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A. Eloaywyn

H epudavion kat paydaia avamtuén tou Topéa twv Tplodlactatwy ypadkwyv (3D graphics)
ETUTPEMEL TNV SnUloupyila aAnBodavwy XapaKkTipwy oL omoiol HmopouV va KIVOUVTOL Kal Vol
opAoUV. Me T XprHon VEwv TEXVOAoYLWYV, OTwG n kKataypadn kivnong (motion capture), n
kivnon otov tplodlaoctato xwpo (3D animation) kot n avayvwplon ¢wvng (speech
recognition), n kivnon Twv TPLOSLACTATWY XAPAKTAPWY Kal n Xprion SltaAdoywv GUGLKAG
YAwaooag ek LEPOUG TOUG £XEL KOTAOTEL Suvarh).

Me tnv avantuén Twv mopandvw TeXVoloyLwy, EXeL avadelyBel kal n onpacio tng
QVATTUENG EVOC UTIOAOYLOTIKOU HOVTEAOU ToU Ba avamaplotd 000 To SuvVaTOV TLoTOTEPA
TNV avOpWILVN TIPOCWTTLKOTNTO UE OKOTIO TNV EVOWUATWAON KAl Th XPron Tou oo
TPLOSLACTATOUC XOpaKTNPEG o PndLaka maiyvia (digital games), oe mpoypappata TexvnTAg
Nonpoouvng (Al), kaBwg kol og ebAPUOYEC AVATTAPACTACNG TNE TPOAYHATIKOTNTOG
(simulations).t

H avBpwrivn mpoowmikotnta, oav pia olaitepo moAUTTAOKN Kol OXL TARPWG OVTIKELLEVIKA
afloloynolun doun, dev mpoodEépeTal yla pia anoAuta ot Kot Eykupn Yndlakn
avanopaoctaocn. Toco doov adopd Tov opLopo, 600 Kal Tn Sopn KoL Thv epunveia, ot
Bewpieg yla TNV avBpwTtLvn MPOoowTIKOTNTA Mapouctalouv HeyaAn molkiAia. H mAnpng
Pndlomoinon evog amo ta UTIAPXOVTA LOVTEAQ TIPOCWTILKOTNTOG avapdiBoAla evéxel Kat
ToAAEG ad-hoc mapadoxEC KATd TV OVATTUEN TOU LOVTEAOU, OL OToieC Bal TIpETEL VOl

koAU Pouv aoddelec aAAA KoL va EMIAUCOUV TIPAKTIKA TTPOBAROTA TTOU MPOKUTITOUV KATA
N Hetadopd Tou HoVIEAOU amo tn Bewpla 0TNV MPAKTIKY edaployr) Tou ota mAaiota (Kot
JLE TOUG TIEPLOPLOLOUC) EVOC NAEKTPOVLKOU TIPOYPAUATOC.

ITNV mapoloa EpYaoia EMLXELPELTAL N TTOpOUGLOoN KOl OVATITUEN eVOC AmAoU OVTEAOU
TMPOCWTIKOTNTOC aAnBodavwy MPAKTOPWY, TO OTIOLO ETUTPENEL TNV AANAeTiSpaoh
QVAUEDO OE TIPAKTOPEG TIOU UIOPOUV VA ELVOL EVOWUATWHEVOL OE TPLOSLACTATOUC
ELKOVIKOUG XapaKTAPEC. To LOVTEAO aUTO MePAOUPBAVEL TIG £VVOLEG TNG MPOCWTLKOTNTAC,
TWV ZuvaleOnuatwy Kat twv Npagswv. MNa va emteuxBel n 660 to Suvatov eupuTeEPN XPHoN
KoL yeviKeuon NS xpNoLUOTNTOC TOU HoVTéAoU, oL Npdgelg pmopolv va 0pLoTouV armod tov
T(POYPOULATLOTH TIOU TO XPNOLUOTIOLEL, OUTWE WOTE VA UIopouV vo. opilovtal ol KATAAANAECG
TMPALELS Yo KAOe TepBaAlov edapuoynig Omou Ba xpnolpomoleltal To HoviéAo.

B. Meplypadn xwpou mpoPANHATOC KOL TPEXOUCO KATAOTAON
B1. MeAETN MPOOWTIKOTNTAC

B1.1. MpoowrikotnTa

H avBpwrivn mpoowmikotnTa avadEpetal oTig LSLALTEPOTNTES KABs avBpwmou doov adopd
Tov Tpdmo Tovu okédTetal, aloOavetal Kot cupneptdépetat. H HeA£Tn TnG avBpwrvng
TIPOCWTILKOTNTOC XWwpileTaL og SU0 eMUEPOUG TOUEIC: 0TN HEALTN TWV BLaitepwy
XOPAKTNPLOTIKWY TNG TIPOCWTIKOTNTAG (AVAAUGCN) KOl OTNV KATOWVONGON TNG CUVEVWONC TWV
AvBPWILVWV XAPAKTNPLOTIKWY 0TN SnUoupyia ThE Ipoowrikotntag (cUuvBeson).2

JUpdwva pe ) Bewpia Twv Xapaktnplotikwy Npocwrikotntag (Trait Theory), n avBpwrvn
TIPOCWTILKOTNTO UITOPEL va LeEAETNOEL HEAETWVTAG TA ETTIL LEPOUG XOPOKTNPLOTLKA TNC. Tal



XQPOKTNPLOTLKA aUTA ival potifa cupunepidpopag, okEPewy Kal cuvalodnuatwy, Ta onoia
UIopoUV va EExwpioouv PETAEY TOUG Kat va afloAoynBouv amd toug HeAeTnTEG.2

H Bewpla Twv XapaktnpLoTikwy NpoowrikotnTag UooTtnpilel OTL T XAPAKTNPLOTIKA TNG
TIPOCWTILKOTNTOC TAPAUEVOUV CXETIKA 0TaBepd 0TO MEPACIA TOU XpoOvou, SladEpouv ano
avBpwro og avBpwro kat emnpedlouv TV avOpwrivn cuumneptdpopd. Kabe xapaktnpLlotiko
glval petprolpo kal pmopel vo AaBelL pia TLun mou va BplokeTal LEoa O KATTOLO
OUYKEKPLUEVO EUPOC TIHWV (TT.Y. amo 0 - 1).

H avelpeon Twv XapaKTNPLOTIKWY TTOU amaptilouv TNV avBpwrivn MPocwIKOTNTO KAl N
TPOOTIAOELO KATATAENC TOUC TOUG OE TIOOOTLKN KALLOKA, €XEL CUYKEVIPWOEL TO evdladEpov
TIOAAWV EPEUVNTWV KL XEL 08NYNOEL O0TNV avantuén Bewplwv Omwg eival n Oswpia twv 16
Mapayoviwy tou R. Cattell kat n Bewpia Twv TpLwv mapayoviwy tou H. Eysenck.

To povtélo mou SLaBETEL WOTOCO TN UEYAAUTEPN EUTTELPLKT UTIOOTHPLEN KAl €lval To TTAEoV
Slabedopévo, elval n Oewpia twv Mévte MeydAwy (Big Five) Slaotdoswyv TG
TIPOCWTILKOTNTAG TTou avartuxbnke amnd tov L. Goldberg, to omoio ovopadletal kot OCEAN
oo TO AKPWVUHLO TWV XOPAKTNPLOTIKWY TIPOCWITLKOTNTAG Ta orola mephappBavet:
Openness to experience (Asktikotnta os eunelpieg), Conscientiousness (XxoAaotikotnta),
Extraversion (E€wotpédela), Agreeableness (MpoBupuia) kat Neuroticism (ZuvaleoBnuatikn
00tdBela). To HOVTEAD AUTO KWSLKOTIOLEL TNV avBpwWITLVN TIPOCWTILKOTNTO AVAAUOVTAG TN
otg npoavadepbeioeg névte enl pépoug SLOOTATELG:

1. AskTIKOTNTA O€ UTELpieC, N omola MeplypddeL TNV LKAVOTNTA TOU OITOMOU va gival
gudpAvVTaoTOo, AveEAPTNTO KL VO EMLOUUEL TTOLKIALOL EUTTELPLWV.

2. IXOAOOTIKOTNTA, N omtola TtepAaBAVEL TNV 0PYAVWTIKOTNTA, TNV TIPOCOXN, TNV EMLUEAELA
KoL TNV nebapyia.

3. E€wotpédela, n onola xapaktnplletal and KowwviKOTNTa, poonvela Kot GrAainAla.

4. MpoBupia, mou mpoodlopiletal anod tnv Taon yLa euniotoolvn Kat fornBeta mpog Toug
aA\ouc.

5. JuvaloBnuotikn aoctdbela, n omoia xapaktnpiletal anod atebnuato ayxoug, ovacohaielag
KoL QUTOAUTINONC.

To povtélo twv Mévte MeydAwv XpNOLLOMOLEITAL EUPEWC YLa TNV afLoAGYNaon TG
avBpwTVNG MPOooWIKOTNTOG LECW TNG XPNoNG epwtnuatoloyiwy (International Personality
Item Pool (IPIP), NEO-PI-R, Ae€\OYIKA EpWTNUATOAOYLA, EPWTNUATOAOYLO QUTOTIEPLYPADNC
Kal oUTooELloAdYnonG K.o.).2

B1.2. ZuvaloBnuata

H HEeAETN TNG avBpWTVNG MPOCWTTIKOTNTAG ITPAYUATEVETAL KAL TN LEAETN TWV AVOPpWTLVWV
cuvalodnuatwy. Q¢ cuvalodnuo UIopel va XapaKTNPLOTEL Yo OXETIKA CUVTOWN, CUVELSNTH
avBpwrvn eumelpia n omola cuvodeleTal amod suxaplotn N duocdpeotn afloAdynon K
UEPOUC TOU ATOMOU Ttou TN Biwoe.?

Ta cuvaloBrpata sival moAUTAoka Blwpata, kabwg oxetilovial Aueoa e Ta
XOPAKTNPLOTIKA TNG TIPOCWITLKOTNTAC TOU OTOLOU TOU Ta BLwvel AAAA KAL LLE TLG VONTIKEG
Slepyaocieg tou Kat emnpedouy tTnv avBpwrivn cupneptpopd.t



H eni pépoug avaluon twv cuvaloBnuatwyv odnynoe o Bewpieg omwc autr tou K.R.
Scherer, cUpdwva e TNV onoia KABe cuvaLoBNUATIKO EMELCOSI0 - WE Stadilkacia - SLabEtel
ML oelpa otadiwy, Ta omoia eivat: n vontikn afloAdynon Tng KATAoTOoNG, T CWLATIKA
CUUMTWHOTA, OL TAOELG TtpoC SpAcn, N €kpacn TOU cuUVALOBNUATOC KOL T CUVOSEUTLKA
alodApaTa PHETA TV TIPAEn..

Mta onpavtikr Bewpla ToU UMopPEL va armoTeAECEL TNV TTPWTN UAN yLo TN povteAomoinon
TWV avOpWIIVWV oLUVOLOONUATWY OTa MAALOLO TG AVOPWTTILVNG TIPOCWTTLKOTNTAG EVaL TO
povtélo OCC (akpwvULo amod Ta ovopata Twv dnuoupywy tou, Ortony, Clore & Collins). To
HMOVTEAO QUTO TIPOTELVEL pLa EekABapn Sour TWV avOPWTIVWY CUVOLOONUATWY KAl TWV
TLOPAYOVIWV TIOU ETINPEAEIOULV TNV £VToor Toug.2

Mo cuykekpluéva, To povieho OCC meplypadel pia taflvopnuévn tepapyia 22 Stadopetikwv
TUTIWV cuvaloBnudtwy, onwg dpaivetal oto oxnua 1. H tepapyia meptAapfAavel TpetLg
KEVTPLKOUC KAABOUG: GUVETELEG YEYOVOTWY, TMIPAEELC TIPAKTOPWYV KAl OPELG AVTLKELUEVWV.
Akoun, kamotot eldikotepol kKAadol cuvdualovtal oxXNUOTI{OVTOC UKTA cuvaloBiuaTa mou
TePNaBAVOUV QVTLOPATELG TIPOC CUVETTIELEG YEYOVOTWY, OTIWC ELVaL N EUYVWHOCUVN ] O
Bupodc. H mopandvw cUCKETLON AVAUESO O€ LOVTEAQ TTIPAKTOPWY, YEYOVOTA, TIPAEELG KOl
ovtikelpeva kablotd to poviého OCC KatdAANAo yLa Xprion o€ LOVIEAQ ATOUIUNONG TG
avBpwrnivng ocu unepLdopag.



SuvaleOnuatiky avtibpaon
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EnaArBevon ¢poBou
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Zxnua 1: To povrédo OCC
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B2. Mpactelc kal cupmnepldopd

H avBpwrivn mpaén pnopel va oplotel wg pia ekoloLA, OTOXEUPEVN, CUVELSNTH Kall
UTTOKELUEVIKA ONUOVTIKN §paotnpldtnTa mou cuppaivel ota mAaiola pLag CUYKEKPLUEVNG
kataotaong. OL GUVETELEG TTOU GUVOSEVUOUV Lo TIPGEn eviote BewpouvTal KL AUTEG TUAUATA
™G MPAENG, ELoAyoVTaG ULo NBLKNA SLAcTaon oTov Mapanavw oplopd. Mia mpaén cuvnbwg
TPOUTOBETEL KATTIOLOU TUTIOU CWHATLKA Kivnon yla va mpoypotomnolnBel, katL mou Ba
TPETEL VA CUUTIEPIAQUBAVETAL OTOV OPLOKO TNG TPAENC CUUPWVA UE TIG CUUTEPLPOPLOTIKEG
oXoA£¢ TG Yuxohoyiag.

H pelétn twv npdafewv otnv Puyxoloyla Tautiletal pe tn HEALTN TNC avBpwILvng
oupnepldopdg. Itnv uehétn toug Health Behavior: Theory, Research, and Practice? ot K.
Glanz, B. K. Rimer kat K. Viswanath untootnpifouv tTnv KaTo.oKEUT) EVOC LOVTEAOU
evowpatwong ouunepldopdc (integrated behavioral model) mou &ténel tnv emidoyn
OUYKEKPLULEVWVY TIPAEEWVY KOl 0pileL TNV avBpwrvn cupnepldpopd.

JUpdwva Pe TNV mapanavw Bewpia, n eTAOYA N N KOG CUYKEKPLUEVNG ouuTiepLdOpAc (N
TPAENG) POKUTITEL amd TNV enidpaon Tplwv Stakpltwyv Sopwv. H mpwtn Sour ival n otacn
TOU ATOHOU TPOG TN CUYKEKPLUEVN cupmepldopd. H BETIKN | 0pvNTIKA OTAOCHN TOU ATOUOU
enMnpedleL avaloya kot Ty TBavotnta va emAéEeL TV €kbpacn TNG CUUTEPLPOPAG. Q¢
Seutepn doun xapaktnpilovtol oL KOWWVIKEG avTIANYPELG. AUTEC aVTIKATOTTPI{oUV TV
KOLVWVLKN Ttleon Tou aokeltal mpog 6delog ) €1 BApog TN eMAOYNG TNC EKACTOTE
ouuneplpopdg. Tnv tpitn Soun amoteAel N MPOCWTTKI AvTIAnYn TOU ATOLOU MPOG TNV UTO
g€étaon ovumepldopd. I auth TN SoUn aokouv enidpacn Ta OTIKA 1 ApVNTIKA
cuvaLoBAUATA Kal TIEMOLONOELS TOU OTOHOU ATEVOVTL OTN CUUIEPLHOPA AUTH, OL CUVETTELEG
TIOU QVOPLEVETOL VA EXEL N CUUMEPLPOPA, N AVOLEVOUEVN afloAOynon TNG cUUEPLPOPAC
OItd TOV KOLWVWVLKO TePilyupo KaBwg Kat n aloAdynon tou TeplBAAAOVTOC, TTIOU UMOopEL va
KaBLotd tnVv ékdpacn TNG cupnePLPopag Lo eUKOAN N TiLo SUCKOAN.

To mapamndvw HovTEAO amoteAel pia evilah£pouca KAl TEPLEKTLKI TIPOCEYYLON YLO TOV
KOBOPLOUO TWV TAPAYOVTWY TToU SLEMOUV TNV €TUAOYI CUUTEPLPOPWY N TPALEWVY O Eva
povtéAo aAAnAemtidpaong Letafl aAnBodavwy MPAKTOPWV.

. Mepypadn mpooeyyLonc

1. 2toxoL tnG edapPUOYNG

Onwc yivetat davepd amd tnv mponyoU eV EVOTNTA, N TIPOCWITKOTNTA EVOC ATOLOU OF
ouVSUAOUO LE Ta CUVALCOAATA TTOU KUPLOPXOUV OTO ATOUO aUTO ot pLa Se50UEVN XPOVIKN
OTLYUN, Uropel va emnpedoel TNV ekdpalOpevn cuUePLPOPA TOU €V AOYW ATOLOU. Z€ AUTO
1o TAaiolo, TO TPIMTUXO MPOCWTIKOTNTA — CUVALOOAATA — TPALELG amoTeAel T BAon Tou
T(POTELVOUEVOU HOVTEAOU aAnBodavwy mpaktopwv.

O OKEAETOG TOU MIPOTELVOLEVOU LOVTEAOU amoTeAE(TAL ATIO ULO OELPA TPLWV SLASIKACLWY
mou ivat: n avtiAnyn, n aflohdynon epeblopdtwy Kat n ékdpaon.

Katd tnv Stadikaoia tne avtiAnyng, o mpaktopoc Aappavel éva epgbiopa (m.x. pia mpaén
GAAOU TTPAKTOPA) KoL TTPOXWPA O€ KOTAXWENON TWV anapaitntwy nAnpodoplwv. H
aflohoynon epeblopdtwy mepAapfavel tnv anodaon ylo To av TPETEL O TIPAKTOPAG VA
ovTLdpaoel oto ev Aoyw ep£biopa f 0xL, KBwCe KaL TNV €AY CUYKEKPLUEVNC avTidpaong
o€ nepintwon nou anodaociostl va avtidpdoel. H Stadikacia tng Ekppacng EUMePLEXEL TNV



paypatonoinon Tng emAeyPEVNG TIPAENC KAL TNV KATAXWwENon Twv TAnpodopLwy mou
T(POKUTITOUV Ao TNV TEAECK TN OTN UVALN TOU TPAKTOPA.

2. Npoowrnkotnta (OCEAN model)

Onwc npoavadepbnke, éva LdLaitepa amodekTo Kal cUYXPOVO LOVTEAO TIOU HEAETA T
XQPOKTNPLOTIKA TNG TIPOCWTTLKOTNTOG E(vVaL TO LOVTEAO TwV MeydAwv Mévte
XOPAKTNPLOTIKWY TNG TPOooWTKOTNTOS (Big Five). H moooTikomoinon Twv XopaKTnPLOTIKWY
NG MPOCWIILKOTNTAC TIOU TIPOOGHEPETAL ATO TO LOVIEAO AUTO, TO KABLOTA LSaVIKO yLa Xprion
ota m\aiola evog cuotipatog aAAnAenidpacng aAnbodavwv mPaktopwv. Na tov Adyo
ouTO, N mapoloa edpapuoyn KAVEL XPron Tou HOVTEAOU TTpoowrikotntag OCEAN
T(POKELUEVOU VA EKPPACEL T CUCTATLKA TN TPOCWTILKOTNTOC TWV aAnBodavwy mpaktopwv.

3. Zuvaloonpata (OCC model)

To povtélo OCC mou avaAuBnke otnv evotnta B.1.2 anotelel éva 16aviko umtofabpo yla tov
TIOLOTIKO SLaXWPLOUO KOL TNV TTOCOTIKN €kdpaon Twv cuvalcOnudtwy mou “Blwvovtal” amno
Toug aAnBodaveic MPAKTopeC TNG ebAPUOYNC, KaBwG SLABETEL YLa TIEPLEKTLKA Kl
taflvounpévn Lepapxio cuvaloBnUATwyY, Ta omoia cuvdEovtal PETAlL TOUg Kal oxnuoti{ouvv
pLot AoyLkn Sopn, TIou UTtopEL va CUCXETLOTEL e TIPAEELS TTOU UIMOPOUV Vo kPPpaoTOUV WG
6pAoEeLg, AVTIOPACELS N ULKTEG.

4. Avtiinyn & a&loAoynon (perception & appraisal)

H avtiAnyn, ota mAaiola evog poviédou aAnBodavwv mpaktopwy, cuviotatal otny
Kataxwpnon mANPodopLWV TLG OTIOLEG £Vag TIPAKTOPAS AVTAEL Ao To ePIBAAAOV TOU KoL Ot
ormolec pumopel va eival xapaKTneLoTIKA Tou TtepBAAAOVTOC, TPALELG I cuvaleBnuota AAAwWY
TIPAKTOPWVY 1] OVIOTATWV KATL. H avtiAnyn evog mpaktopa oxXeTileTal AUESA LIE TN
Suvatotnta tou va AdBel anodaocelg mou adopolv tn Spdon Tou, Kabwg anote)el To
anapaitnto PApa npLv thy enefepyacio Twv mAnpodoplwy mou Ba odnynoeL oto
OXNUOTIOMO LG CUYKEKPLUEVNG amodaonC.

Mo cuyKekpLpéva, N TpodhodOTNCN TOU MPAKTOPO LECW TNG OVTIANYNG ETUTPEMEL TNV
afLOAOYNON HLAG TIPAENG 1) KATAOTAONG KAl T cuvakoAouBn anodaon (A Kn) ya Spaon. H
aflohoynon auth Aappavel xwpa OToTE 0 TPAKTOPAS AXUBAVEL KATIOLO £pEBLOUA LECW TNG
avtiAnPng Tou Kat 0dnyel og autovopn dpAacn Tou MPAKTOPA i} KOL O TTapAywyn
OUYKEKPLUEVNG avTidpaong, o€ eplmtwaon 1ou 1o gpgbiopa ftav pdcn dAAou mpdakTopa.

5. MvAun (mpaktopwv)

H Statrpnon twv mAnpodoplwyv mou AapBavel £vag alnbodavrg MpaKTopas LECW TNG
Stadikaotag g avtiAndng, kabwc Kal ta anoteAéopata tng a€LoAGYNorG TOUC, AmoTEAOUY
anapaitntn mpoindbeon yLa ToV OXNUATIONO OXECEWV Kal T dladopomoinon tng
CUUTTEPLPOPAG TOU TIPAKTOPO. TO TPOTELVOUEVO LOVTEANO TiEpNaBAVEL SOUEC OL OTIOLEG
QVTLITPOCWIIEVOUV TN VI TOU Ttpdktopa og SUo enineda: oe eninedo atdpwy Kol O
emninedo npafewv. ITo eMiNeSO “UVANG ATOUWY” KATAXWPOUVTOL OL OVIOTNTEC (MPAKTOPEG N
ovTOTNTEC eEAeYXOUEVEC OO avOPWTILVO XProTh) UE TIG omoieg £xel oAANAsTIOpAOEL O
paktopag, kabwce kal mAnpodopieg ol onoieg mpoadlopilouv tn oxéon tou pali toug. To
emninedo “uvAunc mpdfswv” mepAapBAVEL TIG TPALELC TOU TTPAKTOPA, AANG KL TG TIPAEELS
AAWV aTOUWV TTPOC eKelvwy. Kol ta SUo mapomdvw enimeda pvnpng emnpealouy Tig
Sladikaoieg aflohoynong epeblopdtwy Kat AfPng anoddacswv. H pvnun evog mpaktopa,
eddoov ekeivog €pBel os emadn pe mowkida epebiopara, Sivel tn Suvatdtnto PLeyaAng



Sladopomoilnong Tou akoUn Kal and MPAKTopeg mou Slabétouv akplpwe to idto untoBabpo
TMPOCWTIKOTNTOC aAAG avTipeTwrtilouv Stadopetika epebiopata.

r6. NeptBariov (OO, ExBplko, Oudétepo KAT)

H avtiAndn kat aflohdynon tou meplPAAAOVTOC GUVLOTA BAOLKO GUVTEAEDTH KOTA TV
gmAdoyn pag mpagng (6paong n avtidpaong). Itnv mapovoa VAomoinon, Eva ameAntiko
niepLBAAAOV pmopel va evBappUvel TPALELG TTou oXeTI{ovTal e apvnNTIKA cuvalobnuoto
Omw¢ eival o $OPo¢ KAt N EMBETIKOTNTA, EVW €va BeTIKA afloAoyoUpevo eplBarlov pmopel
VO CUVTEAECEL OTNV €TAOYN DETIKWY EVEPYELWV €K LEPOUG TOU TipakTopa. Ot Stafabuioelg
ToUu TepBAAOVTOG O0TO MAPOV HOVTEAO eival: ExBpko, ApvnTtiko, Oubdétepo, OeTiko, DIALKO.
Ot StaPabuioslc autég pmopouv va oploTolV Ao ToV XProTh TOU HOVTEAOU, avaAoya LE TO
£(60¢ KoL TOUG OTOXOUC TNG EPaPUOYNG YL TNV OTIOLA TO XPNOLLIOTIOLEL.

7. Npatelg (Apaoelg, Avtidpaoelg, MIKTEC)

OL TIpAEeLg EVOC TIPAKTOPA, OTA MAALOLO TOU TIPOTELWVOUEVOU LOVTEAOU, ATOTEAOUV EVEPYELEC
ol omoieg GEPouV €va CUYKEKPLUEVO ouvteAeoT Bapoug (BeTIkO i apvnTIKO aplBuUo) Kot ot
ormoleg emnpealouv €vay I MEPLOCOTEPOUC TPAKTOPEG. OL TPALELG UTTOPOUV VA XWPLOTOUV
OTLG TTOPOKATW TPELG KOTNYOPLEG.

1. Apdoelg: Mua mpaén xopaktnpiletal wg dpacn (Action) epodoov mpoépyxetal amd
ouTOvoun anodacn Tou TPAKTOPA, XWPLG va amoteAel andvtnon og kamota dAAn
Spaon n omola ponynOnke. H amodacn yia Spacn pumopel vo AndBel pe kamolov
T(POKAOOPLOUEVO TPOTIO WC TPOYPAUHOTIOEVO Yeyovoc (timed event) o Taktd
XPOVIKA Staotrpata f va mupodoteital anod epebiouata tou meptBAaiiovroc.

2. Avtdpaoelg: OLmpaelg mou yapaktnpilovral wg avtldpAoeLlg amoTeAoUV omavTnon
TOU TpAKTopa ot polmapyovoec Spaoels. OL avildpACELG ATALTOUV TTAVTOTE TV
npoUmapén HLog dSpAcnc n omoia £XEL 0OV GTOXO TOV MPAKTOPA TIPOKELEVOU VO
gloaxBoulv otic mBavEG eMAOYEC TOU TIPAKTOPA Kol TEALKWE Vo EKppaoTolVv.

3. MIKTEG: OL UIKTEG TIPALELG SLABETOUY TA YOPAKTNPLOTIKA Kot Twv U0 apanavw
KOTNyopLlwv, umopouv SnAadn va xpnotpomnolnBouv eite wg autOVoUEeG SPACELS, lte
WG oVTLOPAoELC.

8. ZUOXETIOMOC MPOCWTILKOTNTAG KAl ZUVOLoONUATWY

Mpokelpévou va kataotel duvatn n povtedomnoinon tng avBpwrivng cupumnepldopag,
anapaitntn mpolndbeon amoteAel 0 CUCXETIOMOG TWV XAPAKTNPLOTIKWY TNG avOpwrvng
TIPOCWTILKOTNTOC HE EML HEPOUC cuvaloBrpoaTa. Mo vo emIteuxOel AUTOC 0 0TOXOC, TO APV
MOVTEAO XPNOLUOTIOLEL TN CUOXETLON TWV TIEVTE TUTIWV MIPOCWTTLKOTNTAG TOU [LOVTEAOU
OCEAN pe Ti¢ katnyopiec ouvaloOnuatwy tou povtéAdou OCC. Mo CUYKEKPLUEVA, LECW
QUTNG TNG CUOXETLONG TO OVTEAO KOTAXWPEL TPOTIOTOLNTEG OL OTIOLOL EMNPEALOLV TN
cupunepldopd Twv aAnbodavwv mpaktdopwy, kKabwe cupBdarlouv otn Andn anoddcewv. O
okdAouBog mivakag rmepAapBAVEL TOUC CUGKETLOMOUS OUTOUG.

Conscie Extrav | Agreeablene

OCC bipole Openness | ntiousn . & Neuroticism | Focus
ersion | ss

ess
happy for / 3 1 5 4 1 other
resentment
gloating / 4 1 5 4 2 other
pity




hope / fear 1 4 3 1 5 self

joy / distress 4 1 3 4 5 self
pride / 3 1 4 2 5 self
shame

admiration / 1 1 4 5 2 other
reproach

love / hatred 1 5 4 5 5 other
satisfaction / 1 3 3 4 5 self
conf. of fears

relief /

disappointm 1 1 5 2 5 other
ent

gratification 5 5 3 ) 5 self

/ remorse

gratitude / 1 5 2 4 5 other
anger

Total 25 28 41 37 45

ZXESLAYPAULIO CUCYETIONG TWV TUTTWY POCWITIKOTNTAC TOU LovtéAou OCEAN e Ti¢
Katnyopiec ouvaloBnuatwy tou povtédou OCC

9. JUOYXETIOMOC ZuvaloBnuatwy kat MNpaéewy

Mta akOpn cUvVSean ToU KPIVETAL Amapaitntn yla TNV KATAOKEUT) EVOG OAOKANPWHEVOU
LOVTEAOU CUUTIEPLPOPAG, ELVAL O CUOGKETIOUOG QVAESA OTO cuvoLoOAaTa Tou
aAnBodavoug mpaktopa Kot otic SLabEoueg og autov mpaels. Ma va mpaypatononBel o
TIAPATIAVW CUCXETLOUOC, OTO TIAPOV LOVTEAD N KABE MPAEn evOG MIPAKTOPA CUVSEETAL e
CUYKEKPLUEVA cuvaloOnuaTa, HEoW EVOC TAPAYOVTA TIOU OVOUATETAL «ZUVALOONUATLKA
Erippon» (Emotional Influence). To povtéAlo unootnpilel TNV ElCaywyr) EVOG AmepLOPLOTOU
oplBuov mpagswy, oL omoieg Ba xpnoLomoLloUVTaL ATt TOUC TTPAKTOPEG TOPAYOVTAC
aAnBodaveic cupmnepldopég, epdoov N eMAOYI TWV CUCKETW{OUEVWY LE QUTEG
cuvalodnuatwy, kabwg kot n BapltnTd Toug eival owotd emAEYUEVEG. AKOAOUBEL Eva
napadelypa SoUNg pag mpagng mou mepAapBAVEL KL TOV GUGKETLOUO TNG LE
cuvaloBnparta tou povtéAou OCC.

‘Ovopa MNpaéng Emawvog
Turol Npaéng Apaon & Avtibpaon
Tpomnomnontrg ENPPOnG +1

Emppor) ava tuno cuvailednudatwv (OCC) | Zuoxetion pe otdoyouc: 0.5, cuoyEtion pe
oupunepldpopéc: 0.5

ZuvauoOnpuarta mou oxetifovral e ThV Ikavomoinon, Avakoudion, Ynepndavela
ektéleon tng NMpagng (OCC)

[10. Zevaplo xprong Tou POVIEAOU
To HovTéAo mou avamtUooeTaL OTNY apoUca epyacia €xeL Toug €€ OTOXOUG:

o Na ouvlEeTal e UTIAPYOVTEC TPLOSLACTATOUC 1} SLOSLACTATOUG 1) KAL [N 0patolg
XOPAKTAPEC (1.X. o edapUoyEC TTou SLoOEtouv podvo Keipevo) péow tng avabeong os
KoBévav amod autoug evog mpaxtopa.



e Na avamaplotd T Spaocelg Kal AAANAETILS pACELG LETOEY TWV TIPAKTOPWY, HUE
TOUTOXpOVN EVOEIKTIKN SpaoTnpLlOTNTA LESH OTO ELKOVLKO TtEpLBAAAOVY, TL.Y.
nipaypatonoinon 6pdcewv Kat Kvoewv (animation) oo Toug XapakTipEeS, apaywyrn
SLaAoyou KATT.

o Na EMUTPEMEL TOV OXNUOTIOUO SUVOKWY OXECEWV HETAED TWV TIPOKTOPWY WOTE, LE TN
peyalutepn duvatn aknBodadvela, va P UXWVEL TOUG XAPAKTHPES TOU TTEPLBAAAOVTOG
OTO OTIOLO XPNOLUOTOLELTAL.

o TNV TPOYULATOTIOINON TWV OPOTTAVW, TO CEVAPLO XPrioNG TOU LOVTEAOU TTOU CUVOSEUEL
ouTn TNV gpyaocia sival pla edpappoyn os meptBaliov Unity, n onoia kAvel xprion
TPLOSLACTATWY KIVOUEVWY XOPAKTHPWY, Ol OToioL KAt emAoyRV Tou Xprotn aAAnAsmidpolv
METAEL TOUG, EVW oL TANPOdOPLEC OXETIKA HE T €16 TwV OAANAETILOPACEWVY TOUG
(ouvaloBnpata, mpatelg, LeTAlL Toug oxéon) lval TANPWE OPATA OTOV XPHOTN WE OTOLXELD
™G Stenadng g epappoyn.



A. ZxebLOOUOC
Al. AvaAuon avaykwv tne epappoyng Emotional Agent

Mua avaAuon avaykwyv cUUdwva e Ta AELTOUPYLKA KPLTAPLO TIOU TIPETIEL VAL SLETTOUV TNV
vlormoinon tou povtélou, KaBLoTd epudaveg OTL T TTOPAKATW AIOTEAOUV amapaitnTa

otolxela tng edpapuoync:

e KAQoelg yla tn dnuioupyila avtikelévwy (objects) mou avamaplotouy Toug MpAaKTOpEC
TOU HOVTEAOU.

e KAQOELC TTOU QVATIOPLOTOUV TA OTOLXELA TNG MPOCWTIKOTNTAS TWV Mpaktopwv cUpdwva
pe to povtédo OCEAN, kaBwg Kat Th Sour Twv cuvaledBnuAatwy Twv MNpaktopwv
oUudwva e To povtédo OCC.

e KAdon mou avamaplotd tnv enidpaon tng Aoylkng (rational state) tou MNpadktopa.

e KAQOELC TOU avaapLloToUV TIG ApAoeLg Kal AvTISpaoelg Twv MpakTopwy.

e M£BobolL ou emttpémouv Ty aAAnAenidpaon Hetafl Twv NPakTtopwv, aAAd Kot OAEC TLG
anopaitnteg BondNTIKEG eVEPYELEC Kl UTIOAOYLOMOUG AapBavovtag urtodn thv
TIPOCWTILKOTNTA KOL TN ouvaLoOnUATIKA Kotdotaon Twy MNpaktdépwv.

e Katd to duvatov peyalutepn duvartr YeEVIKEUON TOU LOVTEAOU, WOTE VA UTTOPEL va
xpnotpomnotnBet avedptnta anod neplBailov avamtuéng, xwplc meploplopo mou Ba
urtopoUoe va MPoEABeL amod pLa Tuxov eyyevwe kwdikomolnuévn (hard-coded) cuoy£tion
TiPoKaBopLopEVWY TIPAEswV e TOUC TUTIOUG ipocwrtikotntag OCEAN kot ta
ocuvaloBnuatikda SimoAa tou povtédou OCC.

o JuumepiAnyn plog Bondntkng BLBALOOAKNC yia eUKOAN apxLlkomoinon evog véou project
UE T Xprion nmpokaBoplopévwy (default) Tipwy MPoowmnkOTNTOC, CUVOLOBNUATWY KoL
npagewv.

e Kataokeun unit tests yia tnv emaAnBeuon tng opOig AsLToupyiag TOU HOVTEAOU KATA T
SLapKeLa TNG AVATTTUENG TOU, aAAG KL YLOL XPHON O TEPIMTWON LEANOVTIKNG ETIEKTOONC.

YTnv mapovoa epyacia €ywve mpoomnddela va uAomotnBouv OAa ta mpoavadepbévta
otolxela, Ta onola mpogkuPav amno tnv avaluon Twv avoyKwyv TG ebopUoYic.
ErxelprBnke n dnuoupyia evog mepLekTKoU oAAA KAl EUEALKTOU UTIOAOYLOTLKOU LOVTEAOU
TIou GAVEPWVEL OTOV XPHOTN-TIPOYPOUHUATLOTH LOVO 00eC KAAOELS Kat peBddoug eival
XPNOLUEG yLa TOV (610, TaPEXOVTAG OLWG KATA TO Suvatov UPNAEC SuVATOTNTEG
g€atopikeuong, eMIAEKTIKNG XPAONG KOL EUXPNOTLOC, £XOVTAG WG OTOXO VA UMOopPEL va
svowpatwOel elkoAa Kal va xpnotpomnotnBei os kaBe ldoug project OMou KplveTaL OKOTTILUN
n xpnon aAnBodavwy MPOKTOPwWV.

AKOAOUBEL éva OTLYULOTUTIO ATIO TN POr EKTEAECNG TOU TPOYPAULATOG, TO omnolo deixvel —oe
Kataotaon anoopoipdtwong (debugging)— tn Sopn evdg aviikeévou TUTIOU Agent, Omwg

ouTO pogkuPe amd TNV VAomoinon Tng avtiotowyng KAAong, n omoia dSnuloupyndnke yla va
KOAUYEL TO PWTO Ao Ta MpoavadpepBevta onueia TNG avAAUONG OVOAYKWV.
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EnvironmentClassification Neutral

Ewkéva evOg QVTIKELEVOU TUTTOU Agent KaTa THV EKTEAEDN TNG EQAPLOYNG.

YTLG EMOUEVEG EVOTNTEG akoAouBoUv Slaypappata Tou eneEnyouyv T Sour Tou HovTéAou
Kol e Baon ta omoia mpayuatomnoliénke n uAomoinor) tou.



A2. Atdypappa e€aptnudtwy (component diagram)

%Emotionalhgent

Base Library
Dynamic-link
o library (dll} files
Personality Library
Y
Emotions Library f------------------ Main Library
Components A
Actions Library |
Rational Library [

To mapanavw dtaypauuo eEapTNUATWY QMELKOVIIEL TA TUNUATA TTOU anmapTi{ouV TNV EQApPLOYH, N ortola amoteAel uAomoinon Tou UovTéAou.



A3. Atdypappa kKAdoswv (class diagram)

=]

)

A

«C# class»
EmotionalAgentLib::Agent

Attributes

+ ActionsMemory : Dictionary <Int32, List<Emotion>>
+ AgentsMemory : Dictionary <Int32, Single>

+ AvailableActions : List<Action>

+ EmotionalState : List<Emation
+FreeActionSelection : Boolean

+ FreeReactionSelection : Boolean

+ Id : Integer

+ Personality : Personality

+ RationalState : RationalState

Operations

+ Act{targetAgents : List<Agent >, action : Action) : Action

+ Agent{agentId : Integer, personality : Personality, rationalState : RationalState, ...

+ Agent()

+ ApplyPerception(action : Action, actionPerformer : Agent) : Readion

+ GetActionFeedBack(action : Action) : Reaction

+ NormalizeEmotions(normalizationStep : Sngle)

+ PostProcessAction(action : Action, reaction : Readion)

+ SetavailableActions(actionsList : List<Action)

+ SetEnvironment(classification : EnvironmentClassification)

- AddToActionsMemory(action : Action, reaction : Readion)

- AssessActionByEvent(_event : Event): Single

- AssessOwnaAction(action : Action, reaction : Reaction) : Tuple <Emotion, Single>
- CalculateEmotionalPriorities(action : Action) : Sngle

- DetermineEmotionForOwnAction{action : Action) : Emotion
-MakeDecision{reactionTo : Action) : Reaction

- MakeDecision(targetagents : List<Agent>) : Action

- ModifyMemory{agentld: Integer, value: Single)
-PerformEmotionalAppraisal(_event : Event): Single

- React{targetagents : List<Agent >, action : Action) : Reaction

- SelectByValuePercentage{actionValues : Dictionary <Action, Single>) : Action
- ShouldReact(_event: Event, emotionalInfluence: Single) : Boolean

A «C# class»

EmotionalAg...::Personality

(= Attributes
+ Agreeableness : Single
+ Conscientiousness : Single
+ Extraversion : Single
+ Neuroticism : Single
+ Openness : Single
= Operations
+ Personality(personalityTypes : ...
+ Personality()

A «C# class»

= Attributes
+ ActionPriority: Single
+ActionType: ActionType
+ AffectedAgents : List<Agent>>
+ AvailableReactions : List<Str...
+ EmationalExpectations : Dicti...
+ EmotionalPriorities : Dictionar...
+1d : Integer
+ IntensityValue : Single
+ LikelihoodToSelect : Single
+ Name : String

has availabl + OutcomeEvent : Event
+ PerformedBy : Agent A «C# class»
+ PersonalityPriorities : Diction... Emoti &
A «C# class» + UnavailableReactions : List<... 2 :Event
EmotionalAg...Lib::Emotion - _actionPriority : Single @ Attributes
= Attributes HiOpetation 1 1 + EmationalInfluence : Dictionary <EmationBipole, Sinale>
+ Action(id : Integer, name : 5.,, [ Causes—— ... Integer
+ FocusSelf: Boolean +Action(action : Action) +NamesSting
+ Name : String + Action() =T =
+ NeaativePole : Tuple<EmationB... +AddAffectedAgent(agent : Ag.. perations
+ PositivePole : Tuple<Emationgi... +AddPerformer(performer: Ag... + Event()
1—has— +Type : EmotionType - CreateExpectations()
= Operations - SetEmotionalPriorities()
+ AffectEmotion(_event : Event,p.. - SetPersonalityPriorities()
+ ApplyPersonality(emotion : Emo... c
+ Emation{name : String, emotion...
+ModifyEmotionValue(fador: Sn... ;
+Normalize(normalizationSep : S
inherits from
A «C# class»
EmotionalAg RationalState A «C# class»
EmotionalAgentLib::Reaction
1 = Attributes
+ EnvironmentClassification : Envi... = Attributes
= Operations - ReactionTo : Integer
[= Operations

+ ClassifyEnvironment{dassificatio ...
+ RationalState()

- GetExpectedActionQutcome(actio....
~ GetEnvironmentClassificationGr. ..

+ Reaction{id : Integer, name : St

+ Reaction(action : Action, reactionTo : Integer)

ting, actionType : ActionType, int...




A4, ALQypaULLO OVTIKELLEVWY EVOC QVTIKELLLEVOU TUTIOU Agent (object diagram)

AgentsMemaory[0]: float

Rationalstate

EnvironmentClassification: Meutral

Agent

Value: -1.5

ld=100
FreeActionSelection = frue
FreeReactionSelection = true

Personality

Agreeableness: 0.5

ActionsMemaory[0]: Emotion

AvailableActions[0]: Action

Conscientiousness: 0.25
Extraversion: 0.3
Meuroticism: 0.45

Openness: 0.2

Mame = "Hope”
FocusSelf = true
PositivePole = {Hope:0.078}
MegativePole = {Fear: 0.92}
Type = "ActionsRelated”

Id=10

Mame = "Argue”
IntensityValue = -1
LikelihoodToSelect=0.5
ActionPriarity =0

ActionType = "Both”
AffectedAgents = null
AvailableReactions = null
EmotionalExpectations = null

EmotionalPriorities = {"ActionsRelated” : 0.75}

PerformedBy = Agent
OutcomeEvent = ArgueEvent
PersonalityPriorities = null
UnavailableReactions = null

EmotionalState[0]: Emotion

Mame = "Happiness”
FocusSelf = false

PositivePole = {Happiness:0.56}
MegativePole = {Resentment: 0.44}
Type = "AttitudesRelated”




A5. Aldypappa TepUTWoewVY Xpnong (use case diagram) tng epappoyng Emotional Agent

ARV TIHWWY T

WIPOKTR PITTIKWY
TROCWITIKO T T
(OCEAM)

Apdon NpakTopa X

TADYT TTEpIOpITUOU
TWV GuvaTww
AVTIB paoeww

uses

Mevol eAEyyou
MpdkTopa

AR pLIOT Ty

XproTng uses \

Apdan Npdktopa Y
Amoboy ahhaywv




A6. ALQYPAULO KATAOTACEWY KATA TNV EKTEAEON TNC £DAPUOYNAC
EmotionalAgent (state diagram)

‘Evapin
epapuoyng

Kardoraan
abpaveiag

Evrohn Apdang
Crh ToV ¥pRoTh

EmAoyn Apdang amd
Tov MpdkTopa-
evTohoG0N0

EmaTpogn OTnv apxikn
Mpayparomoinan Apdong amo KOTAOTAONC AVOUovVTC
Tov MpdkTopa e Tapdiinin
epgpdvion axenikol animation

Afiohdynon Apdang
KO ETTADYR
AvTiGpaonc amd Tov
MpakTopa-aToyo

Mpayparomoinon AvTidpaong
amd Tov MpdkTopa-oToyo PE
TRIpGAANAN EQPAVIOT TXETIKOD
animation

Aglohdynaon
TUVETTENLY Apaon
omma Tov MpdkTopa-

evTohodoyo




A7. Aldypappa 6paoTNPLOTATWY YLla TNV apaywyn pac Avtidpaonc (Reaction)
amo evav mpaktopa (activity diagram) ota mAaiola Tou LOVTEAOU

Apxn

[GetActionFeedback]

TEMEDT) EVEPYEITC
(Action) TTpog TOV
TpdKTopa

[ApplyPerception)
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E. YAomolnon

E1l. Nepypadn Aettoupylag epappoyng

H uAomnoinon tou povtéAou akoAouBel tnv Object-oriented AoyLkr, kdvovtag Xprion tng
YAwaooag npoypappatiopol CH o meptfarlov avanrtuénc Visual Studio. H mapamnavw
ETAOYN TIpAYHOTOTOLHBONKE Yl TOUG €€ AdyoUG:

e OuLavtikelpevootpadeis yA\wooeg mpoodEpouv SuvatotnTeG KAAUTEPNG OPYAVWAONG
Kall eUKOANG KATAVONONG TOU KW&LKA, KATL TTOU ToV KaBLoTd eUKOAQ GUVTNPOLUO Kol
ETIEKTAOLLO.

e HyAwooa C# xpnolpomnoleital 1000 yLo Snpoupyia AoyLOULKOU TTOU KAVOUV Xpron
tou .NET meptBairovtog tng Microsoft, aAAd amoteAel kat tn Baoikni yA\wooa
(scripting language) tng unxavng Unity.

Kevtpko otolxeilo TnG uAomoinong amoteAet n kAdon Agent (Mpdktopag). H kAdon auth
TEPLEXEL TOOO T S£60UEVA TIOU QTALTOUVTAL YLA TOV KABOoPLoUO TNG TOUTOTNTAG KOL TWV
XOPOKTNPLOTIKWVY EVOC TIPAKTOPA, 000 Kal TIC LeBOSouc mou Kadouvtal yla Tnv enefepyaaoia
TWV TaApaAmavw de80UEVWV.

H Baotkr kKAaon Agent ToU LOVTEAOU TIAQLOLWVETAL OO TIG TAPAKATW KAAOELC.

e Personality (mpoowrmikotnta): Statnpel mAnpodopieg mou adopouv OTOUC MEVTE
TUTIOUC TPOCWTILKOTNTOC TOU povtédou OCEAN.

e RationalState (vontikn kataotaon): mepLéxel MANPodopLeg yLa Tn VonTikA
KOTAOTOON TOU TPAKTOPA.

e Emotion (cuvaicBnua): mepléxel mAnpodopiec kal peBodoug mouv adopolv Tov
KaBoplouo Kat TNV enefepyacia Twv cuVALCONUATWY TOU TPAKTOPA.

e Action (6paon): mep\apPAveL TAPAUETPOUC TTOU 0pilouV TIC SLaBETLUEC TIPAEELS
TOU TPAKTOPA.

e Reaction (avtidpaon): kKAnpovopel and tnv kKAdon Action. ZtolxeloBetel Tig
Sl00£01uEG OVTLOPAOELS YLO TOV TIPAKTOPA.

e Event (yeyovog): mepléxel mMAnpodopleg yLa TIC CUVETELEG TTOU GUVOSEUOUV pia
npakn.

AkoAouBel Aemttopepng avadopd oTig Asttoupyieg kKABe piag amo TG KAAoELS TTou
npoavadEpOnkav.

Agent (mpdaktopoag)

H mAéov Baoikr KAAon Tou povtélou, n kKAdon Agent meplAapBAveL Lo CELPA TIOPAUETPWY
Kol ueBodwv mou tne mpoadidouv tn Asttoupytkotnta tou alnBodavolg npaktopa. H
KAGON OUTH TIEPLEXEL TIC TTAPAKATW TAPAUETPOUC:

Id: évag povabLkog aképalog aplOUdC Tou Hmopel vo ASITOUPYAOEL WG N TOUTOTNTA TOU
TPAKTOoPA.

Personality: éva avtikeipevo tumou Personality mou Statnpel Tig TiéG Twy TUTIWY
TIPOCWTIKOTNTOG TOU TPAKTOPA.

RationalState: éva avtikeipevo tiTou RationalState émou pmopet va teBei kat va avaocupBet
N VONTIKI KATAOTOON TOU IPAKTOoPA.



EmotionalState: mepléxel TNV cUVALCONUATIKI) KOTAOTOON TOU TIPAKTOPA o€ popdn Alotag
amnd avtikeipeva tomou Emotion (cuvaioBnua).

AvailableActions: otoweloBstel tn Alota pe tic Stabéouec mpdtelg (Spdoeig r/ kau
QVTLOPACELS) TOU TTPAKTOPA.

ActionsMemory: meplAapfavel po Sopn tumou Dictionary n omola mepLEXEL WG KAELSLA T
XOPAKTNPLOTIKA TauToTnTaC (Id) TwV Mpdfewv Kal we TLUEC AloTeC pe cuvaloBriuata
(Emotions) Ta omoia cuvdéovtal e TIG MPAEELS AUTEG.

AgentsMemory: amnoteAel pia Sopn tumou Dictionary mou meplAapBavel wg KAeWSLA Tal
XOPOKTNPLOTIKA TauTtotnTac (Id) Twy MpakTtopwy e Toug omoiloug €xeL €pBeL og emadn o
TpAKtopag (eKTOC Tou L6lou) Kat w¢ TLHES Sekadikoug aplBuolg ou mpoodlopilouv tnv
oX£0N TOU HE TOUC TIPAKTOPEG QLUTOUC.

FreeActionSelection: pa Suadikn T mou mepAapuBavel tnv mAnpodopia yLa to av
ETUTPETETAL N EAeVBEPN £MIAOYN AUTOVOUNG SpACNG KATA TNV TPpwTN enadn Le AAAo
TPAKTOoPA.

FreeReactionSelection: n Suadikni auth T koBopilel To av EMITPENETOL N ETUAOYN
avTidpaong SLadopeTikol TPOCHLOU O GXECN LE TNV TPAEN TTOU TNV TIPOKAAEOCE.

AKOUn, n KAaon Agent mtepAapBAveL TIC TapakATw HebBodouc:
void SetEnvironment(EnvironmentClassification classification)

H nuébodog autn pmopel va KANOeL amod Tov MPoyPAUHUATLOTH TIOU XPNOLUOTIOLEL TO HOVTEAD
TIPOKELPEVOU va B€oeL ) va HeTaBAaAAeL Tnv a&loAdynon tou epIBAAAOVTOC TOU TIPAKTOPAL.

Reaction ApplyPerception(Action action, Agent actionPerformer)

Anotelel Tnv Baotkr pEBoSo pe TV omoia o TPAKTopAG KOTaXxwPEl, afloAoyel Kat
anodaoilel va mpayuatomnoliost pla avtidpaon (Reaction) pe Baon pia mpdgn tnv onoia
avteAndOn. MNa va emTUYEL TO TOPATTAVW KAVEL Xprion Twv Bondntikwv pebodwv
ModifyMemory, PerformEmotionalAppraisal, ShouldReact kat React.

Reaction GetActionFeedBack(Action action)

Elval n uéEBodog mou KaAeital and Tov MPOYPALUOTLOTY KOl EUTIEPLEXEL TNV LEBOSO
ApplyPerception mou npoavadEpBnke. IKOMOC TNG elval n emotpodr tTng emhexbeioag
avtidpaong (Reaction) oav amdvinon Tng apxtkng mPatng, Kabwg Kal n HeTenefepyacia tng
TPAgNG AUTAG.

Action Act(List<Agent> targetAgents, Action action)

XpNOLUOTIoLE(TAL YLOL TNV TTPAYLOTONOINGN ULa TTPAENG TTPOG CUYKEKPLUEVOUG TTOPAANTITEG
(mpaktopeg). H mpadgn, oe nepintwon nou dev mpoaodlopiletal kKatd tnv KAnon tg pebodou,

eTUAEYETAL SUVOULKA KAvovTag Xpron tng ueBodou MakeDecision Sivovtag oav oplopa t
Alota e Toug TaPaAATITEG.

Action MakeDecision(List<Agent> targetAgents)

H nuébodog autn xpnoluomnoleital and tnv pEBodo Act kat okomog tng eival n Andn
anddpaong yla To roLa paén Ba mpaypaTtonolnOel Le 0TOXO KATIOLOUG CUYKEKPLUEVOUG
npaxtopeg. MNa va AndBei n anddoaon avtn, AapBavovratl untddn ot e€ng mapapeTpot:



e Hmpdén mpémel va eivatl evidg Twv MpAagewv mou eival SLaBEotpeg oTov MPAKTopA
(AvailableActions).

e Yrmapyxel n Suvatotnta anodoong Bapoug o KABE MPAEN Ao TOV MPOYPOULUATLOTH
(ActionPriority), TOU UMOPEL VO KATOOTHOEL TLG TUOAVOTNTEG EMAOYNG TNG
TLEPLOOOTEPEG I ALYyOTEPEG.

e H a&lohoynon tou meplBailovtog £xel emiong emidpaocn otnv mthoyr] pag BeTIKAG N
apVNTIKAG avTidpaonc.

e H oxéon tou mpaktopa mou anodacilel Le TOUG TPAKTOPEG-0TOXOUG, OTIWG QUTH
Bploketal kataxwpnuévn otnv AgentsMemory.

e H Umapén neploplopol f OxL oTLG SLoBEaLUEG IPAELELS (TTOPAPETPOG
FreeActionSelection tou Agent).

e Hudlotapevn ocuvaloBnuatikn katdotacn tou npaktopa (EmotionalState).

Reaction React(List<Agent> targetAgents, Action action)

AuTn n HEB0SOG XpnOLUOTOLEITAL YL TOV KOBOPLOUO HLOG avTidpaong amévavtl o
OUYKEKPLUEVOUC TIPAKTOPEC KAl KAVEL Xprion tng uebodou MakeDecision, Sivovtag wg
oplopa tnv mpaén action.

Reaction MakeDecision(Action reactionTo)

H nuébodog autn Aappavel tnv anodaon yla To ToLo avtidpaon mpEneL va eTiAeXBel wg
OTTAVTNON YLO L0 CUYKEKPLUEVN TTPAEN KoL TNV eTLOTPEDEL. Katd TOV UTTOAOYLOUO TNC
emBuuntng avtibpaong, Aapfavovtal urtoPn oL TAPAKATW TTAPAYOVTEC:

e HTaUTOTNTA TWV MPAKTOPWV-CTOXWYV, OL OTIOLoL TTpayHATONOolnoav TNV MPagn mou
amnote)el To évauaopa yla Ty avtibpaon Kal n ox£on Toug e ToV PAKTOPA.

e HoxU¢ tng kaBe avtibpaonc (IntensityValue), n omola mpémnel va eival katd to
Suvatov avahoyn Ue TNV IPAEN-EVOUOUA.

e Tompoonuo tng emidexBeioag avtibpaong npémet va eivat To (610 pe auto Tng
TPAENG TIOU TNV TPOKAAECE.

o Tuxov mpotepalotnTa ou Aapfdvel kaBe avtidpaon, Omwe autr €xeL TeOel amod
TOV TPOYPOULATLOTH) TTOU XPNOLUOTOLEL TO poVTENO.

e To yeyovog mou cuvodeUel Tnv kaBe mubavn) avtibpaon.

o H aflohoynon tou neppdairovrog tou ipaktopa (EnvironmentClassification).

e Hmapouoia kat afloAdynon cuvaloOnpaTikwy MPOoTEPALOTATWY (emotional
priorities).

o Ol dlaBéolecg avtibpaoelg eTAéyovtal amo tn Alota AvailableReactions, Tnv onola
£XEL OPXLKOTIOLNOEL KAl £XEL SWOEL TIUEC O TIPOYPAUUATIOTAC.

void PostProcessAction(Action action, Reaction reaction)

H nuébodog autn mpaypatonolel tnv petenefepyacia pla mpaéng, ebpocov £xet
npaypotonolnBel pia avtibpaon oav andavtnon auvtig. Kavel xpron tng uebodou
AddToActionsMemory.

Action SelectByValuePercentage(Dictionary<Action, float> actionValues)

Me tn nEBodo autn mpayuatomnoleltal n emthoyr Klag mpaéng, e Baon Ta mocootd
muBavotntag emAoyng TnS KABe pilog amo tig S100£otpeg MPALEL.



float CalculateEmotionalPriorities(Action action)

H nuébodog autn umoloyilel kal eruotpedel o popdn dekadikou aplBuoU tTnv eMppPon Twv
OUVOLOONUATIKWY TIPOTEPALOTHTWY TOU TIPAKTOPA EVAVTL LLOG CUYKEKPLUEVNG TULOAVNG
Spaong.

void ModifyMemory(int agentld, float value)

Auti n LEBOSOG XPNOLLOTOLELTAL YLA TNV KOTAXWPENON KOG XOPAKTNPLOTKAG TLLAG TNG
oxeong (reputation) evog AA\ou mpdktopa ot KUV paktopwy (AgentsMemory) tou
TPAKTOPA, N YLot TV LETAPBOAN TNG TLUNG QUTHG 0TV MEPLTTWON TTOU 0 GAAOG TIPAKTOPAG
elvat N6 kataxwpnuevog.

float AssessActionByEvent(Event _event)

Me tn n€Bobdo autn aflohoyeital n enidpacn tng onUAciag TOU YEYOVOTOC TTOU EMLOUPEL La
tpaén. O 6ekadLkOG aplOUOG TTOU EMIOTPEPETAL XPNOLUOTOLE(TAL KATA TNV anodaacn yla
ANPn TG mpaéng Tng omola CUVEMELA £lval TO YEYOVOG TToU TTEpAOBAVETAL OTO OpLopa
QUTAG TNG HeBOSoU.

bool ShouldReact(Event _event, float emotionalinfluence)

Amnodaivetal av o mpdaktopag Oa avtamokplBei o pLa tpagn n omola €yve avtiAnmen,
Aappavovrtog umtoyn To cUVOSEUTIKO TG Yeyovoe, KaBwg Kat Thv cuvaloOnuatiki enidpaon
TNG OTOV MPAKTOPA.

float PerformEmotionalAppraisal(Event _event)

H pnéBobdog autr Tpomomolel TNV cuvaloBnuatikn katdotacn (EmotionalState) tou
TPAKTopa e BAcn Ta cuvaleBrpaTo oU POKAAEL TO yeyovog mou neplAapBAvetal oTo
oplopa tng pebodou.

void NormalizeEmotions(float normalizationStep)

H nuébodog autn pmopel va KaAsital amo Tov mPoypOoUUATLOTH O€ TAKTA XPOVIKA Slaothpata
yla tnv otadlakn eEopdaluveon thg cuvaloBnuoatikng kataotacng (EmotionalState) tou
TPAKTOopa.

void AddToActionsMemory(Action action, Reaction reaction)

XPNOLUOTIOLE(TAL VLA TNV KATAXWENON LG TTPAENG KOL TOU ETIKPATECTEPOU CUVALOONUATOG
TIOU QUTI IPOKAAEDE OTN UvrN mpdtewv (ActionsMemory) Tou mpdktopa. Ta GUVOSEUTIKA
ouvaloBiuarta Aappavovtal pe xpron tg pebodou DetermineEmotionForOwnAction Kat n
a€LoAOyN o1 TouG yiveTal pe xpron tng ueBodou AssessOwnAction.

Tuple<Emotion, float> AssessOwnAction(Action action, Reaction reaction)

H nébodog autn entotpedel €va {eUyog TOU TIEPLEXEL TO ETIKPATECTEPO CUVALOONA TTOU
OUVOSEVEL Lo TIPAEN KOLL Lo TLU XapaKTnpillel tnv évtoon tou. H T autr umoAoyiletatl
pe Baon tnv mpagn kat tnv avtidpaon mou tn cuvodeuoe (epooov UTIAPYEL).

Emotion DetermineEmotionForOwnAction(Action action)



Me auth tn nEBodo umoloyileTal KoL EMLOTPEPETAL TO ETIKPATECTEPO GUVALCONUA TTOU
oUVOSEUOE Lo TIPAEN TOU MPAKTOPA, e BACN TNV CUVALOBNUOTLK EMLPPON
(Emotionallnfluence) Tou yeyovotog mou cuvodeUeL TV MPa&n.

void SetAvailableActions(List<Action> actionsList)

AuTn n néBodog BETeL TIG SuVATEC MPALELS TOU TPAKTOPA o€ Lo Alota tpagewy TNV onola
Uopel va oplogl o MPoypaAUUATIOTAG.

Personality

H kAdon auth mepAaUBAVEL TLLEG VLA TOUG TIEVTE TUTIOUG TIPOCWIILKOTNTOG TOU LOVTEAOU
OCEAN: AsktikotnTa, 2X0AAoTIKOTNTA, EEwotpedela, Mpobupia kal ZuvaloOnuatikn
aotaBela. Kabe MNpaxtopag Slabétel pla petaBAnth autol tou TUTOU, N omola kabopilel ta
otolxela TNG MPOoWTKOTNTAG TOU.

MapdpeTpoL TNG KAAONC AUTHG €lval oL TOPAKATW.
Agreeableness: Askadilkog aplBuog ou kabopilel tov fabuod mpobupiag Tou mpdkTopa.

Conscientiousness: AeKadIKOC apLBUOC TTOU AVTLITPOCWTTEVEL TN OXOAACTIKOTNTO TOU
TPAKTOPA.

Extraversion: AekadLkog aplBudc mou opilel tnv e€wotpédela Tou TPAKTOPA.

Neuroticism: AekadIKog aplOuog mou kabopilel TV cuvaloBNUATIKY acTAaBsLa Tou
TapouoLAleL 0 TPAKTOPOC.

Openness: AekaSLIKOG aplOUOG TTOU AVTUTPOCWIEVEL TNV SEKTLKOTNTA TOU TIPAKTOPA.
OAeg oL mapanavw napapetpot Suvavtot va AdBouv Tiec amnd 0 €wg 1.
RationalState

TNV KAAon auth eivol mpooBactueg ol MAnpodopiec mou adopolv TN VONTIKA KOTACTACN
TOU TIPAKTOoPA. Mo CUYKEKPLUEVA, OTNV TTapouca UAomoinaon n KAAon auth XpnoLloroLeital
yla tnv amnoBbnkeuon tng ektipnong tou neptaiiovrog (Environment classification), n
aloAoynon Tou omolou kKupaivetol avaloya pe ta emnineda “dAkotnTag”’ mpog Tov
Mpaktopa. EvEelKTIKA, To TtepIBaAAov pmopel va aflodoynBel we: DAikd, Oetiko, Oudétepo,
Apvntikd, ExBpuko.

AkoAouBouv oL mapdapeTpot, kabwg kot ol pEBodol TnG KAGon .

EnvironmentClassification: Mapduetpog tng kKAaong RationalState, elval po petaBAntn
TUTIOU enum (enumeration) n omoia dtatnpet Tnv MAnpodopia yla TV ekdotote afloAdynon
ToU TtePLBAANOVTOC TOU TPAKTOPA.

void ClassifyEnvironment(EnvironmentClassification classification)

H napamndavw pébodog kaheitat and tnv HEBodo SetEnvironment Tou MPAKTOPA KAL OKOTIOG
NG elval n KaTaxwpenon tng empporg Tou meplBaiiovrog, n onoia Aappavetat untoyPn Kotd
™ AN anopdoewyv ek LEPOUC TOU TTPAKTOPA.

Tuple<float, float> GetEnvironmentClassificationGrades()



H pnéBobog auth emLoTpEdEL TOUG TTAPAYOVTES EMLPPONG TTou AapuPBavel n aloAdynon Tou
TepBAAAOVTOG QO TOV MPAKTOPA, TOOO Yl BETIKA 600 Kol YLot 0pVNTLKA 0ELOAOYOUEVEG
oupmneplpopéc. OL uéBodol MakeDecision kavouv xprion tng peBodou autng.

Emotion

H kAGon auth TePLEXEL TAPAUETPOUC Kal ueBOSoug Tou pmopolv Vo aVaapo.oTrioouY Ta
ouvaloBiuata Tou Mpaktopa. AVTiKeipeva Tou TUTou Emotion xpnotponolovvtal Tdco ota
mAaiola TnG cuvaloOnuatikng kataotaong (EmotionalState) Tou mpaktopa, 660 Kol WG
ouvoebepéva e TIPAEELG OTN UV N TIPAgewy Tou pdktopa (ActionsMemory), kaBwg Kal wg
OUVOSEUTIKA YeyovoTwy (avTikeipeva Tumou Event). Eltiong xpnollomnolouvtal Katd tnhv
ouvaloOnuatikn afloAdynon Twv MPALEwV TOU TPAKTOPA, dAAA KAl KATA TNV amodacn yLo
Spaon n avtidpaon. Kabe cuvaicbnua stabétel SUo MOAOUG: Evav BETIKO Kol VOV 0pVNTIKO.

AkoAouBouv oL tapdapeTpol kat oL LéBodol Tng KAAoNG.
Name: pa aApoaplOuntikr petaBAntr mou opilel To Gvopa TOU cuvVaLoBrUATOC.

Type: petaBAntr TUmou enum Ttou kaBopilel Tov TUTIO TOU cuvaleOnUATOG 0 omoiog sival
£€vag amo touc akoAouBoug: GoalsRelated (cuoxétion He TOUG GTOXOUG TOU TIPAKTOPAL),
ActionsRelated (cuox£tion pe mpagelg) kot AttitudesRelated (cuoy£tion e OTAOELG KoL

OUUTEPLPOPEC).

FocusSelf: KaBopilel av o mpdktopag mapouaotdlel To cuvaiodnua mpog AAOUG TPAKTOPES
(Tt.x. BupOC, eLyVwHooLVN) R TTPOC TOV EQUTO TOU (T.X. AUTn, avakoUdLlon).

PositivePole: ‘Eva {euyoc (Tuple) mou nepthappavel Tov BeTIkd OAO TOU cUVALEONUATOG
(enum tumou EmotionBipole) kal évav 6ekadikd aplOuo mou anoteAel TNV mapoloa TN
Tou.

NegativePole: Opoiwg pe to PositivePole, mepléxet €éva (eyoc mou meplhapBAavel Tov
0PVNTIKO TIOAO TOU ouvaLeBRUATOC Kol TNV tapoloa T tou. To aBpolopa Twv WV TwY
800 moAwv kaBe cuvaloBuartoc ival mavrorte 1.

float AffectEmotion(Event _event, Personality personality)

H nuéBodog autn Aapupavel av oplopata £va YyEYOVOS Kol TNV TIPOCWIILKOTNTO EVOG TIPAKTOPA
Kol paypatornolel 500 Aettoupyleg: adevog TPOMOMOLEL TOUC TOAOUG TOU cuVOLEORUATOC
Kavovtag xpron tng pebodouv ModifyEmotionValue kat adetépou emiotpédel Evav Sekadikd
apLOUO oL AmMOoTEAEL TNV CUVALCONUOTIKY eMiSpach Tou lxe To ev AOyw yeyovog cUudwva
LLE TNV TPOCWTIKOTNTA Tou Mpaktopa. H pébBodog Agent.PerformEmotionalAppraisal kavet
XPNon TG MOPATAVW TLUAG YL TN LETOBOAN TNG CUVALOBNUATLKAG KATAOTAONG TOU
TPAKTOPO.

void Normalize(float normalizationStep)

H nuébodog autn kaleital and tnv péBodo e€opudAuvong TG cUVALOONLATIKAG KATAOTAONG
Tou mpaktopa (Agent.NormalizeEmotions) kat e€oplaAUVEL TLG TIUEG TOU CUVALGONUATOG aTd
1o omoio KARBnke, SnAadn TG amopakpUVEL Ao Tol AKpa (EAGXLOTN KoL LEYLOTN) UE
KateVBuvon To HECO, KATA To omolo Kal oL SUo moAol Ba €xouv Tiun 0.5.

float ApplyPersonality(EmotionBipole emotion, Personality personality)



H pnéBobdog auth xpnotponoleital kata tn ANYn anodaong yla §pacn amnd Tov mPAKTopa,
KaBw¢ Kal Katd Tnv afloAdynon piag mpdaénc. H uéBodog autr) cuVSEEL TO LOVTEAD
ouvaloOnuatwv OCC pe Toug TUMOUE TPOOWTILKOTNTAS Tou povtéAou OCEAN,
EMLOTPEPOVTAC TNV TLUA TOU TILO CNUAVTIKOU TTAPAYOVTA EMLPPONG 0TNV afloAdynaon Tou
ouvaloBbniuartog mou nep\apBavetal oto oplopa Tng pebodou.

float ModifyEmotionValue(float factor)

Autn n néBodog urmtoAoyilel kal emiotpEdel Evav SEKadLKO aplOUO TTOU AVILTPOOWTIEVEL TN
LETABOAN TTOU CUVTEAE(TAL OTLG TIUEG TOU AVTIKELEVOU TUTIOU Emotion amd to onolo
KaAettal.

Action

H kAdon Action amoteAel tnv uAomoinon mou adopd TiG MPAEELC TOU MPAKTOPA, TOCO OF
eninedo Spdcewv 6060 Kol avTdpacewv. O MPOYPAUUATIOTAC TTOU KAVEL XproN TG
BLBALOBAKNC TTOU TIEPLEXEL TO TTAPOV LLOVTEAO, UMOPEL VO OploeL TPAEELG OTIWC EKEIVOG
MOV UEL Kal vo KABOoPILoEL TIC TOPAUETPOUE TOUG. ME QUTOV TOV TPOTIO TO LOVTEAO UIMOpPEL
va yivel xpriowuo ya kaBe eidoug uAomoinon, kabBwg oL Loveg otabepeg elval Ta
ouvaloOnuata (novtého OCC) kal ot TUTIOL TPoowTILKOTNTAS (LoviéAo OCEAN). Ot
SlaBéotpeg mpaelg ya kKaBe mpakTopa opilovtal MioNC Ao TOV MPOYPOULUATLOTH.

AkohouBoUv ol mapapetpol Kat ot pEBodol TG KAAoNS AUTHAG.

Id: Aképalog aplBOE TOU ATIOTEAEL TO XAPOAKTNPELOTIKO TOUTOTNTOG TNG CUYKEKPLUEVNG
TpagnG.

Name: AAdaplBuntikd mou amodibel To Gvopa Tng mPAEnG.

ActionType: MetaBAntA TUTOU enum TIOU KOTASELKVUEL TO av N ev AOyw mpagn sival dpdon
(Action) i avtidpaon (Reaction).

IntensityValue: Aekadikog aplOUoC mou avTlmpoownelEeL Tov Babuo évtoong g
OUYKEKPLUEVEG TIPAENG, OTIWE AUTOC Ba yivel avTIANTITOC amo £vav TPAKTopa.

PerformedBy: Avadopd o€ avtikeipevo tumou Agent. AOTEAEL TOV TPAKTOPA O OTOL0G
TLPAYLOTOTIOLEL TN GUYKEKPLUEVN TIPAEN.

AffectedAgents: Alota and avtikeipeva tumou Agent, Ta onola amote AoV TOUG TPAKTOPES-
0TOXOUG TNC TPAENC AUTNG.
OutcomeEvent: MetaBAnth tunou Event mou cuvodeUeL TNV Mpagn.

AvailableReactions: Alota anod aAdaplOuntikég petaBANTEG oL omoieg amoteAolV Ta
ovopata (Reaction.Name) Twv SLaBEouwy avTLOpACEWY ATTEVAVTL OE AUTH TNV TIPAEN.

UnavailableReactions: NeplapfBavel pia Alota ano aAdaplBuntikd otolyeia mou anoteAouy
TOL OVOLLATA TWV OVTLOPACEWY TIOU SEV ETUTPETETAL VAL ATOTEAECOUV avtibpaaon MPog auTh

™V padn.

ActionPriority: Aekadikog aplBuog petal 0 kal 1 mou SnAWVEL TNV TPOTEPALOTNTA TIOU £XEL
n ev A\oyw mpagn.

PersonalityPriorities: MetafAntr tumou Dictionary mou mepléxet Levyn PersonalityType (oL 5
TUTIOL TPOCWTTLKOTNTAG TOU povtédou OCEAN) kat dekadikwv apBuwv. Ta {elyn autd



OUVLOTOUV TLG TIPOTEPALOTNTEG MPOCWTTILKOTNTOG LIE TLG OTOLEG elval ouvdeSepnévn n
OUYKEKPLUEVN TIPALN.

EmotionalPriorities: AmoteAeital and pwa doun Dictionary mou mepAapBavel {evyn Twv
UMWV enum EmotionType ((60¢ CUVALOBALATOG: OXETLKO LE OTOXOUC, TPAEELS
oupmepLPopEg) Kat SekadikoU aplBoU. ANAWVEL TOV CUCXETLOUO TNG CUYKEKPLLEVNG TIPAENG
LLE Ta €16N ouvaloBnuatog mou poavadEpbnkav.

EmotionalExpectations: Aoun Dictionary amoteAoUpevn ano {evyn EmotionalNeedType kat
Sekadlkwy aplBpwy. KatadelkvUeL TN CUGKETLON AVAUETO OTLG CUVALOBNUATIKEG AVAYKEG
ToUu Tpaktopa (aodAlela, Lkavomoinon, urtepndavela, AATPOULOUOG) KaL TN CUYKEKPLUEVN
Tpagn.

LikelihoodToSelect: Aekadikog aplBuog o onoiog petafdalel Tnv mBavotnTa EMAOYAG TNG
OUYKEKPLUEVNG TIPAENG Kal Kupaivetal petafl O (1n emhoyn) kat 1 (moAv mBavn emioyn).

void AddPerformer(Agent performer)
H nuébodog autr BETEL TOV MPAKTOPO O OTOLOG TPAYUOTOTOLEL TNV TTPALN.
void AddAffectedAgent(Agent agent)

Me tn néBodo autr npootibetal otn Alota twv AffectedAgents o pAaKTopAg TTOU TTEPLEXETALL
oTO Oplopa tng pebdsdou.

void CreateExpectations()
void SetPersonalityPriorities()
void SetEmotionalPriorities()

OLmapamavw HEBoSoL apyLKoTIoLoUV TIG akOAOUBEC AlOTEG: CUVALOBNUATIKEG TTPOCSOKIEC
(EmotionalExpectations), mpotepaldtnteg Tng mpoowrikdtntog (PersonalityPriorities) kot
ouvaloBnuatikég mpotepalotnteg (EmotionalPriorities). Ou Aloteg autég dev
XpNoLpomolouvTal otnyv mapoloa VAomoinon, aAd amoteAoUv UALKO yia LEANOVTIKN €pguva
Kol vAormoinon.

Reaction

H kAdon auti kKAnpovopel amno tnv kAdon Action kot otoleloBeTel TIG avTLOpACELG TTOU
Umopel va epudaviosl 0 mMPAKTOPOC AmMEVaVTL o SpACELS Tpitwv. KAavel xprion Twv pebodwv
™G KAAong Action kat StadEpet LOVo we IPog to OTL SLaTtneEL TNV TAUTOTNTA TNG TPAENG
(Action) n omola tnv mpokdAeoe. H mAnpodopia auth dtatnpeitol oTnV MOPAUETPO
ReactionTo n omola gival tomou Action.

Event

H kAdaon Event opilet ta yeyovota ta onoio cuvoSelouV TIG IPAEELS TTOU lval SLABETLUEG
oTOV MPAKTOPA. Ta YEYoVOTa QUTA XPNoLomololvTal oTnV a€loAdyncn TwV CUVETTELWY HLOG
MPAENG, KaBwg Kal 0ToV UTIOAOYLOWO TNG EMISPACTC TNG OTN CUVALOONUOTLKY KATAoTAoN
€VOC TIPAKTOPA.

AkoAouBoUV oL TAPAUETPOL TIOU EUTEPLEXOVTOL OTNV KAGON QUTH.



Id: Aképalog aplBudg mou avamaplota TNV LovaSIKr TAUTOTNTA TOU GUYKEKPLUEVOU TUTIOU
YEYOVOTOG.

Name: AAdapBuntiki PeTaBAntn mou anoteAel To Gvopa Tou YEYOVOTOG.

Emotionallnfluence: Mwa dopr) Tumou Dictionary mou mepLéxet {evyn Twv TUTIWV
EmotionBipole (cuvaloBnuatikd imoAo) kat float (6ekadikdg aplBudg). Ta evyn auta
QVTLTPOCWTEUOUV TNV CUVALODNUOTIKI EMISPAON TOU GUYKEKPLUEVOU YEYOVOTOC O€ £Vav
TpAKTopa.

E2. Aoklpéc (Test cases)

Katd tnv uhomoinon tng BBALoBrkng (Emotional Agent Library) kpiBnke okomuun n
KOTQOKEUN KATIOLWY SOKLUOOTIKWY TECT TIOU VO TILOTOTOLOUV TN ALK AELTOUPYLIKOTNTA TOU
povtélou. Na to okomo auto, mpootédnke £va Unit Test Project oto solution tng epappoyng
oto Visual Studio, to omnoio é\aBe w¢ reference tnv Emotional Agent Library (6nAadn to
project pe évopa EmotionalAgentLib). Ta teot ta onola ypadtnkay ylo Tov EAeyxo g
vAormoinong tou povtélou mepthapBavouy ta ENG:

e Anuwoupyia SU0 VEWV TTPAKTOPWV.

e AN\ayn XOPOKTNPLOTIKWY TNE TIPOOWITLKOTNTAG TOU €VOG K TwV SUO TIPAKTOPWV.

e Apyxwkomnoinon neptpairovrog (Environment Classification).

e Aokwootikr 6paon: eniBeon tou mpaktopa 1 pog Tov mpdkTopa 2.

e AokwlooTik avtibpaon: avtidpoon Tou mpakTopa 2 TNV NPOtepn Spacn Tou
npaktopa 1.

e Aokwootikr) 6paon: enibeon Tou mpakTopa 2 TPOG TOV EAUTO TOU.

e AokwooTikn avtibpaon: avtidpaon Tou mpaktopa 2 pog tnv idla Tou TNV MPAadn.

Ta mapamdvw KAAUTITOUV T BOOLK AEITOUPYLKOTNTA TTOU TIPETIEL VA €XEL N UAOTIOINGN TOU
povtéAou Kkat emiPBefalwvouv OTL Tapayel alOTLOTA AMOTEAECUATA, TOUAGXLOTOV O€ £Val
Baowko eminedo (mapaywyng SpAcewv Kol cUVAKOAOUBwWV avtidpAcewv).
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MainLibrary.cs Constants.cs UnitTest1.cs* ModelBase.cs General.cs

& EmotionalAgentTests - #3 EmotionalAgentTests.UnitTest1 - @ TestAgentCreation()

o

T thgontCreationl). Unit Test Sessions - UnitTest]
UnitTest] ® X
OB»DPGE Ve @ L XEE 4+ E- O optins -
ary.GetDefaultRationalState(), E s ari@ 1 1 =0 >0 @0 e

ary.GetDefaultRationalState() UnitTest1 d
nitTest1 passe

InitializeTestActions();

agentl 1 sonal ary.DefaultPersonality, R
agent2 Ag 2 sonal ary.DefaultPersonality, R

4/ [7] EmotionalAgentTests (1 test)
agent2.Personality.Agreeableness = 0.1f; ® EmotionalAgentTests (7 test)
agent2.Personality.Conscientiousness 4 UnitTest1 (7 test) Success
agent2.Personality.Extraversion = @ x
agent2.Personality.Neuroticism TestAgenttCreation
agent2.Personality.Openness
agent2.FreeReactionSelection =
agent2.FreeActionSelection = s

agentl.SetEnvironment(EnvironmentClassification.Neutral);
agent2.SetEnvironment( ironmentC ification.Neutral);

primaryAction = agentl.Act( Agent { agent2 }, agentl.AvailableActions.First(a => a.Name onstants.ActionAt

(primaryAction == )

agent2Reaction =

(agent2Reaction

agent2Action = agent2.Act(new List<Ager { agent2 }, agent2.AvailableActions.First(a => a.Name == tants.ActionAttack));

agent2Reaction = agent2.GetActionFeedBack(agent2Action);

2tyutoturo (screenshot) oo tnv ektéAeon twv Unit Tests.




E3. Evowpdtwon tou povtélou oe Unity application
Elcaywyn Kat Xprion Tou povtéAlov o€ Unity project

Eloaywyn BLBALoBnkwv EmotionalAgentLib & MainLibrary oto Unity Project
Eloaywyn tou Unity package EmotionalAgent oto Unity Project

O¢omion véwv Actions & Reactions péow kwdika C#  xpron tTwv elcaxbéviwy
Anuloupyta Asttoupylwv Act & React mou kavouv Xpron tng AELTOUPYLKOTNTAG TWV
BLBALOBNKWV

Anuloupyia Agent GameObjects kal mpoodpTnon o€ AUTA Tou script
EmotionalAgentController

KaBoplopog Id kat Tipwv poviélou npoowrikotntog (OCEAN) yia kdBe mpaktopa

© Inspecto

. EmotionalAgentLib Import Settings

Select platforms for plugin

An

y Platform

Exclude Platforms
Edital

Standalone

Android

WebGL

Platform settings

=

Information

Path
Type

Assembly Info

PubBuioeis yia tnv etoaywyn tng BiBAtodrkne Emotional Agent Library oto Unity project.



Nepiexdpeva epappoyng Unity

H edappoyn autr KAVEL Xprion TpLoSLACTOTWY HOVTEAWV Kal KVoewv (animations) yla tnv
OVATIAPACTOCN TWV TTPAKTOPWY KAl TWV MPALEWV TouC. Tal LOVTEAQ TTOU XpNOLUOTIoLoUVTaL

elval £va poumot pe avdpikr popdr) pe ovopa Agent Y Kol Vol pOUTIOT yUVaLKELAG HopdNnC

pe ovopa Agent X.

Tptobdiaotato UOVTEAD yLa ToV yapaktipa Agent Y (pOUTTOT APOEVIKNG LOPPNC)

OL 6V0 autoi xapaktipeg SlaBEtouv pLo MoLKIAla SpAoswy Kol avTLOpAoewvY, n omola £xeL
kaBoplotei ota mMAaiolo auTthg TNG edapuoyng akoAolBwG.
A) Apaoelc: Xopog (Dance), Kohakeia (Flatter), ®Aept (Flirt).

Znueiwon: ta Suo uovtéda, kadwc kot Ta animations mou SLJETOUV TPOEPYOVTAL ATTO
v totooeAiba https://www.mixamo.com kat givat Stadéoiua SWPERV yLo EUTTOPLKN
aAAd kal pn eumopikn xpnon.



https://www.mixamo.com/

B) Avtibpaoelc: Zupdwvia (Agree), Eneudnuia (Cheer), Avaroylopog (Consider), KAapa
(Cry), Aladwvia (Disagree), Napaitnon (GiveUp), MNALo (Laugh).

I Koweég (pmopouv va xpnotpomnotnBouv ite wg §pAcelg elte wg avTdpAoEeLg): OUUOG
(ExpressAnger), Mpoadopad (Offer), MapakAnon (Plead), Emawvog (Praise), Emikplon
(Reprimand), OuAia (Talk).

KaBe pia amno tig mapandavw dpdoelg cuVoSEVETAL QMO CUYKEKPLUEVES TILOAVES QAVTLOPACELS,
omnw¢ dalvetal anod tov akdAouBo mivaka.

Apdon Avtdpdoslg

Xopog Eneudnpuia, OAept, Enikplon, Oupdg,
‘Emawog

Ouuog Ouuog, Khapa, Ouhia, NapdakAnon

KoAakeia r€Alo, AvaAoylopog, Emikplon

MNpoodopa Avoloylopog, Zupdwvia, Emeudnuia,
Aadpwvia

MapakAnon MNpoodopd, Avaloylopog, Tupudwvia,
Awadwvia, Enikplon

‘Emawvog Eneudnuia, MéAlo, Opdia, Emoivog

Emtikplon MNapaitnon, Availoylopog, KAapa, Ouuog

Outhia OultAia, AvaAoylouog, Néllo, KAaua,
Eneudnuia, Ematvog, Emikplon,
MNapakAnan, Npoodopa

KaBe pia amno tig npoavadepbeiosg mpaelg mephappBavel £va TPoKOAOUEVO YEYOVOC
(Event) to omolo oxetiletal pe éva ) meplocdtepa cuvalcOnuatika SimoAa (Emotional
Bipoles), 6nwc¢ paivetal otov mapoKATw mivaka.

Npaégn TuvalcOnuatika dimoAa Enidpaon
Jupdwvia Ikavomoinon, Euxapiotnon OeTkn
Eneudpnuia ‘Enapon, Xapd OeTikn
AvaloyLlopog EAnida OeTkn
KAdpa ‘Emapon, Avakoudlon Apvntikni
Xopog Qaupaopdg, Xapd OeTIKNA
Aadwvia Euxapiotnon, Ikavomoinon Apvntikni
Ouuog Xopad, EAtida, Ayamn Apvntikni
Kohakeia Euyvwpoouvn, Euxapiotnon OeTIKNA
OAept Xapad, Ayarmn OeTIKNA
Mapaitnon Ikavomoinon Apvntikni
M€Ao Xopa, Ayamnn OeTIKNA
Mpoodopa Euyvwpoouvn OeTIKNA
MapdkAnon ‘Emapon OeTIkNA
‘Emoivog Ikavomoinon, Avakoudlon, OetTIknA
‘Emapon
Emikplon Ikavomoinon, Avakoudlon, Apvntikni
‘Emapon
Ouhia Ikavomoinon, Euxapiotnon OetTIknA

KaBe pia amno tig mapandavw dpAceLg Kol avTtlOpAoELg AVTLTPOoWEVETAL LECA OTO project

amd £va oXeTIkd animation.




Agent Y: Cheer animation (Emeunuia)

Agent X: Consider animation (AvaAoytouoc)

H edappoyn kavel xprion tg npokaboplopévng npoowrikotntag (Default Personality) kat
NG TPOKABOPLOUEVNC CUVALCONUATIKAG KATAOTOONG TwV paktopwy (Default Emotional
State) ta omola epmeptéxovrat otn Bondntikr BLBAL0BRKN Main Library mou cuvodeuel To
Emotional Agent Library kot mapéyel xpnotikd fondnpata ylo eVowuaTwaon Kot ypriyopn
SOKLUNA TOU HOVTEAOU.

OL TpoKOOOPLOUEVEC TLLEG TOCO TOU TUTIOU TIPOCWITLKOTNTAC OGO KAl TNG CUVOLOONUATIKAG
KOTAOTOONG EVOL OVTUTPOCWITEUTLKEG TOU HECOU OPOU, XWPLC mapeKKAIOELG TPOC TO Avw A
KATW AKPO NG KAlpakag. Katd tnv ektéleon Tng ebapUoync, o Xpnotng XL T duvatotnta,



LLE TPOTIO TIOU TIEPLYPADETAL OTN CUVEXELQ, VO TPOTIOTIOLHOEL TNV APXLKI TIPOCWTILKOTNTO
HETABAANOVTAC TLG TIUEC TWV XOPOKTNPLOTIKWY TNG.

Xprion tou povtélou otnv epappoyn Unity

Mpokelpévou va xpnotpomnolnBel To povtého, SnuoupynBnke pa epapuoyn o neptBaiiov
Unity n omola mapouaotdlel tn Bactkr) AELTOUPYLKOTNTA TTOU IPOOPEPEL TO LOVTIEAD, TIOU
pmnopel va cuvduaotel pe onoladnmote GAAN AettoupylkotnTa emiBu el £vag
TIPOYPOAULATIOTAG VOl EVOWUATWOEL 0TO TaLXViSL Tou. MNa mapadelypo Evag
TIPOYPOUHUATLOTHG Ba Urtopoloe o€ £va TLALXVIOL pOAWV VOl ETUTPETIEL OTOUC XOPOKTHPEG TOU
va ipoPaivouv o SLadopeTIKEG TIPALELG avaAoya pe TNV HeTAEV Toug aAnAeniSpaon, He
EVTOG TOU TTOLXVLOLOU CUVETELEC.

Ytoweia Semadnc pe to ypnotn (interface elements)

A. Apxwn o6dvn
Ta Stadpaotikd otolxeia tng epappoyng (interactable elements) elvat ta €€AG:

e Agent X Action: Mpokalel Tov mpaktopa X va mpoPel og Lo mpagn Evavtl Tou
npaktopa Y.

e AgentY Action: Opoiwg, mpokaAel Tov mpaktopa Y va mpoPel o pia mpagn évavtt
Tou Tpaktopa X.

e Menu: ZUvdeopog mpog TV 000vn emIAOYH TLLWV YLO TA XAPOKTNPLOTIKA
TIPOCWTILKOTNTAC TWV TIPAKTOPWV.

To OTATIKA - EVNUEPWTIKA oTolxela (heads-up display elements) eival ta €€Ag:

e Tun oxéong mpaktopa X: avadEPEL TNV SEKASLKNA TLLLI TIOU QVTLTPOCWIEVEL TV
aroyin Tou mpakTopa X Po¢ Tov paktopa Y.

e T oxéong mpaktopa Y: opolwg Ye TO Mapamavw, ovVamopLloTd tnv anoln mou £xel
o mpaktopag Y yla Tov mpaktopa X.

e Apdon n avtidpaon mpaktopa X: 6w avadépovral oL mapayOUeveg SpACELC N
QVTLOPACELG TIOU EKTIOPEVOVTAL A0 TOV TIpAKTopa X.

e Apdon n avtidpaon mpdktopa Y: opoiwe, avadEpovral oL SPACELS Kol avTLOpAoELG
Tou mpaktopa Y.

e JuvaloBnpata mpakTopa-6£KTN: avadEpovtal Ta Kuplapya cuvalodnuata (Omwe
autd ekppalovral ano ta Emotional bipoles) mou npokaAel pia mpdgn otov
TPAKTOPA TIOU TN SEXETAL.

B. 006vn eMAOYAG TILWV TIPOCWTTLKOTNTAG

Ztnv 08ovn auth, epdavilovral ota SeLd kal aplotepd dUo oTHAEG amd undpeg (sliders)
OTLC OTIOLEG O XPNOTNC UIMOPEL Vot BECELC TIG TLUEG TWV XOPAKTNPLOTIKWY TPOCWITLKOTNTAC TWV
800 mpakTtopwv. AKOUN, UTIAPXEL £va kouTi emthoyn ¢ (checkbox) e to omoio pnopei o
XPNOoTNC va eTUAEEEL av eTUBUEL va TTEPLOPLOTOUY OL SPACELG KL OL AVTLOpACELG TOU KABE
npaktopa pe Bacn To MPOcno TN amoPrg Toug yla Tov GANO pakTopa, KaBwg Kot n
ETUAOYN QVTLOPACEWYV Va TtePLOPLlETAL O QUTEC TIOU £XOUV OOLO TIPOCNHO Kl Babuo
eMi®poonc He TG SPACELG TIOU TLC TIPOKAAECOV.

AkoAouBoUV eLKOVEG oo TNV XPHon Tou HoviéAou Emotional Agent oe uAomoinon elkovikKwv
Xopaktipwv oe reptBaiiov Unity.
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Mpaktopoac Y
Mpaktopac X

H oknvn (scene) tng eapuoyric ueoa oto npoypauua Unity ue emeénynuatikeéc Ae{avteg.




Agent Y Agent X
Action Action

Apxtkr odovn tne epapuoyng. Eivat opata to kouumnid Spacewy yLa Toug mpaktopes (X kot Y), kaBwe kot To kKouprti Tou pevou.




Agreeableness Agreeableness
G G

Conscientiousness Conscientiousness
[ —— [ ——

Extraversion Extraversion
NN G ———

Neuroticism Neuroticism
[ — [ [ ——

Openness Openness
L& G

Limit
reactions

*Changing personality features resets the relationship between
the Agents

OK Cancel

O ntivakac EAEyyou armo OrTou UITopOoUV Vo 0PLOTOUV T XUPAKTNPLOTIKA TNG TIPOOWITIKOTNTAC TOU KAJE MTPAKTOPA.




Please select an Action

Dance Flatter Offer

Reprimand

Automatic

To pevou emtdoync Apdong, oto omoio 0 xpHotn¢ UMopel va eMAEEEL UL GUYKEKPLUEVN Apaan 1 va mopaywpriosL tnv erttdoyn otov lNpdaktopa (Automatic).




+Gratitude

Agent Y Agent X
Action Action

Apaon amo Tov mpakTopa Y, mapaywyr cuvaloBnUaToc Kal avtidépaonc armo Tov mpdktopa X, SnULoUpYIa TIUWY OYEONG UETAEU TWV TTPAKTOPWV
(reputation).




Aoun edpappoyng Unity

H edappoyn mepthappBavel T€ooeplg KAAOELG:

KAdon Aewtoupyia

AnimationDone Mephappavel pebddoug mou kool
ard tov Animator Twv HOVIEAWV.

Constants Mephappavel otabepég mou

Xpnouomnolouvtal yla fondntikolg
OKOTOUG Kall yLla amoduyn cboApdTwy,
OTWG TLY. TA OVOLATO TWV MPAEEWV.

EmotionalAgentController Elvol eVowpaTwHEVO OTOUG XAPAKTAPES TNG
ebapuoyng. Xpnolomnoleitat yla tnv
0pXLKOTIOLNGN TWV MPAKTOPWY, KOBWS Kat
yla tn Het@doon evtoAwv yla animation.

SceneController KAdon mou kavel xprion tou Singleton
pattern, n omoia uAoTmoLel TO peYaAUTEPO
MEPOC TNE AELTOUPYLKOTNTOC TNC
epapuoyns.

Animators

KaBe xapaktnpog €xeL eVoWUATWHEVO TO S1KO Tou Animator, To omoio sival pia pnyavn
KOTO.OTAOEWV TIou KaBopilel tolo animation Ba mpaypatonolnOei, avaloya e TIG EVIOAEC
mou Aappavel and tov EmotionalAgentController Tou xapaktrpa.

O kaBe Animator €xet pa Alota mapaETpwy, oL oToieg ival Suadikou tumou (Boolean) kat
QVTLTPOOWTEUOUV TNV KATAOTOoN animation otnv omola BplokeTol 0 xapaktnpag. Xtnv
napouca epapuoyr, LOVO Lia TTOPAUETPOC EMITPEMETAL VA €lval oAnBr¢ ava maca oTLyun,
KATL Ttou opiletat and tov EmotionalAgentController omwg npoavadEpdnke. Edocov éva
animation oAokAnpw0Oei, N TLUA TNC MTAPAUETPOU TIOU TOU QVTLOTOLXEL EMLOTPEDEL OE TIUN
false kal €toL n pnxavn Kataotdoswv enotpédel oto animation adpavelag (idle).



Consider
Praise

Disagree

Reprimand

Flatter

ExpressAnger

H ypapikn avanapaotacn tou Animator yia tov nipaktopa X. Eivat opatrn n Suvatotnta aupibpounc UetaBaonc ano tnv kataoctraon adpaveiac (idle) o
OA&¢ TI¢ AAAEC KATAOTAOELC.




»» Animator

Layers Parameters
AnimationFinishec
Agree
Cheel

Consider

agree
ExpressAnger

Flatter

Plead

Praise

Reprimand

Tall

O napauetpol mou neptAauBavovrat oto Animator tou mpaktopa X.

Scene Controller

H kAaon SceneController meplapBdvel tnv mAslovotnta Twv peBoOdwy TNC edpapUoyng.
AkolouBei to Singleton pattern mpokelévou va dnuLoupyel LOVo €va aVTIKELLEVO, TO OTtolo
Ba eivat mpooBacipo amd Ta avtikeipeva Twv AAAWV KAACEWVY KATA TNV EKTEAEDN TNG
edappoyng. AkohouBsei pla avaAutikr avadopd otic pebddouc tng KAGong auTAG.
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Aettoupyia

void SetupActions()

Anpoupyel TG mpagels (Apdoels kot Avtidpacelg)
TIOU XpnoLomoLlouvTal otnv epappoyn Kal
apxkorolet tn Alota mpdewv (AvailableActions).

void SelectAgent(int agentld)

Mpaypatomnolel TNV emIAoyn TOU XapaKTPo O
omolog pokeLtal va poPel o€ Lo mpagn,
gudavilovrag kal to avriotolyo panel tou Ul, and
OTIOU 0 XPNOTNG UTToPEL va eMAEEEL TNV TTPAEN TIOU
emBU el va mpaypotomnotnOet.

void AgentAct(string actionName)

Awaxelpiletal TNV mpaypatonoinon tng mpagng
QIO TOV ETIAEYUEVO XAPAKTHPA,
T(POLYLOTOTIOLWVTOG TNV TPAEN TIOU €XEL TO OVOUA
Tiou 5608nkKe oto dplopa. Av To OpLopa Elval KEVO,
TOTE 0 MPAKTOPAC EMAEYEL QuTOMATA pHia tpagn. H
HEB0BSOG auTh KAVEL Xprion TNG BLBALOBNKNG
Emotional Agent Library yla tov kaBoplopd tng
npaéng mov Ba emilexBel kal, PETA TNV €MIAoyN
NG, OTEAVEL EVTOAN YLa EKTEAECH TOU OXETLKOU
animation otov EmotionalAgentController Tou
nipaktopa. TEAog, kaAéL tnv péBodo DisplayAction
T(POKELLEVOU VA EUPAVIOTEL TO OVOUA TNG TTPAENG
oto Ul, evnuepwvovtag Tov xpRotn.

void InitializeReactions()

KaAsital ano tnv kAaon AnimationDone otav €xet
oAokAnpwbBei To animation piag Action,
KLVNTOTIOLWVTOC TO NXOVIOUO TApaywWYnS
avtidpaong.

void DisplayAction(string
actionName, string rep, int agentld)

Eudavilel ta mAnpodoplakd Sedopéva piag
npagng oto Ul tng edpappoyng.

IEnumerator ResetUI()

KaAeitat anod tnv pébodo InitializeReactions.
Enavadépet to Ul otnv apyikn kataotaon,
oBnvovrtag npoodeutika (fading) tig
YPOUHOTOOELPEG TWV EVNIEPWTLKWY KELLEVWY TOU
ul.

void AgentReact(int agentld)

KaAeital amno tnv pébodo InitializeReactions yla va
SLOXELPLOTEL TNV Tapaywyr KLag avtidpaong amno
Tov paktopa mou Slabétel to agentld mou Sivetat
oto oplopa. Edocov mapayBel avtidpaon, divetat
EVTOAN Yla TO avTioToL o animation Kat
sudavilovral ol oxetikeéC mMAnpodopieg oto Ul.

void ToggleActionButtons(bool
toggle)

Epdavilel i e€adavilel ta KOUUTLA ETUAOYNAG
XopaKtnpa Kat eudaviong Tou PevoU eMAOYAG
npagng.

void ToggleActionsPanel(bool
toggle)

EpdavileL ) e€adavilel To pevou emhoyng
npagng.

void OpenMenu()

Avolyel To pHevol HeTOBOAAC XOPAKTNPLOTIKWY
TIPOCWTILKOTNTOC KAL OPXLKOTIOLEL TOL CUPOLEVOL
nieplOwpla emhoync.

void CloseMenu()

KAeilvel To pevol HeTOoBOAAC XOPAKTNPLOTIKWY
T(POCWIIKOTNTAC.




void SavePreferences() AmoBnKeUEL TIG TIUEG TTOU €XEL ETUAEEEL O XprOTNG
YLOL T XOPOKTNPLOTIKA TTPOCWTTILKOTNTOC TWV

TIPOKTOPWV.
void KaBopilel Tov neploplopd Spdoswv Kat
LimitReactionsToggleChanged() avTISpACEWV pe BAON TO TEPOGNLOG TOUC.
void SetSliders() ApXLKOTIOLEL Tl oUPOPEVA TTAALoLO TWV

XOPOAKTNPLOTIKWY OTO HEVOU UETABOANG

XOPOAKTNPLOTIKWY TIPOCWTILKOTNTAC.

void KaAettat anod tnv SetSliders. Apywornolei to

SetSlidersForAgent(GameObject oupdpevo mAaicto (controls) mou avtiotol et otov

agent, GameObject controls) , . . .
agent mou Sivetal oto OpLopa, e BAON TLG TLLEG

TWV XOPOKTNPLOTIKWY TNG TIPOCWTILKOTNTOC TTOU

SloBgteL

void . AToOnKeVEL TIC TLHEC TTOU £XouV eTiAexBei amod to

SaveSllder‘sFor.‘Agent (GameObject XPAOTN WG TIEC TWV XOPAKTNPLOTIKWV TNG

agent, GameObject controls) . . , .
TIPOCWTTLKOTNTAG TWV TpakTopwy. KaAeital amno

tnv CloseMenu, étav o xpHotng KAeivel To pevou

UETABOANG XOPOKTNPLOTLKWY TIPOCWTIKOTNTOG.

Akoun, o SceneController StaBétel Ta akoAouBa davepad (public) media, To MepleXOUEVO TWV
omoiwv opiletal péoa otov Unity Editor:

GameObject[] AgentGameObjects — koTaxwpouvtal oL U0 XAPAKTAPES - TTPAKTOPEG.

GameObject[] AgentActionTexts — kataxwpouvtaL To BonONTIKA KEIPEVA TWV UTIO EKTEAEDN
npatewv.

GameObject[] ActionButtons — kataxwpoUVTAL Ta KOUWTILA EMAOYNG Kal §pAcnc mou
QvTLOTOLYOUV OTOV KABOE MPAKTOopA.

GameObject[] AgentRepTexts — kataywpouvTal Ta Kelpeva mou adopouv To reputation - Tnv
TLUI TIOU avTLoToLXEL 0TOo eminedo TNC ox£oNC avAapeoa oToug U0 TPAKTOPEG.

GameObject EmotionText — kataxwpeital To Keipevo mou avadépel ta cuvalodriuata mou
nipokaAsi pio Spaon.

GameObject MainPanel — kataywpeitol To apxLko meplexopevo tou Ul.

GameObject MenuPanel — kataxwpeltal To Levol TPOTMONOINCNG TWV XOPAKTNPLOTIKWY
TIPOCWTILKOTNTOC TWV TTPAKTOPWV.

GameObject ActionsPanel — katayxwpeital to panel pe tic Stabéoipeg Actions mou pmopet va
eTUAEEEL 0 XPAOTNG YLaL TOV ETILAEYLEVO XOPAKTHPO.

GameObject ControlsY — katoywpouvtal Ta cupopeva niedia (Slider components) pe ta
omoio 0 XproTNG WIMOPEL vt pUBUICEL TOL XOPOKTNPLOTIKA TN TIPOCWIILKOTNTOC TOU TTPAKTOPA
Y.

GameObject ControlsX — opoilwg e To Tapanavw, yLa tov mpdaktopa X.

GameObject LimitReactionsToggle — kataywpeital To KOUTL eMAoyNg o, av evepyomnolnOel,
nieplopilel Tic Slabéoipeg AVTISpAOELG O QUTEC LOVO TIOU €X0UV SLa xpold (BeTikn 1
pVNTIKA) KE TN ApAon ToU TLG TIPOKAAECE.



< Unity 5.6.1f1 Personal (64bit) - Scene.unity - EmotionalAgent - Android <DX11 on DX9 GPU> = X
File Edit Assets GameObject Component Tools Window Help
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O SceneController Bpioketatl evowuatwuevog oto GameObject e ovoua SceneEngine. 3tnv elkova aivovtal To epLeYOusva Tou SceneController uéoa
otov Unity Editor.



O Emotional Agent Controller tou lMpaktopa X katd TNV EKTEAEON TNG EPapuoyn¢ atov Unity
Editor.



>T. ATMOTEAECUATO KOLL OUUTIEPATHLATAL

2T1. A&LloAdynaon xpriong Tou OVTEAOU

To povtéo Sivel 0TOUG MPOYPAUMOTIOTESG TH SUVATOTNTA VA 0ploouV TIG SPACELG Kall
avTISpAOoEL TTOU eMLBUOUV KOl VA TIC CUCXETIOOUV HE cuvaloBnuata Tou poviéAou OCC,
EVW TApAAANAQ UmopoUv va BE00UV TILEC OTOUG TIEVTE TTAPAYOVTEC IPOCWTIKOTNTOC TOU
povtéhou OCEAN, oToLELOBETWVTAC TNV TPOCWIILKOTNTO TWV TPAKTOPWV. Zav MPOcOEeTo
epyadeio katd tn Snuloupyia nAektpovikwy maxvidiwv (add-on), n uhomoinon Tou
povtéhou propel va aflohoynBel wg Slaitepa xprioLn Kot MPWTOTUTH, KOBwWE pnopet va
OUMUBAMAEL otV Snuoupyia kal antddoaon 1o aAnbodpavwyv avBpwmvwy XapaKTipwy,
kaBwg eniong kat va tpomomnolnBel wg mpog tig SlabEotpeg MPAEELS £TOL WOTE Va TALPLATEL
o€ onolodnmote cuoTNUA.

2T2. AuvatoTNTEG EMEKTOONC KAL TUNHATIKAG dladopomoinong ToU LOVTEAOU
To mapov Hovtédo aAnBodoavwy MPOKTOPWY UMOPEL va eMeKTABEL THNUATIKA Kot vo AdBeL
TIPOOAPTHOELC OL OTtoleC Ba SlevpUVOUV TN XPNOTLKOTNTA TOU. € ePIMTWon A.X. TTou
nipaypotononBel pia €ykupn cuox£tion avapeoa ota povtéAdo OCEAN kat OCC, To povtélo
oUTO Ba puropouce va XxpnoLUomoLnBel Kal oTnv €peuva TNG avBpwvng cupumepLdopag.
Jtnv napovoa popdr Tou, To LOVTEAO TIPoodEPETAL VLA XpHonN o€ KABe PndLako
nieptBaAlov 6mou SpouV XAPAKTAPES LUE OVOPWTILVN TIPOCWTIKOTNTA, OTIWG TT.X. OF
NAEKTPOVLIKA Ttatyvidia.

Z. MeMovTIKN epyaocia

Z1. Avalntnon akplPwv oxéoewv PLeTAEL Twv povtéAwv OCEAN & OCC

To HOVTEAO TOU avarmtUXOnKe MapamAvw MAPoUcLAleL TNV LSLlattepdTnTa 0Tl cUVSUALEL TNV
Bewpla Twv MNévte Meyalwv (Big Five) TUMWV MPoowTIKOTNTAC LE TO CUVOLOBNUATIKO
povtého OCC, kAvovtag Xpron Twv Mopomavw yla TNV VAomoinon Kot th Asttoupyia twv
aAnBodavwv mpaktopwv. QOTOC0, 0 CUCXETLOMOC QUTOG yiveTal e ad hoc mapadoxEg kot
OXL Ue BAon sTLOTAPEVN KOL £YKUPN ETLOTNUOVIKA £pEUVa, N omoia Ba amattolos xprnon
/KoL KATOLOKEU PUXOUETPLKWY TECT, XOPAYNON TOUC O€ LKavo Seiya Kal OTATIOTIKN
QVAAUON TWV ATOTEAECUATWY yLa va e€axBoUv oL akpLBeic oxEoELS AVAPECSO OTOUG TUTIOUG
MPOOWTILKOTNTAC TOU povtédou OCEAN kat Ta cuvaloBrpota tou povtédou OCC. H epyaoia
QLUTH) ATIOTEAEL TTPOATTALTOULEVO TIPOKELEVOU TO TIAPOV OVTEAO VO UTTopEL va
XpnoLpomnolnBel otnv KAWVIKA €peuva I o€ EEOUOLWOELG TNEG AVOPWTILVNG CUTEPLPOPAC.

Z2. Avalntnon akplBwv aiyopiBuwy umoloylopol twy dladopwy eMOPATEWY
KQTA TNV €TUAOYH TIPAENC

Y1a mAaiola KatoxUPwWaong TG EMLOTNUOVLKAC EYKUPOTNTOC TOU HoVTEAOU, Kpivetal emiong
amapaitntn n aveupeon akpLRWV aAyopiBuwV UTTOAOYLOMOU TWV ETULOPACEWY KOTA TNV
AN anodoong yla tnv tEAeon pLog mpaéng. Itnv mapovoa UAOTIOLNGN, O TIPAKTOPAS
AapBavel anodpdoelg Bétovrag pia T yia tnv mbavotnta emloyng yio kaBe mbavn
TPAEN Kal KATOTILY ETUAEYEL pia amo Tig SlabEoLueg MPAEeLS, e ouvteAeoTr) BapuTnTag TtV
TAPATIAVW TLUA.

Z3. Xpnon tnc MvAung Mpdéewv ylar LeETABOAN TwV TBAVOTATWY ETUAOYNAC
MNpdtewv (pe xpron tng ActionsMemory)

Mta Suvatotnta eNEKTAONG TOU povtéAou Ba Tav n uAomoinon tng LeTABOARC TwV
muBavotritwy emloyng pag dpdong f avtidpaong pe Bacn tn Mviun MNpdfewv



(ActionsMemory). Ztn Mvnrun Npaéewv dtatnpouvtal oL S1apopeg SPACELG KAL AVILOPACELG
TIOU £XEL TIPOYLATOTIOL|OEL O TIPAKTOPAC, CUVSUOCHEVEG LLE TOL CUVALOBAATA TTOU TOU
TIPOKAAECQV Ol CUVETIELEG TNG EKTEAEDHG TOUG. QOTOCO otnV apoloa uAomolnon Ta
debopéva autd eV XpnoLomoLlouvTaL Katd TNV AP n anddaong yla TNV mapaywyr] KLag
Spaong n avtidpaonc.
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