfdvovtag vdyn To KOGTOS TOL amatTeiton yio

va TEPAoEL amd TOVG EVOLAPEGOVS KOUPBOVE. XTO GUYKEKPIUEVO TOPBAOEY LA, OTTMG OVOPEPETOL



kot oo forum g Unity (Unity Forum), éxovpe 800 koppovg, tov kOpupo A kat tov koppo F,
Kot OEhovpe vo Bpolpe Tn 0100popn| LLE TO KPOTEPO GUVOALKO KOGTOG.
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Ewoéva 3.4.1: Dijkstra ka1 Unity

Yt Unity, n vAoroinon yivetan puéom evoc amAov tplodidotatov aviikelpévov, voc Cube, to
onoio axoAiovbei tn dwadpoun mov vworoyiletar pe Tov adyopibpo Dijkstra. To avrtikeipevo
Cube petakiveitol pEco 6TOV MPO AKOAOVOMVTOG TNV O aT0d0TIKY dlodpoun amd TV opyn

®G TO TEAOG, OTMG TPOKVTTEL 0d TOV aAyOp1Opo.(Ewkdva 3.4.2)
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Ewova 3.4.2: Dijkstra kot Unity



Aopn ko Agttovpyia tov I'papov ot Unity

INo v epappoyn tov Dijkstra otn Unity, dnpovpyodue évov ypaeo mov amoteAeitan and
KOUPovg kot akpéc. Ot koot aviumpocwnehovv Tic 0E6e1g 0TI omoieg umopel va
petakivnOei To Cube, kot o1 0KUES TOL GUVOEOLV TOVE KOUPBOVS OVTITPOCOTEDOVV TIG
dradpopég mov pmopet va akorovdnoet. Kébe axun €xet éva cuykekpipévo "Bapog', to omoio
etvat 10 K66TOC Yo TN petdfoon amd tov Evay kKouPo otov dAro. To k6GTOg aVTd Umopet va

etvar por amdcToot, 0 xpOvog 1 0Tol00NmoTE AALO HETPO.

Méca ot Unity, ot kKO0t Kot 01 KUES OVOTOPIOTMOVTOL GLVNOMG LE OVTIKEILEVO KoL
YPOUUES TTOV dNULIOVPYOLVTAL SLVOUIKA oTOV XDpo. O adydpiBuog Dijkstra epapuoletor og
awtd 10 diKTLO KOUPWOV Kot AKU®V, VTTOAOYILOVTOG TO IKPOTEPO KOGTOS Omd Evav apyKo

KOUPo Tpog Evay TeEAKO, Aapavovtog vToyn To EVOLAUESH GTUETN.

YAomoinon tov AlyopiBuov ot Unity

H vlomoinon tov akyopiBuov Dijkstra otn Unity yiveton péow evog script mov kabopilet ta
Buata wov wpémel va akolovbnoet To Cube yio va gtdcel otov tpooptoud tov. To script

neprapPdvel pepikd foacikd ototyeia tov akyopibuov Dijkstra:

e Apywomoinon Tov KopPov: Kdébe xoppog £xet pia apywn andctocmn, n oroia tibetot

070 AmEPO (0), eKTOG amd ToV apyIKo KOUPo mov €xel andotaon 0.

o Emoyi tov Képpov pe to Mikpotepo Kootog: O alyopiBpoc emaéyet tov kOpPo pe
TO HKPOTEPO KOGTOG amd TNV apyIkn OE0m Kol EVIUEPDVEL TIG OTOCGTAGELS Y10 TOVG

YETOVIKOLG KOUPOoLG.

o  Evnuépoon Anootdccov: I'a kdbe yertovikd k6pupo, o akydpiBpog eréyyetl av n véa
amdoTAOT HEGM TOV TPEXOVTOG KOUPOL Elval HIKPOTEPT OO TNV VITAPYOLGO OTOGTACT).

Av vat, 1 andGTACT] QVTH EVIUEPDOVETAL.

e  Emavoinatu Awdwaoio: To tapondve prpato emovoropfdvovror péxpt va Bpedet

1 GLVTOUOTEPT SLAOPOLT| TPOG TOV TEAIKO KOUPO.



Méoo otn Unity, avti 1 dedikooio vAomoteiton cuvOme Le Tn xprion dopopmv KAAGE®V

Kol pefodwv, Tov fonbovv oV 0pYEVOGT TOL KMAKA KoL T1 OLOXEIPLOT TOV YPOPTUATOC.

Evooupdtmwon tov Avtikeypévov Cube yio v Ametkdvion g Atadpoung

H ypnon tov avtikeiévov Cube yio v anewkdvion g S10dpopng eivor pio Otk
TPOGEYYION OV EMTPEMEL GTOVG YPNOTEG VO PAETOVY TN dadpoun} Tov akoArovdeiton 6To
ydpo g Unity. To Cube tomobeteitar apyikd otnv apyikn 0éon (koufo A) ko Kiveitat Tpog

TOVG EVOLAPESOVS KOUPOVS HEXPL VO PTAGEL 6TOV TEAKO KOpPO (koppo F).

Avt 1 dwadikacia yivetan duvapukd, exttpémovtog oto Cube va evnpepmvetl t Béon tov oe
npaypatikd ypovo. H yprion g Unity poceépet v gukorio g tpitodidototng mpoBoing
KO TNG QLUGIKNG KIVNONG TOL OVTIIKEEVOD, dIVOVTOG GTOVG XPNOTES TN SLVATOTNTA VO

KOTOVONGOLV TNV TOPELR TOV adyopifuov Héca amd OnTIKY avoTapAcTIoT).



4. Mnyovn Unity
4.1 Ewcaymyn

H Unity eivan por a6 Tic o 510050 UEVES KOl IGYVPES UNYOVEG AVATTUENG TOLY VOOV GTOV
KOGHo. Ao TV KukAoeopia g to 2005, £xel KepdioEL TNV EUTIGTOGVLVT TOAADV
TPOYPUUUATIOTOV, OO aveEAPTNTOVS £mG PEYAAES EToupEieg avamTuENG, AOY® TG eveMEiag,
TOV EPYOAEIDV Kal TV duvatoTnTV oL Tposeépel. H Unity vrootnpilel t10660 v
avantuén 2D 660 kot 3D moyvididv Kot TapExeL o GEPE amd YOPAKTNPIOTIKE TOV

J1EVKOAVVOLV 1| Sladkacio avATTVENS, KADIGTOVTOS TNV WOAVIKY Y10 TOAAODS TOTOVS £PY®V.

4.2 lotopikd ko Avamtoén

H Unity Technologies 13p00nke o 2004 o6 tovg David Helgason, Joachim Ante kot
Nicholas Francis, pe 6toyo vo dnpovpynoet pio unyavi oy visidv tov o ftav tpocPaoiun
og 6AoVG. Amd v apyr, 1 Unity TpoypapotictnKe yio vo. ETTpEyel 6TovG
TPOYPOUUUOTIOTEG VO OVATTTOUGGOLV TTOLY VIO EDKOA KO YPIYopa., Y®pic va ypetdleTot vo

&yovv mponyovpuevn gumelpia oto mpoypappaticpd (Unity Technologies, 2020).

H onovpyia g Unity ftav amotélecpo g avaykng yia £va epyoleio mov o amlomolovos
TNV OVATTLEN TOYVIOLDV, ETTPEMOVTAG GTOVG TPOYPUUUATICTEG VO, ETKEVTP®OOVV OTIg
IMUoVPYIKEG TTLYES avTi Yl TI¢ TEXVIKES. [Tpty v Unity, n avamtuén ynelokov Toyvididv
AmoLTOVGE GUVOETEG YVAGELS TPOYPOUUATICUOD Kot T XPN oM EEEOIKEVUEV®V EPYALEI®V TOV
dev Nrov evkoAa pocPaotpa. H Unity ékave ) diadikacio 1o e0KOAT, TPOGPEPOVTOC L0
dwpedv £KO00M Yot VEOLS TPOYPOUUATIOTEG Kot LIKPEG ORLAdES, divovTag TavTdypova TN

duvatodHTNTA Yo OVATTUEN GE TOAAES TAUTPOPLEG.

H Unity dpyroe g po umyovr omokAetotikd yro. Mac, aldd ypriyopa enektdOnke yio vo
vrootnpi&el GAeC TAATQOPUES, OTTmG Ta WINdOWS, Tig KOVGOAES Kot TOL KIVITO THAEP®OVAL.
YMuepa, 1 Unity vrootnpilel mepiocdtepeg and 25 mhotedppes, tepthapupavovtag T060
ovppatéc mhateopueg dnmwg to PC, to PlayStation kot to Xbox 660 kot KivnTtég TAaTQOpUES
o6mw¢ 1o 10S ka1 to Android (Gamasutra, 2021).



Amd Vv mpdT TN KuKAopopia uéypt onuepa, n Unity eEehicoston cuveymg,
EVOOUOTMOVOVTAG VEQ YOPOKTNPIOTIKA, SUVOTOTNTES KOl EPYOAELR. X1UEPT, LE TNV
vrootpiEn 1660 tov 2D 660 Kot tov 3D mepiPairovtoc, 1 Unity Oswpeiton pio amod tig
KOPLQAIES UNYOVEG AVATTUENG TOYVIOLDV TOYKOGUimS, vtootnpilovtag oyt poévo PC kan

KOVoOAec, aALA kot Kivtég ovokevés, VR kot AR epappoyéc, web moryvidia ko dAla.

4.3 Xapoakmmprotikd e Unity

[MoAhamAég [TAaTeOpLLES

H Unity emtpénet v avantoén moyvididv yio ToAEC TAATPOPUES e pio povo Pdon
KOO AVTO onuoivel OTL 01 TPOYPUUUATICTES LTOPOVV VAL SNULOVPYGOLV TO TTaLY VIOl TOVG
KOLL VO TO OMILOGIELGOVV GE SLUPOPETIKEG TAATPOPUES YMOPIG VO YpELCTEL va Eavorypayouv
ToV K®dKa. Avth n dvvatotnta eEotkovopel ypdvo kat Tépovg kat kabiotd tn Unity daviky

emhoyn yw indie developers ko peydieg etarpeieg (Unity Technologies, 2020).

I'pagpikd kol 3D Zyedioon

H Unity mpoc@épet 16vpég SuvatdTNTES YPAUPIKMV Y10, TH SNULOVPYio PECAMOTIKMY Kot
EVIVTTOOIOKOV TPLEOLACTOTOV GKNVOV. Me gpyaieio onmg to Shader Graph, ot
TPOYPOUULOTICTEG UTOPOHV va dnpiovpyncovy ocvvieto shaders ywpic va ypeidletar vo
yYpayouv kodwka. Emmiéov, n vroompién VR (Virtual Reality) kot AR (Augmented Reality)

devpiivel Tig duvorotnteg ovantuéng oe véeg dootdoetg (Unity Learn, 2023).

Katdotpa [Topov

‘Eva amo ta o duvotd onpeio tg Unity eivar to Unity Asset Store, pio mAatgopua 6ov ot
TPOYPOUUUOTIOTEG LITOPOVV VO, 0LyOPAGOLV Kol VO TOANGOLV TOPOVG OTMG LOVTEAQ, NXOVG,
scripts kot epyaieio avanTuéng. Avtd ETTPETEL GTOVS TPOYPUUUOTIGTES VO, EEOIKOVOLOVV
xPOVO, KaOhg PmTopohV vo ¥pNGIULOTOcoVY £TO0 aSSetS avti va to dnNUovpyncovy amd TV

apyn (Unity Technologies, 2020).



dvown kot Kivnon

H Unity nepilapfaver Evav ioyvpo euoikd kvnipo (Physics Engine), mov enttpénet v
€UKOAN TPOGOUOIMOT) PEAMOTIKOV KIVGEWV KOl GAANAETIOPAGEDY GTOV KOGLO TOV

oy viorov. Ot unyoavicpol puoikng vrootnpilovv ototyeia Onwg 1 foapdTnTa, N TP Kot ot
OLYKPOVGELS, KAVOVTOG TIG KIVIGELS KO TIG OVTIOPACELS TMV OVTIKEUEVOV PEOMOTIKES. AVTO
kabiotd ™ Unity davikn ya mwayvidio mov Boaciloviol 6 puotkd povtéda, Omme monyvidta

001 YNOMNG, TAUTPOPLES KO AAAQ TTOLY VIS0 TTOV OTOLTOVV PEAAICTIKES KIVIGELC.

Onticd Epé xon Rendering

H Unity napéyet e&opetikd epyareio rendering, enttpémovtag tn dnuiovpyio ToAOTAOK®V
Kot peaMoTIKOV ypapikdv. Atadétel to High Definition Render Pipeline (HDRP) yio vynng
TOOTNTOG YPAPIKA 6€ VTOAOYIOTES Ko kovooreg kot to Universal Render Pipeline (URP),
7OV €ival KATAAANAO Yo OPNTEG GLGKEVES KOt Y10, AVATTLEY TOV ATOLTEL TTLO ATOJOTIKY)
a6d001. Ol TPOYPUUUATIOTEG UITOPOVV ETTIGNG VO, SNtovpynoovy mpocapuocuéva shaders
Ko onTIKG €€ ypnoonowdvrag to Shader Graph, éva epyaieio mov emitpénetl T dnuovpyio

shaders pe ™) ypnon ypoetkod neptPdrirlovtos.

Xevapro ko Aoyikn (Scripting)

H Unity ypnowonoiei ) yAwooa C# yio tv avamtuén ocevapiov (Scripting), kdtt mov
EMTPENEL GTOVG TPOYPUULATIOTES VO, ONILOVPYOHV AOYIKN Y1, TO Ty viot Tovg. H C# givan
L0 YADGOO TPOYPOUUUATICHOD EVPEMS SLOOEGOUEVT] KOL OVOYVOPLIGLEVT, YEYOVOS TTOV
Kob1oTd €OKOAN TV ekpabnon g Yo moAlovg mpoypappatiotég (Microsoft, 2022). H Unity
napéxet Eva kald opyavouévo API, pe Aertovpyieg kot pebddovg mov d1evkolvvouy Tov

YEPIOUO OVTIKEWUEVMV, TIG OAANAETIOPAGELS, TNV Kivnon Kol TOAAL GAAL.

Awyeipion Agdopévav kKot Atobrjkevon

H Unity vrootnpilel tnv anobnikevon dedouévav, enttpémovtag T nuovpyio. cLGTNUATOV
amofnkevong Taryvidlon, OT®S Yo T SAcmon TPodOoL ToV TaiKTn, TN dloyeipion
AmoONKEVOTG OEOOUEVMV GTOV LITOAOYLIGTH Kot 6T0 dladiktvo. Eniong, vrdpyovv morAég

BPAoONKeg Kot ETEKTAGELS TOV S1ELKOAVVOLV T dlaeiplon Ko emeepyocio dedouEvav.



Awtomon ko [ToAlamAot [Taikteg

H Unity vrootnpilet T dnuovpyio moryvidiov pe moAlovg taikteg (multiplayer games)
HEG® TOV EVEOUOTOUEVOD GUOTHLATOG SIKTOMGNG KO TPOGPEPEL EMIONG EPYOAELN Kot
plugins yio o wpoywpnuéva diktva kat online aiAnienidpacn. Me avtd ta epyaieia, ot
TPOYPOUUUOTIOTEG LITOPOVV VO ONILLOVPYNCOVV TToyvidla Tov Voot pilovy cuvdEdEUEVO

mayviot, online dtoyviopovg Kot GAAG YOPOKTNPIGTIKA TOV OTALTOVV SIKTOMGN.

Epyaieio Eneéepyaciog kot Avamtuéng

H Unity mepilappavet Evav e&apeticd editor, o 0moiog emTpénetl Ty TpoETIGKOTNOT KOt TN
SOKIUT TOV T VIOUDV 6€ TPUyUaTiko xpdvo. O editor avtdc S1EVKOADVEL TNV TPOTOTOINGoN
TOV OVTIKEWWEVOV, TOV VAKAOV Kot TOV pUOUICEDY TOL Toyvidlo0, TapEXOVTS Lo TANPT

EMOKOTNOT TOV Project.

Ok mpog 1o Xprotn Alemapn

H demapn g Unity eivon oxedroopévn va eivor rlkn Tpog 1o ypnot, ue epyaieio drag-
and-drop kot dLVATOTNTEG TPOETIGKONNGNG OV ENLTPETOVY GTOVG TPOYPUUUATIOTES VO
BAémovV T aALayEG OE TPAYUATIKO YpOVO. AVTN 1) TPOGEYYIoT| SIEVKOAVVEL TN dtodkaciol

avantuéne kot evioyvel Ty mapayoyikoétnta (Game Developer, 2021).



4.4 MépBpwon g Unity

XKNVEG

H Unity opyavavet 1o meptBaiiov avantuéng 6€ GKNVES, Ol OTTOIEG EIVOIL AVTOTEAN
wePBAALovTIa TOV TEPIAAUPAVOLY AVTIKEIHEVA, POTICUO Kol KARePES. Ot oKNVEG EMTPETOVY
GTOVG TPOYPUUUATIGTEG VO OPYOVAOVOLV Ta O1APOPa LLEPT) TOL TOLYVIOOV TOVG Ko VOl

epyalovtar og awtd Egymprota (Unity Manual, 2022).

Avtikeipeva ko EEaptiparta Unity

O nupivag e Unity BaciCetor oto Game Objects, ta omoia eivat ta Bepeldon ovrikeipeva
nov anaptilovv tn oknvi]. Kabe avtikeipevo (Game Object) pumopei va éxet didpopo
eCoptiuota — uépn (Components) mov kabopilovv T GLUTEPLPOPA TOV, OTMG PLGIKT, NXO N
YPAPIKA. AVTH 1 OPYLITEKTOVIKY| EMTPENEL GTOVS TPOYPOUUATIGTES VO SNUIOVPYOVV GOVOETA

avtikeipevo ovvovalovtog amid ototyeia (Unity Manual, 2022).

Yvompato Duoikng

H Unity nepilapfavet Eva 1oyvpd cOoTNUA PVOIKNG TOL TPOGOUOIMVEL TOV TPOTO LUE TOV
omoio T avtikeipevo aAANAeTdpovv oto mepiBdArov. Me ) xpnon 2D kot 3D guoiknig, ot
TPOYPUUUOTIOTEG LITOPOVV VO, OTLLLOVPYTCOVY PEAALGTIKA ATOTEAECLLATO KON G Kot

obvykpovong (Unity Physics Documentation, 2023).



4.5 Anovpyia Hayvidiov

Yyedraopog Matyvidron

O oyedlaopog Tayvidlov givot po ToAOTAOKN dtadikacio Tov TePAapPavet tn onpovpyio
TOV KOVOVOV KOL TOV UNYOVIGU®OV TOL Tatyvidton. Me t Unity, ot tpoypappatiotég
UTOPOVV VO TEWPOUOTIOTOVV LE SOUPOPETIKES UNYOUVIKEG KOl VO ONILLOVPYHCOLVV TPOTOTLTTO.

mayviow (K. R. Schubert, 2018).

Awyeipion [opwv

H dwoyeipion nopwv givar kpioun yio v enttvyio kaOe moyvidiov. H Unity mpoopépet
epyoreia yio Tnv €0KoAN Stayeipion Kot opydvweon OAwv TV assets tov maryvidov. Ot
TPOYPOULUUOTIGTEG WITOPOVV VO KATNYOPLOTOU|COVV Kol VAL avaln TGOV €0KOAN TOVG TOPOLG

TOVG, dlevkoAvvovTag T dwadikacio avarntuéng (Unity Manual, 2022).

Aoxypég ko Bedtimon

H dadikacio doxiudv givor kabopiotikn yio v avantoén tayvididv. H Unity mapéyet
gpyoaieia ylo T OOKIUN Kot TNV aviAvoT TG amdd00NG TOV TOLY VIS0V, EMTPETOVING GTOVG

TPOYPOUUUOTIOTEG VO EVTOTILOVV Kot v d10pBdvouY cdApata Tpv amd v KukAogopia (A.
A. Ramani, 2020).



4.6 Kowotrta kot Yrootpién

Kowomta Unity

H xowodmnta g Unity sivat peydin ko evepyn, mpoopépovtag mopovg, tutorials kot
VIOGTAPIEN GE TPOYPOUUATIOTEG 6€ OO ToV KOouo. H vmapén edpovp, opddwv oto Discord
Kol GALOV TNYOV EVIGYVEL TNV CAANAETIOPOT LETAED TOV ¥PNOTOV KOl TV OVTOAANYT

yvooewv (Unity Community, 2023).

Exnoudevtikot [1opot

H Unity mapéyet pa tAn0dpa eKTodenTik®dv TOpmV, 0Tme dtadiktvakd pabnuata, tutorials
ko documentation. Avtoi ot TOpoL givart yPNOUOL Y10, OPYEPIOVG Kol EUTEPOVGS

TPOYPOUUUOTIOTES KOt SIEVKOADVOLV TV ekudOnon tov duvotothtev e unyxavig (Unity
Learn, 2023).



4.7 Odnyo6g Eykatdotaonc

Mo vo eykatacthcovpe to Unity hub mhpe omv oelidoa https://unity3d.com/get-

unity/download kot xatepalovpe and to Downloads Section v dmpedv ékdoon tov Unity
Hub. (Unity)

@ Unity Products Solutions Case Studies  Learning

Download Unity

Welcome! You're here because you want to download Unity, the world’s most popular development platform for
creating 2D and 3D multiplatform games and interactive experiences.

Before you download choose the version of Unity that's right for you.

Learn more about the new Unity Hub here.

Ewova 4.7.1: Tototonog Unity

E@ocov 10 xatefdoovpe KAvoLuE TNV OmopaitnTn £YKATAGTACN TTOL poaG CnTdel Kot OGOV
™V ohokAnpocovpe pog Intdet va etiaEovpe dmwpedv Aoyaplacud yio va cuvdedode 61o
Unity Hub.

Ewova 4.7.2: Unity Installation

Epocov ptia&ovpe Aoyaplacpod kot cuvoeBovpe pag Balet oty ewkdva 4.7.3.



PrOJeCtS New project

Projects

3 Installs

MODIFIED ~
® Learn
ArPickMeUp

C:\Users\jimpe\ArPickMeUp

Ewova 4.7.3: Tlepipadrov Unity Hub

Kot v mpdt eykatdotaon mape oto section Installs kot matdpe to ypavalt yo va pog

BydAel T1g TopaKAT® EMAOYEG

| n St a I I S Locate Install Editor

Installs

[d 2021.311f1 s

Ewova 4.7.4: Ancicovion gykataotdoswnv oto Unity Hub

[Motdvrog o ypavalt emdéyovpe to add modules 60ntwg paiveror oty ewova 4.7.5.

Mog avoiyet to Section twv Modules mov 6élovue vo eykatactioovpe. Ilotdpe va
gykatactioovpe v ékdoon tov Visual Studio mov BéLovpe kon emiong epdGov 11 EPOUPLOYN

pog Ba mailer oe Android kivntd eykabictovpe 6Tt apopd Android eykatdotoo).



5 I n St a I | S Locate Install Editor

Installs

[ 2021.311f1 1S

Add modules

Show in Explorer

Uninstall

Ewova 4.7.5: Eykatdotaon tpochétmv oto mepipdiiov e Unity.

Add modules for Unity 2021.3.11f1 1s

Add modules Required: O bytes Available: 222.34 GB

Visual Studio Community 2019

Armdread BonnlA © mEart
Android Build Support
OpenJDK

Android SDK & NDK Tools

Ewova 4.7.6: TIpoécbeta mpog eykatdotacn yio Ty opbn Asttovpyia TG E@OpUOYNG.




4.8 Anpovpyio EQoppoyng

[N va dnpovpynoovpe véo project epdcov eipacte oty apytkny 006vn tov Unity Hub matdpe

10 kovuni «New Project»

o]

P rOj ec t S New project

Projects

Installs
MODIFIED A

ArPickMeUp

Ewova 4.8.1: Anpovpyia véov Epyov

Mog avoiyer véo mapdbvpo étol ®ote va emhéEovpe T TOMOL project Oéhovpe va
dnpovpynoovpe. Xty mepintwon pog emaéyovpe to AR Core, Balovpe dvopa mov BElovpe

va €yel to project kot matdpe to kovuni Create Project.

3111 u1s

= All templates

2D

(URP)
Lore

Project

C me
My project
é\;Usérs\jimpe

Cancel Create project

Ewova 4.8.2: Anuovpyia véov Epyov



5. H Epoappoyn pog

To project pag, ArPickMeUp, éxel oxedlaoTel Yoo VO TPOCPREPEL U0 OLOPACTIKY EUTELPIQ
oLALOYTS KIPoTiov péca o€ éva TPLodldoTato TEPPAALOV, a&lOTOIMVTAG TIG SLVATOTNTEG TNG
unyovng Unity. H gpappoyn avty otoyedel otV Tpocopoimon pog dadikasiog GVAAOYNG
TPOIOVIOV G€ o amodnkn, 6mov o maikng £xel TV guKoupios Vo OAANAETIOPAGEL [E TO
nepBairov kot vo, GLAAEEEL KIBdTor ToL Ppiokovtol HEGO GTNV EIKOVIKT HoG amodnkn. XT10
TOPOKATO Keipevo, Ba eEeTdoovpe T StadIKaGio SNUOVPYING CVTAG TNG EPAPHOYNS, OO TNV

APYIKT GKNVI HEXPL TIG UNYXOVIGHOVG OAANAETIOpOGTC.

5.1 Kapepo (TTaiyme)

H xdpepd pog amoteleiton ko oo tov «Picker (IMaiyt) g epappoynge.

Ewova 5.1.1: Aopn xépepog kot «moiytn» oto Unity mepifdilov.

O Taiytc pag Bpioketor oto onueio (0, 0, 0) kot Tepthapfavet dvo (2) Script. To Movement
script mov omoteiel v kivnon tov maiytn pog kot to Player Interactions 1o omoio
wepAapPavel TG OAANAETIOPACELS TOV TTalyTn. ZTNV 01K HOG TEPIMTOON O TOiYTNG oG

oLAAEYEL KIBOTLOL.

H dwdwkacio ovAloyng tov kipotiov o mepraufdavel m yprion evog Collider mov Oa
aviyvevel otav o Taiktng TAnoldlet éva Kipdtio. tov kabe Kipwtio Oo tpootedei évag Collider
ue to Trigger evepyomompévo. Otav o maiktng elcéAbel € avto to trigger, o kaAécovpie puo

péBodo mov Ba «GLAAEYEL TO KIPMOTLO.



I Simulato i el 7
v v i v @ b ﬁmv@.ﬁa v Piayer

T Tag Untagged Layer Player
Transform

Y 114
Y 0
B
€ v capsule Collider
&  Rigidbody
B v Movement (Script)

B  Player Interactions (Script)

Add Component

DR e
xampleAssets > Scripts

bnbhpboBOBOA

BoxPickup

Ewova 5.1.2: Ameicovion kdpepog Kot SCript wov givat «depévoy oe avti.

Movement Script

Ytov KOdka ov mopatiferor TopakdTm, oy KAdon pog Movement ypnclonolovpe Léca

v ovvaptnon Update(), n onoia kaAeiton o k@O frame.

public class Movement : MonoBehaviour

{

private Touch touch;

[SerializeField] float speedModifier;
[SerializeField] float rotationModifier;
int xInput, ylnput;

void Update()

try
{
touch = Input.GetTouch(0);

if (touch.phase.Equals(TouchPhase.Moved))
Vector3 cameraRelative = new Vector3(0f, Of, touch.deltaPosition.normalized.y) * speedModifier *

Time.deltaTime;
transform.position += Camera.main.transform.TransformDirection(cameraRelative);

transform.rotation *= Quaternion.AngleAxis(touch.deltaPosition.normalized.x, Vector3.up);

}

catch (ArgumentException)

{
}



}

private static Quaternion GyroToUnity(Quaternion q)

{

return new Quaternion(q.x, q.y, -g.z, -g.w);

}
}

e ke frame ovolooTIKA dNpovpyoVUE Eva vVEO avTiKeilevo TOTov Vector3 mov ovoudletol
cameraRelative, 10 omoio eivat 1o pe TV Kovovikomompévn Tiun y g 1otntog deltaPosition
TOV OVTIKELEVOL ap1|G, ToAAamAactalopevn pe to speedModifier kot to Time.deltaTime. Ot

TIéG X kot z Tov Vector3 opifovrat oto 0.

H 0¢om tov petaoynuoaticpon aALalel 1pocOETovTas TOV HETOGYNUOTIGHO TNG KUPLOG KAUEPOS
TPOG TNV KOTEVOLVGT TOV GYETIKOV SLOVOCUOTOS TNG KAUEPAS. TO GYETIKO SLAVUCUO KAUEPOS

etvat 1o didvocpa 6to omoio M kapepa efvol oe GYECT LE TOV LETAGYNUOTIGUO.

H nepiotpoen tov avtikeltévov ToAamTAaGIALETOL LE £VOL TETAPTOTOYES TTOV AVIUTPOGHOTEVEL
po. TEPLOTPOP) YOp® amd tov dfova y pHE o yovioa iomn HE TN GLVIGTOGO X TNG

KOVOVIKOTOmUEVNG B€omg déATa TG TPEYOVGOS ETAPNS.

Player Interactions

public class PlayerInteractions : MonoBehaviour
[SerializeField] float rayLength;

RaycastHit hitInfo;

private void Update()

{
Ray forwardRay = new Ray(Camera.main.transform.position, Camera.main.transform.forward);
Ray upRay = new Ray(Camera.main.transform.position + Vector3.up, Camera.main.transform.forward);
Ray downRay = new Ray(Camera.main.transform.position - Vector3.up, Camera.main.transform.forward);

if (Physics.Raycast(forwardRay, out hitInfo, rayLength)
|| Physics.Raycast(upRay, out hitinfo, rayLength)
|| Physics.Raycast(downRay, out hitinfo, rayLength))
{
Debug.Log($"Looking at {hitInfo.transform.name}");
if (Input.GetKeyDown(KeyCode.Mouse0))

lInteractable interaction = hitInfo.transform.GetComponent<Iinteractable>();

if (interaction != null)
{
interaction.PickUplInteraction();
}
}
}
}



private void OnDrawGizmos()

{

Debug.DrawRay(Camera.main.transform.position, Camera.main.transform.forward * rayLength, Color.green);

}
}

Anpovpyovpe éva véo avtikeipevo tomov Ray, ypnoonoiwvrtag ) 0€om g KOpLog KAUePag
KOL TNV TTPOG T, EUTPOG KOTELHLVGN TNG KOPLOG KALEPAG OC apyn KOt KATELOLVVGN TNG AKTIVAG.
To Ray umopei va ypnoyomomBel yioo v aviyvevon OVTIKEIWEVOV GTI CKNVH TPOS TNV

Katevbuvon mov PAETEL 1| KAUEPQL.

Opoimg eTidyvoupe kot GAAa 2 aviikeipevo tomov Ray ta omoia mpocsdiopilovv axtiveg mov

Kottdve Tpog Ta Tave upRay kot wpog ta kbtw downRay.

Kot o kddwcog eAéyyet edv €va Raycast (mov etvor pio adpatn ypoppn Tov YpnoyLoroteitol yo
TNV aViVELOT] TNG TAPOVGING OVTIKEUEVOV) «YTUTE» AVTIKEILEVA GE Lo OPIGUEVT] OTOGTACN.
Av glvor vopkTd, EKTVTOVEL TL ovTiKeievo yTumtdel. Edv o xpriotng matncet 1o kovpuni tov
TOVTIKIOD GTOV LTOAOYIGTH 1 ayyi&el Tnv 006V Tov KivnTov av 1 epappoyn Tpéxetl o€ avtd, Ha
eréy&el eav to avtikeipevo £xel otoryeio tomov “llinteractable”. Edv 1o kdver onAad av to
avtikeipevo givan tomov “linteractable”, 6o kadéoel ™ uébodo "PickUplnteraction" og avtd M
omoia Bpickerar onv KkAdon BoxPickUp v onoia «xAnpovopel» kdbe kipdtio mov givar yio
oLALOYN péca otV amobnKkn Hog kot Oo TV avaADCOoLE GTO AVTIGTOLO section Tov apopd

T Kot

5.2 AmoOnkn

H amobnkn eivon po peyddn epmopikn 1 PLOPNyoviK €YKOTACTOCT TOV YPNCLUOTOIEITOL Yo,
Vv amofnKevon kot ™ dovoun ayafov Kot Tpdtov VAGV. Eivar cuviBmg évag peydiog,
avoyTdg YOPOG He YNAA Tafdvic Kot TOAAATAOVG amofnNKeELTIKOVG YDPOVG, OTMS PAPLLL Kot
naréteg. Ot amobnkeg £xovv oYedAOTEL Y10 Vo, PA0EEVODV TN LETOKIVION EUTOPEVUATOV, LE
anoPdBpeg @OpTOONG Yo QOPTNYH, TEPOVOPOPO. Ko OGAAo oynuata. Extdg amd v
amofnKevo, o1 amoBKeES UTOPOVV EMIGNG VO YPNOIUOTON OOV Yid OpacTNPLOTNTES OTTMG M
dwxelpton omobepdTov, 1N EKTANPOON TapoyyEAM®V Kot 1 cvokevacio. Ot amodnkeg
YPNOOTO0VVTOL GVVHOW®E Ad KOTOOKEVOGTES, YOVOPEUTOPOVS, AMOVOTMOANTES KOt GAAES

EMLYEPNOELG TOV EUTAEKOVTOL GTNV OAVGIO0 EPOOLAGHOYD.
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Ewova 5.2.1: ZuvnOiopévol tomot amodnkmv.

Yndpyovv morroi drapopetikoi tHmot amodnkodv (Ewova 5.2.1), o kabévag pe ta duvotd kot
ta. advvata onueio Tov. To €ldog ¢ amodnkng mov ypnoponoleite Bo eEapbel and T1g

avaykeg g entyeipnong. (ShipCalm)

Ag dovpe Tovg evvEa TTo GLVNOICUEVOLE TOTTOVG S1aXEIPION G EPOJUGTIKNG OALGIOAG aTodNKNG.
Avtoi eivar: Anpdcia amodrkn, [diwtikn armodnin, E&vrvn amodnkn, Amwodnkn pe Opoioyieg,
Kévtpo Awavopng, Xvvetapiotikry Amodnkm, Amobnkn Yuypng Amobnkevong, Amobrkn
Eleyyouevng Kiipatog kot KvBepvntikr Amobrxn.

1. Anpéocro amodnkn

Eivar évog amofnkevtikdg ydpoc mov avikel oe kpatkovs @opeic. ‘Eva dtopo M évog

OPYOVIGLOG UTOPEL VO YPNOLUOTOGEL ALTOV TOV TUTO ATOONKNG TANPOVOVTOS EVOTKIO.

AOY®D TG EAAEWYNG TEXVOLOYIK®OV SUVOTOTHT®V, Ol SNUOCIEG amodnKeg Teivouy va glvat TOAD

Baocucéc oto mePPAALOV.

Mo dnuocia amobnkn eivar n TALOV KOTOAANAN Yoo TNV TPOCOPWVY OTOONKELOT TOV
TPOIOVTWV TOVG Y10, MAEKTPOVIKO EUTOPLO, VEOPVEIG EMEPNOELS Ko Propmyovies pkpng

KMpokoc.

TonoBeoia: Bpioketan o€ meployég edkoha TPooPAceS e OA To HEGO LETOPOPAGS.



Acopdreto: H kofépvnon dtoc@arilel TNV ac@dAEd TV amodnKELUEVOVY ayabdV TapEYOVTOS

QPOLPOVS AGPUAELOG KO KAEPEC.

Kootog: To kdotog ypnong og omuodctag amobnine etvar yapunilotepo amd avtd piog

WOLOTIKNG,.
2. Iowotikn amodnkn

Eivor évag omobnkevtikdg ympog Tov OovAKEL G€ OIDTEG KOTOUOKELOOTEG, OLUVOLELS,

xovopéuTopovg K.AT. Emopévag, etvat Ayo axpifog oe cOykpion pe tig oNpocleg amodnKeg.
Qo1660, e€arxolovdel va givar Tpoottod ya startups kot fropnyovieg pikpng kKApoKog.
Ta Bacikd yapaktnplotikd tov Tepthapfavouy:

Eveléia: O ydpog oy amobnkn pmopel va ypnopomoindet kot va dievbetnBel avoroya pe

TIG AVAYKEG TOV 1OLOKTATY).

[Ipocappoyn: O Wkt pmopel vo mpocapudcel TV amobnKn GOUEOVOL UE TIG

EMYEPTNUOTIKES TOV AVAYKEG.
Acpdiera: Ot 1010TIKEG amodNKes £xOVV VYNAN ACEAAELN KOOMG OV £lval 0vOLYTEG GTO KOWVO.
3. "E€umvn amoOikn

Eivor évag mpomyuévog thmog amobnkng otov omoio pmopeite vo amobnkevete Kot va

dwyepileote T avtikeipevo avtopata pe ™ Pondeta g Teyvnmg Nonposvvng.

Avto TeptlapPavel T Oloyeiplon AOYIGHIKOD Kot TNV EKTEAECT] EPYUCIOV OTWS 1) GLAAOYN, M

{0yom, N ovokevacia, N peTaEopd Kot 1 amodnkevon ayabdv pe ypnon drones.

‘Eto1, avtdg o tHmog amodnkng kavel n dovAeld eOkoAn kol oEAVEL TIG TOANGCELS KOl TV
TAPOYOYIKOTNTA UEWOVOVTOG To. avOpomvo Adbn. Q¢ ek tovTov, €&éyovieg TOANTEG
niektpovikoy eumopiov O6mwg 1 Amazon koi 1 Alibaba ypnowomnowodv avtdv tov TOTTO

amoOMKNC.
Ta Bacikd xapakTNploTIKA ToL TEPAAUPAvOLV:

Avtopatiopnos: Oheg ot epyacieg o avtn v omodnkn yivovtor avtoépato pe tn Pondewa

UNYovVOV.

I'pryopo ko amotedeouatikd: Eivatr ypryopo Kot amoteAecpotikd kabme ot unyaveg Kavouy

1 OOVAELA Kol OV LILAPYEL TEPODPLO Yo avOpOTIVAL AGON.



YymAn acepdieia: Ot é&umveg amoOnkeg éxovv avénuévn acedieia Kabog etvar eEonMopuéveg

pe kapepeg CCTV kot GAA0 CLGTHUOTO OGPAAETOC.
4. Opoioyroxi amoOnqkn

"Evag ouyKekplévog ydpog amobnKeuong Y1 CIULOTOLEITOL Y10l TV ATOONKEVOT EIGAYOUEVOV
OVTIKEWWEVOV TPV amd TNV TANPOU Tov dacpmv. Mropeite eniong vo dlotnpnoete ta
gloayopeva Tpoidvta yio peYdAo ypoviko ordotnuo. TEtolec amobnkeg arattodv doeia omd v

KuPBEpynon.

To mo xkpioyo mAgovEKTHO VTG ™S amodnkng eivar Ot dev ypelaleTon vo TANPOGETE
d0oHOVG £mGg OTOL Ta avTIKEiLEVE Gag amelevfepwBovv Kot movAnBovv, emeldr| ot dacol yio

T0 gloayopeva avtikeipeva Ba eitvar ToAd vymAol.

Ta Bacikd xopaktnprotikd tov Tepthapfavouy:

=  Mnopeite vo amofnkeboeTe €60 yOUEVO TPOIOVTO Ylo. GOVIOUO N UEYOAO YPOVIKO
dtoTn .
= Agv ypetdletal va TANPOCETE dOGHOVG LEXPL VO omeAeLBepmBOVV Ta avTikeipeva.

=  Eivou katdAAnAo yio v amodnkevon vyning a&iog Kot eoictnNTOV avIIKEPEVOV.

5. Kévtpo swavoprig

Eivan ydpog amobrjkevong, £101kd yio tpocmpiviy amodrkevon pumopevpdtoy. Xe avtieon pe
GAAeg amoBTKeG, TO KEVTPO SLVOUNG EVOEXETAL VOL SLOTNPOVY DMK TPOGSMOPIVA 1) Y10L GUVTOUO

YPOVIKO SLaoTN O, Le TOAD VYNADTEPO TOGOCTO EIGEPYOUEVAOV KOl EEEPYOUEVOV TPOTOVTOV.

Otav Aappavetre mOALL LAKA KOl UTOPEITE VO TO SOVEIIETE GE OLUPOPETIKOVS LETOATMOANTES

oV 0AVGI1da PodLaGHOD, TO KEVTPO dtavoung BonBdet ToAv.

Extoc and v amoBnkevon omoBéparog, ta kévipa Olavoung owyepilovion emiong v
OAOKANPMOGCT TOPAYYEMDV KOt TPOETOUALOVYV OMOGTOAES, Ol OTOEG AMOTEAOVV OVOTOGTAGTO

KOUUATL TNG oHVOEoN G TPOUNBEVTAOV KOl TEAATOV
Ta Bacikd yapaktnploTikd Tov Tepthapfavouy:

= Eivor kold eEomMopévo pe mponyuéves texvoroyies.

= Tlapéyer vanpecieg mpootiBépevng aéiog dmmg vnpeoieg pick & pack, docking k.Ax.



= Eivol kat@AANAO Y10 TPOGMPIVY 1| GUVTOUT A0 KELOT| EUTOPEVUAT®V.

6. XuveToiploTiKi) amonKn

H ovvetaipiotikn omonkn etvar €vag amonkevtikdg y®POg MOV OVAKEL od KOwov Kol
Aertovpyel omd po opdoa ETOPEIDMV 1] CUVETAUPLOTIKAOV 0PYOVOGEMY OTMG 0YPOTES, VOOAVTES
K.AT. O K0p1o¢ 6KOTOG TV TOV TOHTOV Ao KNG elvar 1 e£otkovounon KOGTOVS Kot 1) vénon

NG OTOOOTIKOTNTAS.

e autn TV amodnkn, 1060 Ta LEAT TG CLVETAPLGTIKNG OPYAVMONG OGO Kot 01 EEVOL UITOPOvV

va omoOnKeLOVV TO EUTOPEVUATA TOVG. Q26TOG0, Ta LEAN Ba ExovV Kdmoln pelwon 6To £Voiklo.
Ta Pacikd xapakTnploTikd ToL TEPAaUPdvouy:

=Yg oot TV amobnK, TOCO T PEAT TNG GUVETALPLOTIKNG 0PYAvVMOT G 0G0 Kat ot EEvol
UTOPOLV VoL aroBnNKeLOVY ToL EUTOPEVLATA TOVG,.

= [lopéyet Eévov 100vikd TpOTO GVVOECNG EMYEIPNCEDV LE TAPOLOLO ATodEaTA.

=  Bonbfd 115 etaupeieg va LE®GOVY TO0 KOGTOC, VO LOpdlovTon TOPOVS, VO LEUDVOLV TNV

OAANAETIKAALYT] DIINPECIOV KO VO, GLYKEVTPMOVOLV OYOPUGTIKY] OUVOUN.

7. YokTikn amo0nkn

Eivan évag yadpog amobnkevong mov amodnkedel mpoidvia gvaicOnta ot Oeppokpacia, OTwg
QAPLOKO, KOAALVTIKG, €10m dtotpoeng Kot motd. AvTd¢ 0 TOmog oamobnKng &ivarl OIKA

oXEO10GLEVOG Yia Vo dtotnpel younin Bepprokpacia.

To kOpro mAeoveéKTNUa oL TG TNG amoBnkng eivor 6Tt Bonba ot dlaTpN o™ TG TOWOTNTOS TOV
EUTOPEVUATAOV Y10 LEYAAO YpoviKd dtdotnua. EmimAéov, n Beppokpacio €vTOg TG WOKTIKNG

amoON KNG dlaTnpEiTaL LE XPTNOT TPONYUEVOV GUGTNUATOV YHENC.
Ta Bacikd yapaktnploTikd Tov Tepthapfavouy:

* Ol 0mooTOAEG EVTOG KOl EKTOG WUKTIKAOV amodnKav eivat eniong vd yoén.
= ZuvN0mg TO YPNGIULOTOIOVV O1 PUPLOKEVTIKEG ETOPELES.
= H dwyeipion g anobnxng npénel va dwatnpet to mepiPdAiov Kpvo pe mpodchetn

GLVTNPNOT KOl ETLTIPTO).

8. AmoOnxmn ereyyopevn amd To KAMpa



Muw eleyyduevn omd 10 KAIpo amobnkn eivoar g eykotdotoon amobrkevong O6mov 1
Oepuoxpacio Kot 1 vypasio puOuUilovtol TPOGEKTIKA Y10 TNV TPOCTAGIN TV amodnKeLUEVOV
avtikelpnévov. Ot eheyyoueves amod 1o kAo amobnkeg cuyva amodnkevovy gvaicOnta vVAKAE,

OMMG PAPLLOKOL, NAEKTPOVIKE €101 KO TPOPLLAL.

H Oepuokpacio kot n vypacio o€ po EAeyyOpeVT amd 10 KAl amodnkn edéyyovtal amd Eva
ocvotnpa Béppoavong, e€aepiopov kot kKhpatiopov (HVAC). To svomua HVAC datnpei
Oepuoxpacio evtdg evoc kabopiopévoy evpovg Kot dtoyelpileTon To enimedo vVYpAGiag Yo Vo

OTOTPEYEL TN ONLOVPYI0 GUUTVKVOUAT®V GE AVTIKEIHEVA 1] LEGH GTO 1010 TO KTip1o.

O gleyydpeveg amd 10 KAipo amobnkeg cuvnOmG YPNCIUOTOIOVV HOVOUEVOLS TOTYOLG Kot
OPOPEG Y10l VO ELYIGTOTTOMGOLV TV OTOAEW 1] TO KEPSOG Beppdtrag. H amodnkn pmopel
emiong va 01004TEL GLOTNUATO GLVAYEPLOD OV ELO0TOLOVY TO TPOGMOTIKO €6V SLOPEPOVY TAL

emineda Oepuokpaciog 7 vypaciag.
Ta Pacikd xapakTnploTiKd ToL TEPAAUPAVOLV:

= H Beppoxpacia, n vypocio Kol 0 aepIGROC TPEMEL VO TapaKoAovOOVVTOL KOl VOl
eAEYOvVTAL.
* To GLOTAUOTO GLUVAYEPUOL EWOTOOVV TO MPOCOMIKO G MEPIMTMON OAAAYNG

Bepurokpaciog 1 vypaciog.

9. KvBepvntuki| amwodikn

M kpatikn amofnkn eivon éva ktiplo 1 cvykpdTNUO KTIPimV Tov £XEl OYESOCTEL Yo TNV
amofMKeELOT HEYAAWMV TOGOTHTOV AyolfdV Kot VAMK®V Yo Aoyaplacpo e KuPEpynong. Avtég
ot amofnkeg ocvvnbwg dwyepilovtor por KuPepynTikny vVINPeGio 1 TUAUO Kot UTopodV v
YPNOLOTOMBOHV Y10 TNV amoBNKEVOT OTIONTOTE, OO TPOPULO KOt 1TPIKES TPOUNBELeg Léypt

OO KOl TTUPOLLOLYIKAL.

2g OpIoUEVES TEPIMTAGELS, Ol KPATIKESG amodnKeg umopet emiong va etvat avorytéc 610 Kowo,

EMTPEMOVTOG GTOVS OVOPOTOVG vaL ayopalovv mpoidvta Kot VAKE ameveiog.

O xpatikéc amoOnkeg eivor kodbtepn emhoyn amd 15 onmpdoieg, kabmg Exovv cuvnOmC

LEYOADTEPT] OCQAAELD, M OTtOia £fvo Kpiotun Yo opiopéva TpoidvTa,
Ta Bacikd yapaktnploTikd Tov Tepthapfavouy:

= KotdAAnio ylo amodnkevon peydAmv mocottov amrodépuatog.



»  Emurpénet otoug avBpdmovg va ayopalovy mpoidvra Kot VAIKA arevbeiog.

= [0 okovopKd amodoTikd Kot TapEXEL ACPAAELO.

Y10 mhaiolo g epyaciag Exovpe eTIaEeL po amobnkn (Ewkdva 5.2.2) ) omoia amoteheiton amd
4 dradpopovg kat paota pe KiPOTIo To. omoia ivatl otatikd. Mécso 6g avTd To pAPlo EYOVUE

tomofetnoetl KidTio Ta omoio GLAAEYOoVTON Ko Kavouv Interaction pe tov picker (maiyt) g

EQapLOYAG pog.

Ewoéva 5.2.2: Amoyn g arobfkng pog oto meptBaiiov Unity.

Onwg BAémovpe oty gwova 5.2.3 10 kouti Tov GVAAEYeTOL EEYPilEl amd To GTATIKA KOLTIH

TOV QVTIKEWEVOD TOV poplov. (Mmkay KBTI ToL GUALEYOVTOL GE KEVEG DEGELS TV PAPLOV

APV TNG JAOIKAGIOG TNG EPAPLOYNS)



Ewova 5.2.3: Evepyd kovti mov pmopet va cuiieydel amd tov picker.

Kabe avtikeipevo g amobnkng pag tomobetOnke and pic cvlhoyn aviikeipévov (Prefabs)

7oV aPopovVE amodnKec.

Ewova 5.2.4: ZoAloyn avTikewévmy yio v dnuovpyia tov «kdéouov» oto Unity.



5.3 Awdikacio ZoAAoyng

H dwdikacio cuAloyfg, emiong yvoot) ®g 010Aoyq N TapodaPn EUTOPELUATOV, amOoTELEL
KpIoo 6Tdd10 oTNV 0ALGIdO TOPOYNS EPOJACHOV Kol TORENG TG amodnkevong. [Tpokettal
v T SadKacion OToLv T TPOIOVTA EMAEYOVTOL amd TIG amodnkevTiKéG BEce1g, GLAAEYOVTOL
Kol TPOETOUALOVTOL Y10 TNV OTOGTOAN GTOLG TEANTES. AV Kol UTOPEl Voo @aiveTon amAn, 1
dwdkacio cvAloyng mailer {oTikd podho otV emTvyNuUéEVN Agttovpyion TG AALGIdOG
epodtacpov. Ilepthappdver v emroyn ayobov omd tomobecieg amobrkevong yo v
EKTANPOOT NG TOPAYYEMOG 1) TNV WTOGTOAT. ZVVIO®OC TPAYLLOTOTOLEITAL OO TO TPOCWOTIKO

™G amofNKNS YPNCLOTOUDVTAG CVGKEVES YEPOGS, KOPHTTLo GLALOYNG 1) dALO eEomAiopo.
H dwdikacio cuilloyng cuvnbmg teptlappdvet Ta axdlovba frpato:

Moporaf] ko enelepyocio mapayyeriog: Ot mapayyeiieg AapPavovror omd merdteg 1
OMUoLPYOLVTOL EGMTEPIKA Kot LToPdAloviol 6e emefepyacio Yoo TOV TPOGOIOPIGUO TWV

€100V, TOV TOGOTNTAOV KOl TOV OTALTCEDV TOPEOOGNC.

TomoOeoio ko avaktnon avrikeipévov: To mpoocwmikd g amobnkng ypnoipomotel
ocvotnuata olayeiptong amofepdtov 1 dALa epyaAeio Yo Vo EVIOTIGEL KO VO OVOKTIGEL TO

€101 OV ATALTOVVTOL Y10 TV TTALPOyYEATDL.

Evonoinon mapayyeriog: A@od emtheyovv OAa To €101, EVOTOLOVVTOL 1] OUAGOTOLOVVTOL Y10,

GLOKEVAGTO KOl OTTOGTOAN.

Iowtikog £heyyog: O moapayyelieg eAéyyovtal yio va dac@oitotel OtL £xovv emAeyel ta

omoTd €101 Kot ToGdHTNTES KO OTL Elval G KOAT KOTAGTAOT).

Yvokevooia ko arootol): H mopayyerio cuokevdletol kot TpoeToldleTan yio amosToA,

ovumepAaUPovoUEVG TG EMICUAVONG, TG TEKUNPIOONG Kol TNG QOPTMOONG GTO Oynua

ToPAdooNG.

H amotelecpatikdmmra g dwdikaciog cvAAoYNG emnpedletor and TOAAOVG TOPAYOVTEC,

HETOED TMV OTOLMV:

Tomoloyia ™ AmoOnkng: H doun g amobnkng, ommg m tomobecia TV pagidv, ot
SLAOPOLLOL Kot 01 TEPLOYES ATOONKEVOTG, EMNPEALEL TOV TPOTO TOL TPEMEL VOL TPOLYLLOTOTTOLEITO
N dwdkasio cLALOYNG. O CWGTOG TYESOCUOG TNG TOTOAOYING UITOPEL VO LELOGEL TOV YPOVO

OV OmonTeITOL Yol TV avalTNom Kot T GUAAOYT TV TPOIOVIMV.



M£00060¢ Xvihoyns: Yrapyovv dtapopes HEB0d01 GLALOYNG, OTTMOC TO LLOVOTATL TG GLAAOYNG
(batch picking), 6mov TOALL TPOiIOVTO GLAAEYOVTOL TAVTOYPOVA, KOl TO LOVOTTATL TG LOVASOS
(piece picking), 6mov ta Tpoidvta cvALEyovtan éva-Eva. H emioyn g KatdAAning pebodov

emnpealetl Tov TpOTO Agttovpyiag TG AmodnKNg.

Teyvoroyia ko ESomhopdg: H ypnon teyvoloyiag Onwme To dTOUATOTOUUEVO GUGTHLLOTOL
OLALOYNG, POUTOT KOL TO TPOXOPOPA PAElO Umopel Vo PEATIOOEL CNUAVTIKA TV

OOTEAECLOTIKOTNTO, TNG OUOIKAGTOG.

AvOpomivog MMapdayovrag: O porhog TV avOp®OTOV TOL EKTEAOVV T d1001KAGI0. GUAAOYTG
etvar kpiowog. H katdAAnAn exmaidevon, 1 opydvmon TV KIVAGE®V Kol 1| YVOGN TOL
nepPdArovtog g amofnKne pmopovv va Bondncovy oty adEnon g ToydTNTOG Kol TG

axpifetoc.

Xpovog: O weplopiopévog xpdvog yua TV OAOKANP®OT) TG O1001KAGT0G GUAAOYNG amanTel TOV

KOAO GYESOCUO KOl TNV OTOTEAEGLLOTIKT SLO(EIPIOT) TOV TAPOTAVE®D TOPAYOVIMV.

O GVVILOGHOG OVTOV TOV TAPAYOVTOV EXNPEALEL TNV ATOO0GT KOl TNV OTOTEAECUATIKOTNTO
g owdikaciog ocvAroyns. H Peitiotomoinon ¢ dwdkaciog mpooeépel avénon g
TAPOYOYIKOTNTAG, Lelmon ToL ¥pOVOL TOV OmoLTEITAL Yol TNV TOPAAAP TOV TPOIOVI®MV Kot

Bedtioon g eumepiog TV TEAATOV.

YUVOMKd, M avoyvoplon Kot 1 Oyelplon autdv Tov Tapayoviov amotelobv (®TIKNG
onpaciog Koppdtt g mpoomddeog yio T Pertictomoinon g dwudikaciog GLALOYNG o€

amoOKN, TPOKEWEVOL Vo eMTEVYOEL LYNAT ATOTEAEGUATIKOTNTO KOl ATOOOGT).

H dwdwacio cviioyng elvar kpioiun yu ™ Swo@AAon g axpifovg Kot £yKopng
EKTANPOONG TNG TAPOYYEAING KO OTOLTEL TPOCEKTIKO GYESOCUO, OPYAVOGT KOl EKTEAEST Y10l
TNV €AOIOTOTTOINCT TOV CEUALATOV KOl TN HEYIGTOTOINGN NG omotelespatikotnroc. Ot
SLEPIOTEG amoONKNG UTOPOVV Vo, YPTCULOTOMGOLY o GEWPE Omd GTPOTNYIKES YloL TN
BeAtioTomoinom g dtadikaciog Tapaiafng, Ommg n cLALOYY Katd TapTides, | emhoyn {dvng
N M €TI0V KLUATOV, OVAAOYO LLE TN GVOT) TOV EUTOPEVUATOV, TOV OYKO TNG TapOyYEATNG Kot

GAAOLG TOPEYOVTEG.

H dwdwacio cuAloyng otV €@aproyn Hog yivetorl otny dodikacio cLALOYNG TV KIPwTinV
TOV TO TEPLYPAPOVUE GTO €MOEVO TUNHO. O 6KOTOG LG AAA®GTE gival vo PeEATIOCOVE TNV

dladkacio GLALOYNG €Tl MGTE va yivetal e BEATIOTO TPOTO.



5.4 Kipoto

Ta kifodtio amotelobv pépog g amodnkne kKot Kabe éva amd avtd €xel TV 0Kl TOV
AertovpykdtTTo KaBDS 0 GLAAEKTNG (Ttaiyng) mpémet va o cuALEEeL. Kdbe kifmtio éxet v
duvatdtto va cuAreyDel kon emiong €yl TNV TAPOLGiNGT TOL TPOIOGVTOC TOV VILAPYEL LEGO GE

ovto.

Ewodva 5.4.1: Aetyver mv doun tv TANpoeopidv £vog Kifwtiov

2y ewova 5.4.1 gaivetor ) doun tov Kabe kiPwtiov. To kGbe KIPOTIO TEPLEYEL TOV KMDOKA
BoxPickUp 1o omoio tnv otiyun mov cvAdéyetar yivetar To avikeipevo avevepyd (Inactive)
®oTE Vo £0QAVIOTEL OO TNV «OKNVI» KOl OUECHG PETO 6TO KMOWKO KaAoOue TV HéBodo
GetShortestPath mepvavtoag tov k6pfo tov Kipwtiov Kol TOV EMOUEVO GLVTOUOTEPO KOUPO

(Node nextPacketNode = LoadData.S.GetNextPacket();) ITopatifetarl 0 kKOdKAG TOPAKATO.

public class BoxPickup : MonoBehaviour, linteractable

{

[SerializeField] Node _ownNode;

private void Awake()

{
_ownNode = GetComponent<Node>();
}
public void PickUplInteraction()
{

gameObject.SetActive(false);

//When finding object then return to the shortest node of object
Node nextPacketNode = LoadData.S.GetNextPacket();



Path path = Graph.S.GetShortestPath(_ownNode.connections[0], nextPacketNode);

FindObjectOfType<TraverseGraph>().ShowNextPath(path);

}
}

Av1og 0 k®dwag opilel Tnv khdon BoxPickup, n omoia vAomotel ) diemaen IInteractable kot

EYEL G KOPLO POLO TNV OAANAETIOPOIOT] TOL TTAUKTN pe évo avTikeipevo otn oknvh (KIB®TIO).

H kAdon BoxPickup viomoiet t diemaen| linteractable, mpdypo mov onuaiver 6t Ba Tpémet va
napéxel o cuykekpévn néBodo 1 nebBoddovg mov vo kabopilovror amd  demaprn. Amo Tov
Kodwa, eaivetar 6t n pébodog PickUplnteraction givar avt n vAomoinom kot KaAgitor 0tav

10 avtikeipevo "aAnAemdpdrol” (6tav o TaiKTNG TO GLAAEYEL).

e H ownNode givan pia ovagpopd otov koppo Node mov oyetiletorl pe 10 avikeipevo
avtd, Aadn tov kOuPo otov omoio avikel to BoxPickup otov ypdeo g oknvic.
e Anlovetar og SerializeField dote va pmopei va puBuiotei péom tov Inspector oo Unity,

0V KOl GTT) GUVEYELD, QVTY] 1] AvaPOpd ToipVEL TIUN HEGO GTOV KOJKAL.

H PickUplnteraction givot n k0pia pé00d0g aAANAETIOPOOTG LE TO OVTIKEILEVO. AVAADETOL (G
edng:

e Amevepyomoinon Tov avrtikewpévov: To gameObject.SetActive(false); xpvfer 10

OVTIKEILEVO QO TN OKMVT, EMELON Exel GLAAEYDEL amd Tov TaiKkTy.

o Evpeon eropevov mokérov: Kolel ) pébodo GetNextPacket() arnd v LoadData, yio.

va Bpet Tov ETOUEVO KOUPO-TOKETO GTOV 0010 TPEMEL VAL TAEL O TOIKTNG.

o Evpseon cvvropodtepng dwadpopric: Xpnoyonotei tov Graph.S.GetShortestPath() ywo va
Bpet v ovvropdtepn odladpoun amd TOV mTPMOTO KOUBO TOL COnnections otov
nextPacketNode. O wivaxag ownNode.connections mepiéyel cuvoedepévong KopPBovg,

ka1 [0] etvon 0 TpdTOg GLUVIEdENEVOG KOUPBOC.

e Epgdavion owopopns: Evtomiler to component TraverseGraph ot oxmvi pe
FindObjectOfType<TraverseGraph>() xot kaiei t ShowNextPath(path), ywo va

EUQAVIOTEL 1] O10LOPOUN TTOV TPETEL VO KOAOVONGEL O TTOUKTNG.



Ta KifodTio Taipvouvv Tic TAnpoeopieg (0Eom Kot TAnpopopieg idovg) amd £va json apyeio to

07010 givat TNG TOPAKATO LOPPTS.

"products"; [
{
"index": "0",
"product_name": "Safe Products Kerala Sweet Banana Chips (500g)",
"product_pos": {

"x":"-0.25",
"yt t1.82",
"7 "22.348"

}

roduct_qty"; "10",

"product_info": "Sweet banana chips are the most popular chips variety in Kerala, and a top of the list item for every
tourist visiting Kerala. Prepared using the locally grown “Nendran” Bananas, the variant of Bananas to make Chips
which is available only in Kerala.",

"product_img": "Product_Images/banana-chips"

3

Kd&0e mAnpogopia Tov json apyciov eneénysiton mopokdTm:

Index: apiOuntiky cepd Tpoidvtog

Product_name: n ovopacio Tov Tpoiovtog

Product_pos: n 6éon tov kifmtiov Tov TPOIOVTOC GTOV «KOGHOY.
Product_qty: 1 mocotta 10V TPOIOVTOG OV TEPLEXETOL 6TO KIBMTIO
Product_info: H weptypagr tov mpoidvroc.

Product_img: H ewdva tov mpoidvtog.

9.5 Doptotc [Ipoidvimv

E@pdoov yivel n puoikr| poptwon g anobnikng npénel va yivel aneikdvion tov KiPotiov 1e
TIG TANPOPOPIES TOV KAOE £I50VG OTWS AVAPEPOVTOL GTO TPONYOVLEVO TUNLO GTO TPOYPOULAL

HLOG.

[MapatiBeton Koppdtt KOdwko Tov dtaBdlet To .JSon apyeio pe TIC KOTAAANAESG TANPOPOPIES
£T61 AGTE Vo, ONoVPYNBoHV T OVTIGTOLO AVTIKEIEVO KO VO LETAGYNLOTIGTOVV

(transform) otnv «oxknvA» pag.

public class LoadData : MonoBehaviour
public static LoadData S;

[SerializeField] ProductList plist;
[SerializeField] GameObiject[] objcube;



string jsonFilePath = string.Empty;
private string jsonString;
int currentPacket = -1;

private void Awake()

{
S = this;
jsonFilePath = Application.dataPath + "/Plugins/data.json";

Debug.Log(jsonFilePath);

/[ Start is called before the first frame update
void Start()

{
ProductList productList = Load();

for (inti =0; i < objcube.Length; i++)
objcube[i].transform.position = productL.ist.products[i].product_pos;

}

public Node GetNextPacket()
{

++currentPacket;

if (currentPacket >= objcube.Length)
Debug.Log("No more packets to retrieve");

return objcube[currentPacket]. GetComponent<Node>();

}

private ProductList Load()

//Load

if (File.Exists(jsonFilePath))

{
jsonString = File.ReadAllText(jsonFilePath);
Debug.Log("File Loaded...");

plist = JsonUTtility.FromJson<ProductList>(jsonString);
/* Debug.Log(plist.products[0].product_pos);
Debug.Log(plist.products[0].product_img); */

return plist;

}

else

Debug.Log("No Load...");
return null;

3
}

public ProductList ProductList => plist;
private void OnDestroy()
S =null;

}
}

[System.Serializable]



public class ProductList

{
public List<Product> products;

}

[System.Serializable]
public class Product

{
public string product_name;
public Vector3 product_pos;
public int product_qty;
public string product_info;
public string product_img;

AvaAvon Kwbika

H «Adon Load Data kinpovopel and v kAdon MonoBehaviour, kdti mov g enttpénet va
expetarledeTal Tig factkéc duvatdtntes Tov Unity yua scripting (0mmg ta events Awake,

Start ko OnDestroy).
public static LoadData S;

H petafinm S ypnowomoteitan og éva otatikd singleton, dniadn| o avogopd tpog to
povadikod instance g kAdong LoadData mov vrdpyel ot oxnvi. Avtd S1euKOAVVEL TV
npdcsPoaon oty kAdon LoadData and dAieg kKAaoelS ympig va yperdletal avalntnon pécw

tov Unity API (w.x. pe FindObjectOfType<LoadData>()).

[SerializeField] ProductList plist;
[SerializeField] GameObject[] objcube;

string jsonFilePath = string.Empty;

private string jsonString;
int currentPacket = -1;

e H petapin plist eivan po Aiota avtikeipévov tomov Product, ta onoia 6o
eoptdvovtot amod évo apyeio JSON.

e objcube: wivaxag and GameObject, mov avauéveton va mepiéyetl kOPovg 1 GAAa
OVTIKEILEVO TNG GKNVNIG.

e jsonFilePath: H dwadpoun tov apyeiov JSON amd to omoio Oa poptdvovtat o
dedopéva.

e jsonString: Teipd yopokTHp®V TOL amodnkedEL TO TEPIEXOUEVO TOV apyeiov JSSON.

e currentPacket: Agiktng yia Tapakorovdnon tov Tpéxovtoc "TaKETov" (AVIIKEUEVOL)

otov mivoka objcube.



H pébodog Awake exteleiton katd TV eKKivion TG KAAOTG, APIKOTOIDOVTOG THV GTOTIKY

petaPAnt S pe v tpéyovca avaeopd. Puipilet exiong ) dwdpoun tov apyeiov JSSON.
H pébodog Start exteleiton apéong petd v pébodo Awake kot £d@:
e Doptovel dedopéva amod to apyeio JSSON péow g Load().

e Evnuepdvetl ) Béon kébe avtikeyévov otov mivaka objcube pe Baon ™ 0éon mov

Kkabopiletar oto product_pos amod to tpoidvta tov productList.

H pébodog GetNextPacket ypnoipomoteital yio v ETIGTPEPEL TO EXTOUEVO AVTIKEILEVO OO
tov wivaka objcube. Apov avénoet tov deiktn currentPacket, eléyyet av £xet @Tdoel 6To
TEAOG TOL TTivaka Kot ERPAVICEL Vo VOO 0V OEV VITAPYOLY GAAL OVTIKEIEVO. TN

ovvéyela, emtotpépel To Node component tov Tp€xovTog avVTIKEEVOD GTOV TVOKAL.

H pébodog Load poptdvet to mepieyopevo tov JSON apyeiov. Edv to apygio vadpyet, to
dwafalel kot to amodnkevel oty plist péow tov JsonUtility.FromJson, kot emotpépet

Mota Tpoidvimv, dtapopetikd, emtotpépet NUll ko eppaviler pivopa ceainoTog.

Ewova 5.5.1: Epeavilet 1ig TAnpoopiec Tov €1000¢ TOL TEPLEXOVTOL GTO KIBMTIO TO 0010 UTOpEl va
ovAdeyBel
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Ewova 5.5.2: Epeoavilel 6nwg kot oty 5.5.1 otoygia Tov €idovg 07m¢ €1KOVA, TOGOTNTO, TITAOG Kot
EPTYPOPN.
5.6 Koppot

O «xoouocy pog, oniadn n amodnkn, mepapPavel képpovg. O kopPotl Bpickovtal oTovg
SLdpOLOVE TNG AmroBNKNG Kot EvdVOVTOL HETAED TOVG ONLOVPYDVTOS TO LLOVOTATL GTO OTTO10

Ba kivnBel kou Ba axodovOnoet o picker €161 doTe va GLAAEEEL TOL KIBDTLOL

‘Etor Aowov €xovpe tov apyikd kéupo «Entry WorldNode» amd tov omoio Eexwvdel o

ovAAéktng (picker) omwg eaivetol oty eikova 5.6.1.

O apyikog kouPog, otnv epapuoyn pog yopaktnpiletar og «Entry_WorldNodey, amoteAei to
onueio exkivnong yio Tov cLAAEKT. AT avTdv Tov KOUPo Eektvodv OAEG OL SLOOPOUES, OL
onoieg ovantuooovtol péca otny amobnkn. H obvdeon tov «Entry_WorldNode» pe tovg
KOVTIVOUG Tov KOpPovg, dniadn ekeivovg mov Ppickoviolr oty apyn TV O0dpOUOV NG

amofnKng, eivor Kpioun yo v 0peon TV PEATICTOV SLOPOUDV.



Ewova 5.6.1: Katoyn xoppov apyuov (Entry_WorldNode) kot yertovikdv avto?.

O apykdc kOUPog evaveral pe OAOVS TOVG KOVTIVOUG TOL KOUPOVS Kot OTIdYVEL OAOVG TOVG

TOvVOHS GLVIVAGLOVG £TG1 MOTE VL VITOAOYIOTEL 1) PEATIOTN dradpoun HeTa&d Tov KOUPV.

H dwdikacio dnpovpyiog towv dtadpopmv mepthapupdvel Ty Evacn Tov apykol Koupov pe
OAoVG TOVG Yertovikovg Tov kOpPovs. Kdabe kopPoc pmopel va ocuvdebel pe tovg té60epig
KOVTIVOTEPOLS KOUPOVG TOV, 01 0moiot pmopel va Bpickovtal aplotepd, 0e5ld, UTPOCTA 1 TCM.
Avt 1 apyn €itvan o Topnvag g opydveoong e amobnkng kot fondd oty gdpeon TV

BérTioTmV S1adpoudv.

v Entry_WorldNode
Tag Unte
Open

Transform

Connections




Ewdva 5.6.2: 'Evoon tov apytkod KOUPoL [LE TOV YELTOVIKOVG GE AVTOV KOUPOLG.
(Zvvoéaeig e koppoug)

Ot k6pPot pe Tovg omoiovg evavetat o apytkoc kOUPog Ba evwbolhv pe TV e TOVS e TOVG
KOVTIVOUG TOVG KOUPBOVS CLUUTEPIAAUPAVOUEVOD KOl TOV OpyLKoD £QOCOV aVTOG £ival GTOVG

KOVTLVOUG TOVG KOLBOVG.
Me avt6 TOV TPOTO EVAOVOLE OAOLG TOVS KOPBOVS TOV PpioKovTal GTNV amodnK).
Kipotie og Koppor

Ext6g 0md toug kOpPouvg mov avamapiotodyv Tig 0Ece1c amodnkevong, To KIBOTLO TOL TEPLEYOVV
Ta TPoidvTa amoteAovV emiong kopPovg oto ypaeo. Elvar onpavtikd va vmoAoyiletor m
Bértio dadpopn yua v mpdcsPaom oe kdbe KifdTI0, KaBMG avTh 1 TANPOoPopia UTopEl va

BeAtidoet ) dad1KaGio. GLALOYTG.

KdBe kifdtio cuvodetan pe tov kovivd kopfo tov mov Ppicketor otov dtddpopo. Avti M
OUVOEDT EMTPEMEL GTOV GLAAEKTY va Kwveitor amd tov Kupto KOUPo tng amobnkng mpog ta
KIPOTIO, aKkoAovOdvToC TIC BEATIOTEG SLUOPOUES TTOV £YOVV VITOAOYIGTEL. EZMUOVTIKY €ival 1
duvatdHTNTO EVOOUATOONG oAyopiBumy yio T Peltioon g dwyeiptong amobepdtov Kot g

dwdkaciog cvAroync. (Ewova 5.6.3)

© Inspector

%[ my Q> 9, ¥ BoWithinfo (1)

¥ asinfo v
\: 2 Prefab | Open Select
v A Transform
Position X -0142 Y 1.82
Rotation X 0 YO
R X1 Xl 1
Cardboard_box (Mesh Filter)
5 v Mesh Render
@ v Box Collider
B  Box Pickup (Script)
B v Info Behaviour (Script)
B2  Node (Script)

(]

Ewdva 5.6.3: Anewcovion kipwtiov mov amoteAei kot kKOUBo otov ypago.



6. Zvunepdopato

H epoappoyn tov adyopibuov Dijkstra yio ) BEATIOT dadiKacio GUAAOYNG GE Lol amodnKn
péow tov mepiPdAdovtog avamtuéng maryvidwwv Unity avoiyer véovg opilovteg yioo
BeAtioTomoinon TV JladIKOCIOV GLAAOYNG G€ €QOdOTIKEG oAvoideg. H 1oydg Tov
alyopiBuov Dijkstra e cuvdvacpo e tig dSuvatdtmreg tov Unity dnpiovpyet éva epyaieio mov
UTopel vaL £XE1 OCNUAVTIKT EXIOPACT) GTNV OTOTEAEGLLATIKOTITO, TNV OIKOVOUIO Kol TV aelpopia

TOV O100IKACLOV GLALOYNG G€ oo KeG.
Yuykekpéva divetal n dSuvaToOTNTA Yo

Kawotopia otnv Beltiotomoinon: H svooudtoon tov aiyopibpov Dijkstra oe o
epappoyn og Unity yia ) BEATIOT dtadtkacior GLALOYNG ivatl EVa TOPASELY O TPMOTOTOPLOKNG

EPAPLLOYNG TEYVOAOYIOG GE EMYELPNCLOKA TPOPAT|LOTAL.

Beitioon Emododcsov: H spappoyq tov olyopiBuov Dijkstra peidver tov ypdvo mov
arorteitor yoo tn Sadkoasioo GLAAOYNG, PEATI®VOVTOG £T6L TNV €midoon TG amofNKNe Kot

LLELOVOVTAG TOV KIVOUVO GOAAUAT®V.

E&owovopnon [opmv: Meidvovtog Tig amooTAGES TOV O10vhOVTOL, 1 EPOPROYN GLUPAAAEL

oTNV ££01KOVOUNGT KOVGIH®MV Kot TOP®V, LELOVOVTOS TOL KOGTN AEITOovpYiag.

Exnaidgvon kor Kataption: H avéntuén pog tétolag epoapproyng Umopet va Aetovpynocet
®G EKTOOEVTIKO EPYOAELD Y10 TOVG £PYALOUEVOVGS, EKTOOEVOVTAG TOVG Yol TN PEATIGTN Xprion

TOV SL0OPOU®Y GTNV omoOnNK.

Meragopa Teyvoroyioc: H eunepio ond v avdntuén avtg e epoaproyng pmopei va
petopepbel Ko va epappootel oe GAA0 media, EMEKTEIVOVTOC TIG OLVATOTNTEG KOL TNV

EPAPLOYEG TNG TEYVOLOYIOG OVTNC.

€ YEVIKEC YPOUUES, 1| €@appoyn Tov adyopiBuov Dijkstra yio ) BéATiotn dradikacio GLAALOYNG
oe pio amodnkm péow tov Unity cuvovdaletl v texvoroyio kot tn dtoiknomn arobnkng yo va
emtiyel avénuévn amotelecpaTikdTnTo, oEwpopio Kol emidoon otn dlayeipion amodnkng.
Méow avtng TG €QapUOYNG, lpacte o€ BEoM Vo EEEPELVIGOLLLE TN SVVALY TNG TEXVOLOYiag
v Vv PBertioon TV EMYEPNOIOKAOV OOOIKACIOV KOl TNV OVAOEIEN VE®V SOOPOCTIKAOV

TPOGEYYIGEDV Y10 TNV OTOTEAEGLLATIKT OOXEIPION TOV OTOONKEVTIKOV O10OIKACIDV.



7. Ilpotdoeig ['a Melhovtikn 'Epevva

Ye otV TNV evotnto, o eetdoovue JAPOPES TPOOTTIKES Yol UEAAOVTIKY €PELVOL KO
avAmTuEn, TOL UTOPOVV VO EUTAOVTICOVV Kol VO EMEKTEIVOLY TO OEHO TNG €QPAPLOYNG TOV

alyopiBuov Dijkstra yio tn BéATiot dadikacio cLALOYNG G pia amofnKn.

AvafaOpuiocelg Tov AhyopiOupov Dijkstra: Mio mboavn katevBovon elvar n perén kot m
avamtoén Peltiopévov exdoymv Ttov aAyopiBuov Dijkstra. Mmopel va efgtaotel m
EVOOUATMOON TEYVIKAOV Y10l TNV OVTIUETOTIOT TEPUTAOKOTHTOV OGS 1) XPTOT TPOTEPOLOTHTOV,
TOV EVIOTIoUO PEATIOTOV HOVOTATI®OV Yl TOAAOVG OTOXOVG, M M XPNon EEEMKTIKMOV

alyopiBumv yio v BEATIGTOTOINGT TOL YPOVOL EKTEAEGTC.

Eqappoyn og Hpaypotikd Xpovo: Mio mpokAntiky mpoontikn givor n petafaocn and v
npocopoimon o€ mpaypatikd ypovo. H avdntvén evdc cvotiuotog mov epoapudlet tov
alyopilBuo Dijkstra oe mpaypoatikd mepifdiiov  amobnkmng, Aappdavoviog vmoyn v
TPOYUOTIKY O100eGILOTNTA TOV OpOU®V, TOV Umodiov Kot TOV oAAnAemidpdcewv, Oo

amoteA0VGE oNUOVTIKNY EEEMEN.

Beltiotomoinon pe Mnyoviki) Madnon: H spappoyn teyvikdv punyovikng pabnong, émwg
To VELPOVIKA dikTLO, UTOPOLV VA BEATIOGOVY TNV TPpocappoyn Tov alyopifuov Dijkstra otig
TOAVTTAOKEG cLVONKeg €vOg Tpaypatikoy mepBaiioviog amobnkne. Me v avaivon tov
dedopévmV G Asttovpyiog Tng amodnkNg, Lropodv va TpoPAreBodv mpotdoels yio PEATIOTES

Ol POLLEC.

Avantoén Egappoyov Evéoemkowvoviog: H evoopdtowon Asitovpyltdv evooemkotvoviog
petald tov epyalopévev Kol TG EQOPUOYNG UTopel Vo BEATUDGEL THV OMOTEAEGLATIKOTNTO
g Swdwaciog ocvilioyng. Epyoieio oOmwg edomomoelg, mpoPoiny mANpo@opidv Kot

OAANAETIOPAOT) GTNV TPAYUATIKOTNTO EVOVVAUDVOLY TNV OTOS0TIKOTNTO TWV OL0OTKAGIOV.

Yvuykekpyéva Bo pmopovioe vo gpguvnbel meEPIGGOTEPO N AMOSOTIKOTNTA TOV OAyopiBuov
Dijkstra évavtt kGmolov 1 KATol®wVv eVOALAKTIKOV 0AyopiOumv 6nmg Topadeiypotog xaprn ot
aAyopiBotl Tov avaeEPOVTaL TNV TaPovca epyacio opilovtag cagn KpTplo, dlTNPOVTOG
otafepéc KAmOoleS LETAPANTEG Kol LETPMOVTOG TV AOd0TIKOTNTA TOCcOTIKA. ' Tapddetypa,
oe pia dedopévn amodnin X T.|. PE OEOOUEVT] TNV SLUUOPPMOGCT] TNG KOt TOV E0TAIGUO TNG VAL
petpnbei o ypdvog amodkpiong (oyedacds S1adpoung) kot o ¥pOvoc OAOKANPpwoNG piog

dwodpounc. Evolapépov Ba elye va ocvykpivoope tnv omodoTikodTnTo €vOG GLOTNLOTOG



STtnp®VTOG oTalfepd TO YPOVO OTOKPIONG KOl OAOKANPMONG TNG O1dpOUNS HETOPBAAAOVTOG

TOL TETPAYOVIKA LETPOL 1] KO TNV O1dTaEn TG,

Me Bdon v Biproypagia o xpdvog oxedioouod pog dtadpoung amd tov adydpiduo Dijkstra
Bo pmopovoe vo Pektiobel onuavtikd ypnoiponoidvtoag punyavicpotve Cashing yuo tovg
VTOAOYIOUOVS TV Oladpoudv. Avt elvar pio teyvikn mn omoio. Ba pmopovoe va
EAOYIOTOTOMGEL TNV KOTAVAA®GT TOP®V TOV GUOTNUATOG ONMG EMEEEPYUCTIKY 1OYVG KoL

pviun.

Yvvohikd, N Merrovtikr| Epyacio avadetkviel Tov poAo TG cuvexovg £pevvag Kot avamtuéng
oTOV TOpE TNG PEATIoTOTOINOTG TG dladtKaciog GVALOYNG. Méoa amd TV egpevuvnon avTOV
TOV TPOOTTIKMV, LTOPOVV Vo, Snptovpynbolv véeg mpoceyyicelg kot ADGELS TOL Ba eVIGYOGOVV
TNV OMOTEAEGLATIKOTNTO, TNV TOYVTNTO Kol THV akpifela Tov Sodkacidv Tapidoong GTovV

TOUEN TNG AToONKNG.
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[Tapdptnua A: O K®IKOS TNS EQAPLOYNG
Anchor Creator

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.XR.ARFoundation;
using UnityEngine.XR.ARSubsystems;

1

/I This script allows us to create anchors with

/I a prefab attached in order to visbly discern where the anchors are created.

/I Anchors are a particular point in space that you are asking your device to track.
1

[RequireComponent(typeof(ARANchorManager))]
[RequireComponent(typeof(ARRaycastManager))]
[RequireComponent(typeof(ARPlaneManager))]
public class AnchorCreator : MonoBehaviour
{
/I This is the prefab that will appear every time an anchor is created.
[SerializeField]
GameObject m_AnchorPrefab;

public GameObject AnchorPrefab
{

get => m_AnchorPrefab;
set => m_AnchorPrefab = value;

}

/I Removes all the anchors that have been created.
public void RemoveAllAnchors()

foreach (var anchor in m_AnchorPoints)
Destroy(anchor);

m_AnchorPoints.Clear();

}



/I On Awake(), we obtains a reference to all the required components.

/I The ARRaycastManager allows us to perform raycasts so that we know where to place an anchor.

/I The ARPlaneManager detects surfaces we can place our objects on.

/I The ARAnchorManager handles the processing of all anchors and updates their position and rotation.
void Awake()

m_RaycastManager = GetComponent<ARRaycastManager>();
m_AnchorManager = GetComponent<ARAnchorManager>();
m_PlaneManager = GetComponent<ARPlaneManager>();
m_AnchorPoints = new List<ARAnchor>();

}
void Update()
{

/I 1f there is no tap, then simply do nothing until the next call to Update().
if (Input.touchCount == 0)
return;

var touch = Input.GetTouch(0);
if (touch.phase != TouchPhase.Began)
return;

if (m_RaycastManager.Raycast(touch.position, s_Hits, TrackableType.PlaneWithinPolygon))
{

/I Raycast hits are sorted by distance, so the first one

/I will be the closest hit.

var hitPose = s_Hits[0].pose;

var hitTrackableld = s_Hits[0].trackableld;

var hitPlane = m_PlaneManager.GetPlane(hitTrackableld);

/I This attaches an anchor to the area on the plane corresponding to the raycast hit,

/l and afterwards instantiates an instance of your chosen prefab at that point.

/I This prefab instance is parented to the anchor to make sure the position of the prefab is consistent

[/l with the anchor, since an anchor attached to an ARPIlane will be updated automatically by the
ARAnNchorManager as the ARPlane's exact position is refined.

var anchor = m_AnchorManager.AttachAnchor(hitPlane, hitPose);

Instantiate(m_AnchorPrefab, anchor.transform);

if (anchor == null)

Debug.Log("Error creating anchor.");
else

/I Stores the anchor so that it may be removed later.
m_AnchorPoints.Add(anchor);

}
3
}

static List<ARRaycastHit> s_Hits = new List<ARRaycastHit>();
List<cARAnNchor> m_AnchorPoints;

ARRaycastManager m_RaycastManager;

ARAnNchorManager m_AnchorManager;

ARPlaneManager m_PlaneManager;



Box Pick Up

using UnityEngine;
public class BoxPickup : MonoBehaviour, linteractable
{

[SerializeField] Node _ownNode;

private void Awake()

{
_ownNode = GetComponent<Node>();
}
public void PickUplInteraction()
{

gameObject.SetActive(false);

//When finding object then return to the shortest node of object
Node nextPacketNode = LoadData.S.GetNextPacket();
Path path = Graph.S.GetShortestPath(_ownNode.connections[0], nextPacketNode);

FindObjectOfType<TraverseGraph>().ShowNextPath(path);

Camera Follow

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class CameraFollow : MonoBehaviour
{

public Transform target;

public Vector3 offset;

I/ Update is called once per frame
void Update()

transform.position = target.position + offset;

}
}

Face Camera

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class FaceCamera : MonoBehaviour
{
Transform mainCamera;
Vector3 targetAngle = Vector3.zero;
/I Start is called before the first frame update
void Start()

{



mainCamera = Camera.main.transform;

}

/I Update is called once per frame
void Update()

transform.LookAt(mainCamera);

targetAngle = transform.localEulerAngles;
targetAngle.x = 0;

targetAngle.z = 0;

transform.rotation = Quaternion.Euler(targetAngle);

Gaze

using System.Collections;

using System.Collections.Generic;
using System.Ling;

using UnityEngine;

public class Gase : MonoBehaviour

{

[SerializeField] float gaseDistance = 5;

List<InfoBehaviour> infolist = new List<InfoBehaviour>();
RaycastHit hit;

/I Start is called before the first frame update
void Start()

infolist = FindObjectsOfType<InfoBehaviour>().ToList();
}

/I Update is called once per frame
void Update()
{

if (Physics.Raycast(transform.position, transform.forward, out hit, gaseDistance)
|| Physics.Raycast(transform.position + transform.up, transform.forward, out hit, gaseDistance)
|| Physics.Raycast(transform.position - transform.up, transform.forward, out hit, gaseDistance))

GameObiject go = hit.collider.gameObject;
if (go.CompareTag("hasInfo"))
{

Openlnfo(go.GetComponent<infoBehaviour>());

}
3

else

CloseAll();

3
}

void OpenlInfo(InfoBehaviour infoBehaviour)

foreach (InfoBehaviour info in infolist)

{



if (info == infoBehaviour)

info.OpenInfo();
}

else

info.Closelnfo();

}

}
}

void CloseAll()
foreach (InfoBehaviour info in infolist)

info.Closelnfo();

}
}

private void OnDrawGizmos()

{

Gizmos.DrawRay(transform.position + transform.up, transform.forward * gaseDistance);
Gizmos.DrawRay(transform.position, transform.forward * gaseDistance);

}
}

Interactable

public interface lInteractable

void PickUplnteraction();
}

Info Behaviour

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class InfoBehaviour : MonoBehaviour

{
const float SPEED = 6f;
[SerializeField] Transform SectionInfo;
Vector3 desiredScale = Vector3.zero;

private void Start()

Closelnfo();
}

/I Update is called once per frame
void Update()

Sectionlnfo.localScale = Vector3.Lerp(SectionInfo.localScale, desiredScale, Time.deltaTime * SPEED);

}



public void Openinfo()

desiredScale = Vector3.one;

}
public void Closelnfo()

desiredScale = Vector3.zero;

}
}

Load Data

using System.lO;
using UnityEngine;
using System.Collections.Generic;

[DefaultExecutionOrder(150)]
public class LoadData : MonoBehaviour

{
public static LoadData S;

[SerializeField] ProductList plist;
[SerializeField] GameObiject[] objcube;

string jsonFilePath = string.Empty;
private string jsonString;
int currentPacket = -1;

private void Awake()

{
S = this;
jsonFilePath = Application.dataPath + "/Plugins/data.json";

Debug.Log(jsonFilePath);
/[ Start is called before the first frame update
void Start()

ProductList productList = Load();
for (inti =0; i < objcube.Length; i++)

objcube[i].transform.position = productList.products[i].product_pos;
}
}
public Node GetNextPacket()
{

++currentPacket;

if (currentPacket >= objcube.Length)
Debug.Log("No more packets to retrieve");

return objcube[currentPacket]. GetComponent<Node>();

}



private ProductList Load()

//Load

if (File.Exists(jsonFilePath))

{
jsonString = File.ReadAllText(jsonFilePath);
Debug.Log("File Loaded...");

plist = JsonUtility.FromJson<ProductList>(jsonString);
/* Debug.Log(plist.products[0].product_pos);
Debug.Log(plist.products[0].product_img); */
return plist;

}

else

{
Debug.Log("No Load...");
return null;

}

}

public ProductList ProductList => plist;

private void OnDestroy()
{
S =null;
}
}

[System.Serializable]
public class ProductList

{

public List<Product> products;

}

[System.Serializable]

public class Product

{
public string product_name;
public Vector3 product_pos;
public int product_qty;
public string product_info;
public string product_img;

Movement

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class Movement : MonoBehaviour

{

private Touch touch;
[SerializeField] float speedModifier;
[SerializeField] float rotationModifier;



int xInput, ylnput;

/I Update is called once per frame
void Update()

try
{
touch = Input.GetTouch(0);

if (touch.phase.Equals(TouchPhase.Moved))

Vector3 cameraRelative = new Vector3(0f, Of, touch.deltaPosition.normalized.y) * speedModifier *
Time.deltaTime;
transform.position += Camera.main.transform.TransformDirection(cameraRelative);

//Un-comment to enable finger rotation
transform.rotation *= Quaternion.AngleAxis(touch.deltaPosition.normalized.x, Vector3.up);

}

catch (ArgumentException)

{

}
}

private static Quaternion GyroToUnity(Quaternion q)
{
return new Quaternion(q.x, q.y, -9.z, -q.w);
}
}

/Inop...

Player Interactions

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Playerinteractions : MonoBehaviour
[SerializeField] float rayLength;

RaycastHit hitInfo;
private void Update()

{

Ray forwardRay = new Ray(Camera.main.transform.position, Camera.main.transform.forward);
Ray upRay = new Ray(Camera.main.transform.position + Vector3.up, Camera.main.transform.forward);
Ray downRay = new Ray(Camera.main.transform.position - Vector3.up, Camera.main.transform.forward);

if (Physics.Raycast(forwardRay, out hitInfo, rayLength)
|| Physics.Raycast(upRay, out hitinfo, rayLength)
|| Physics.Raycast(downRay, out hitinfo, rayLength))

Debug.Log($"Looking at {hitInfo.transform.name}");
if (Input.GetKeyDown(KeyCode.Mouse0))

lInteractable interaction = hitInfo.transform.GetComponent<Iinteractable>();

if (interaction != null)

{



interaction.PickUplInteraction();
}
}
}
}

private void OnDrawGizmos()

{

}
}

Debug.DrawRay(Camera.main.transform.position, Camera.main.transform.forward * rayLength, Color.green);

Load Product Info

using UnityEngine;
using UnityEngine.Ul;
using TMPro;

[DefaultExecutionOrder(500)]

public class Productinfo : MonoBehaviour

{
[SerializeField] int index;
[SerializeField] Image objimage;
[SerializeField] TextMeshProUGUI objQuantity;
[SerializeField] TextMeshProUGUI objTitle;
[SerializeField] TextMeshProUGUI objDescription;

/I Start is called before the first frame update
void Start()

{
}

public void LoadProductinfo()

LoadProductinfo();

if (index <0 || index > LoadData.S.ProductList.products.Count)
throw new System.IndexOutOfRangeException();

/ICache the texture from the Resources folder
Texture2D tempTexture = Resources.Load<Texture2D>(LoadData.S.ProductList.products[index].product_img);

/[Create a new sprite based on dimensions of loaded texture
Sprite createdSprite = Sprite.Create(tempTexture, new Rect(0, 0, tempTexture.width, tempTexture.height), new
Vector2(0.5f, 0.5f));

//Apply the created sprite to image component.

objlmage.sprite = createdSprite;
objQuantity.SetText($"{LoadData.S.ProductList.products[index].product_qty}");
objTitle.SetText($"{LoadData.S.ProductL.ist.products[index].product_name}");
objDescription.SetText($"{LoadData.S.ProductList.products[index].product_info}");

Traverse Graph



using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class TraverseGraph : MonoBehaviour

{

}

LineRenderer lineRenderer;
Path activePath;
IEnumerator activeCoroutine;

private void Awake()

lineRenderer = GetComponent<LineRenderer>();

}

private void Start()

{
activePath = Graph.S.CalculatelnitialPath();

ShowNextPath(activePath);
}

public void ShowNextPath(Path nextPath)
{

activePath = nextPath;

activeCoroutine = ShowPath();
StartCoroutine(activeCoroutine);

}

IEnumerator ShowPath()

¢ List<Vector3> positions = new List<Vector3>();
foreach (var node in activePath.nodes)
¢ Vector3 tempPos = node.transform.position;
tempPos.y = 0Of;
positions.Add(tempPos);

//Debug.Log(node.transform.position);
lineRenderer.positionCount = positions.Count;
lineRenderer.SetPositions(positions. ToArray());

yield return null;

}

private void OnDestroy()

StopAllCoroutines();
}



