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1. NEPIAHWH

H TTapouca dMTAWMOTIKA ava@opd £xEl wg OTOXO TNV TTEPIYPAEPN Kal TN dnuioupyia evog EIKOVIKOU
ePIBAAAOVTOG aTnv Apxaia ABriva. AUt n onuavTikr TTOAN TOU apxaiou KOO HOU TToU YEvvnOE T
AnuokpaTia Kal KUpIGpXNoe oTo EUTTOPIO, TOV TTONITIOUO KAl TIG TEXVEG, £ypawe TTAPAAANAA I0TOpPIA HE
Tov Xpuad Aiwva Tou lNepIkAA, evog onuavTikou TTOAMKOU, priTopa Kai aTpaTtnyou. H avatmuén twyv
TEXVWV KAl TTOMWV OIKOSOUNKATWY YVWOTWY O€ TTAYKOCO IO TTITEDO, CUVERN Ta Xpdvia TNG £¢ouaiag
TOU.

MNa TNV TEIOTIKOTEPN AvaTTapdoTaon TNG Jo pgpoTToinong, diveTal n 1816TNTA TOu APXITEKTOVA O€ £VAV €K
TWV XaPaAKTAPWY TNG TTpocgouoiwong. ‘ETal, n TéAn oxnuaTtieTal yTrpoaTd aTa paTia Tou Bearr). O
APXITEKTOVOG SIOBETEN hIa OuAda XOPAKTPWV -aTOPWY TToU Tov fonBouv aTnv uAoTToinon Twv
KATAOKEUWYV, TTOU JECA ATTO TNV EPTTEIRIA KO TNV TTEIPA TTOU ATTOKTOUV OTAdBIAKA OTN OIAPKEIR TNG
TTPOCONOIWONG, KATAAYOUV VO £XOUV HIG TTOAU KOAr @rjpun oTnv TTOAN. H uAoTTOINON KOI K ATOOKEU
0IKOOOUNUATWY OPWG, YiveTal TTAPAAANAG e TV UTTOAOITTN (Wi TOUG, TTOU OTTOTEAEITAI OTTO TOV
€AeUBEPO XPOVO TOUG Kl TNV EEKOUPAOT) TOUG.

MapdAANAQ 0 XPOKTAPOG-OPXITEKTOVAG AOXOAEITAI E TN YAUTITIKHA Kal TOV EAEUBEPO XPOVO TOU KOO e
Me ayaApata Tnv ABrva. Ta aydAuata autd KAvouv TTIo TTEIOTIKO TO OKNVIKO TNG apyaiag Ayopds Tng
ABnvag. ETriong, avaAloya pe Tn 6 paompIoTNTA TWV XOPAKTAPWY £XOUV XPNOIKOTTOINBEI KOl OXETIKOI
NXO! TTPOKEIPEVOU 0 DEKTNG TNG EPTTEIPIAG Va BIioel Ye KaBe duvard TpoTTo TN wr) TnNG TOTE ABrvag.

O 1pd 110G (WG TOU OPXITEKTOVA KOl TWV UTTOAOITTWV XAPOKTHPWY O10PEPOUV aPKETE. EKTOG aTrd TO
TTPOYPAMMATIOTIKO KOUMAT TNG EPYATiag, OKOTIOG Eival va avadelxOei Kal 0 TPOTTOG TTOU O TTONITEG TNG
Apxaiag ABrivag (ouoav ekeiva Ta Xpovia.

H dimmAwparikn yivetaiyia 1o Mpdypauua MetarrTuyiakwy Z1roudwy Tou MavemaoTtnpiou MNeipaiwg.
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2. ABSTRACT

This Master’s thesis aims to describe and create a virtual environment in Ancient Athens. This
important city of the ancient world, which gave birthto democracy and dominated trade, culture and
the arts, also made history with the Golden Age of Pericles, an important politician, orator and general.
The development of the arts and many world-famous buildings occurred during the years of his rule.
For the most convincing representation of the formatting, one of the characters of the simulation is
given the status of Architect. Thus, the city is formed before the eyes of the spectator. The architect
has a group of characters-individuals who help himin the implementation of the constructions, who
through the experience that they gradually gain during the simulation, end up having a very good
reputation in the city. The implementation and construction of buildings, however, takes place in
parallel with the rest of their lives, which consists of their free time and their rest.

At the same time, the character-architect deals with sculpture and in his free time adorns Athens with
statues. These statues make the setting of the ancient Agora of Athens more convincing. At the same
time, depending on the activity of the characters, similar sounds have been used in order for the
recipient to experience in every possible way the life of Athens back then.

The lifestyle of the architect and the other characters are quite different. Apart from the programming
part of the work, the aim is to highlight the way the citizens of Ancient Athens lived in those years.

The diploma is for the Postgraduate Program of the University of Piraeus.
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3. EIZArQrH

3.1. FENIKA-OPOAOTIA

3.2. MAIXNIAIANMPOZOMOIQZHZ

Ta TTaixvidia TTpocouoiwaong (simulation video games) atroteAOUV HIa UTTOKOTNYOPIC TWV
BivreoTTaiviOIWV Kal £XOUV aXeOIOOTEI TTPOKEIUEVOU VA TIPOCOUOIWVOUV dpaaTNPIOTNTEG TOU

TTPay HaTIKOU KOO HOoU. TETOIOU €idoug Traixvidia avTiy pdgouv dIdgo peg dpaoTnpIdTNTESG ATTd TN {WH YOG
yia O1a¢popoug OKOTTOUG OTTWG EKTTaIdEUAN, avaAuan ) TTIPORAEWN. Z 'auTd Ta Traividia o TTaikTng
MTTOPEi EAEUBEPQ va xelpifeTal Eva xapakTrpa A éva TTepIBAAOV , TTapadeiyuaTa gival Ta TTOAEUIKG
TTaixvidia, Ta business kai Ta TTaixvidia poAwv. Kard 1o TTapeABOv TTaiy vidia TTpOCOH0iwong €X0uUV
XPNOIMOTTOINOEN WG PEAETEG TTEPITITWOEWV (case studies) , evw TTapaANAa £xouv yivel CUYKPIOEIG Twv
TTAIXVIBIWV TTPOCOHoIWoNG HE AAAOUG TPATTOUG BIDOCKAAIOG .

3.2.1. TA NMPQTA NAIXNIAIA

21a péoa Tng dekaetiag Tou ‘80 n eTaipeia Codemasters kai o1 Andrew Nicholas Oliver kai

Philip Edward Oliver Trapouciacav £vav apiBué Traixvidiwv Pe TNV ovopacia “Simulator” otov TiTAO,

Ta BMX Simulator(1986), Grand Prix Simulator(1986) , kai Pro Boxing Simulator(1988). ATro 1a 1To
YVWOTA TTaIXVidia TTPOCOM0Iwo NG TTou OA0I £XOUME TTAIEEI KATTOIO OTIYUN OTN (Wi YOG gival TO
SimCity,éva Traixvidl 61ToU 0 TTaiKTNG XTiCEl PiIa TTOAN Kal TO 0TI0io KUKAO@OpNoe To 1989 , KaBwg kain
oeIpd TTaixvISIWV Sims TTou avrkouv aTnv Katnyopia life simulation. Anuioupydg Twv TTaIXVISIWY AUTWY
gival o Will Wright.

3.3. ANQTEPA ENINEAA NYPAMIAAZ MAZAOOY

O Apgpikavog wuxohoyog ABpadu Mdaohoou ( Abraham Maslow ),16puTtrg TNG AVvBpWTTIOTIKNAG
WYuyxoAoyiag, TTpaypaToTrolwvTag KAIVIKEG HEAETEG E OKOTTO VA ATTOKWOIKOTIOICEI TOUG TTAPAYOVTEG
TTOU TTAPAKIVOUV TIG AVOPWITIVEG CUPTIEPIPOPES , KATEANEE OE TTEVTE KATNYOPIES : TIC QUCIONOYIKES , TIG
AVAYKEG AOPAAEIAG 1 O1IYOUPIAG, TIG KOIVWVIKEG, TIG AVAYKES EKTINONG 1 AvayVWPIONG KAl TIG AVAYKES
0AOKANpWONG. TNV Tapouca pyacia Ba PIAfjooupe Aiyo Mo avaAuTIKA yia TIG BUO TEAEUTAIEG
KQATNyOopiEg avayKwv.

3.3.1. ANAFKEZ EKTIMHZHZ ‘H ANAINQPIZHZ

KdaBe dvBpwTiog TTpETTEl vV £XEI IO EKTIUNGT YIO TOV €QUTO TOU, Mia avAyKN VIO QUTOEKTIMNON N
avayvwplion. AUTEG 01 avAyKeG oUVOEOVTAI UE TNV WUXOAOYIKF) oUOTaoN Tou KABE avBpwTou. H
QUTOEKTIUNON O PWG, €ival KATOOKEUQOUEVN €V UEPEI OTTO TNV EKTIMNON Twv AAwWV , dnAadn o
AvOpwWTTOG TTPETTEI VA avayvVWPIZETal, VA €XEI AUTOEKTIMNGN, va aloBAaveTal £yKUPOG aTNV KoIvwvia. Edv
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TO ATOMO OEV IKAVOTIOIEI GUXVA QUTH TNV avAyKn ep@avidel aioBruara duatuyiag, XaunAnig
QUTOEKTIPNONG KaI a1oBAVETAI KATWTEPOUS ATTO TOUG AAAOUG.

3.3.2. ANAFKEzZ ONOKAHPQZHZ HAYTONPArMATQZHZ

To emiredo autod atmoTeAei , Kard Tov MAoAoou, Tnv 0AOKApwaN TNG TTPO CWTTIKOTATAS TOU avOPWTIOU,
TNV KATAKmMOn Tou 0pduaTog Kai Tou 16avikou. OuCIaoTIKA €ival N TTPAYUATOTTOINON TWV TTVEUUOTIKWY
,WUXIKWV Kl CWHATIKWY SUVATOTTWYV ToU avBpwTTou ,kabwg Kal n aiobnon tng TTANEOTNTAG TTOU aUTH
ouvetrayetal. [.x. n eUpeon epyaciag divel 0TOV AvBPWITO Ia ECWTEPIKN TTANPATNTA.

3.4. EMMNEIPIA KAl ®HMH

34.1. OPIZMOZ EMNEIPIAZ

Eumeipia ivar n yvwaon kai n 8€§6tNTa TTOU OTNPIdETOI OTNV TTAPATAPNON KAl GTAV TTPAKTIKA £§G0KNON
KQl aTTOKTATOI JE TNV TTAPOO0 Tou Xpovou. I1.x. £vag TexviTNG pabaivel T SOUAEIA , TTOPATNPWVTAG TOV
ETTIKEPAANG TTOU €ival £CEIBIKEUPEVOG TTAVWD OTO EKACTOTE AVTIKEIMEVO , EVWD OTN OUVEXEIT DOKIMACEI va
PEpel €16 TTEPAG TN SOUAEIG pOVOG Tou. MpoPavwg Kal aTTaITEITAl £va XPOVIKO SIA0TNUA TTPOKEIUEVOU VA
BeATIWOE(, va pabel karvoupia TTpayuoTa Kal TTOAAEG o pég va diIdaxOei atto Ta AdOn Tou. ZTnv
ETTIOTAMN N EPTTEIRIA £XEI OTEVA OXEOT , TO OTTOI0 CUMTTANPWVEN TNV TTaPaATPNOoN. H eutreipia £xel Kal
OeUTePN £vvola TToU €ival TO Biwya Piag KaTAoTaong, €ival KOPPAT dnAadr TNG GUVONIKAG EUTTEIRIOG TOU
avOpwTTou. ZToV KAGOO TNG PIAOCOYIAG , EPTTEIRIO €ival N yVWON TTOU ATTOKTATAI aTTd TV AloBnTNPIaKA
avtiAnyn n ye TNV TTapatipnaorn. TEAog atov KAGdo Twv online BIvTEOTTAIXVIBIWY , O KABE TTAIKTNG
TTPoCTTaBEi va QTACEI 0TO OTOXO TOU PEPVOVTAG OE TTEPAG DIAPOPES ATTOOTOAEG JEOT ATTO TIG OTIOIEG
KePDiel TTOVTOUG euTTEIpiag ( experience points 1] xp) .

3.4.2. ZYITKPIZH EMNEIPIAZ KAI NEIPAZ

H meipa dnAwvel TN yvwaon TTou aTToKTATal OTAOIOK G ATTO TTOAEG EUTTEIPIEG I TO GUVOAO TWV EUTTEIPIWV
oTtn {wr} evog avBpwTrou. Me GAAa AGyIa, aTTOTEAET TN CUCCWPEUNEVN YVWon evog avBpwrTou, Tn
oUvOEON Kal TO KATAOTAAQYHO TWV EUTTEIPIWV TOU. [.X. «€ival vEog akOpa, Bev £XEI TNV TTEIPA TNG
CWwnG», «ol ouVAdEeAPOI TOUu BEwpPOoUV OTI £X &l HOKPA TTEIPa, TTPAY A TTOU TOU ETTITPETTEI VA avaAdBel T
d1eUBuvon TNG ETTIXEIPNONG. ».

To ouCIaOTIKG EPTTEIPIA, WG ETTIUEPOUG E£VVOIQ, £XEITTANBUVTIKSG apIBUO a@oU TTOMEG PO PEG KAVOUE
AOYO yia euTTEIpiES , O€ QVTIBEON E TO OUCIACTIKO TTEIPA TTOU GUVAVTATAI JOVO O€ EVIKO apIBué Kabuwg
gival yevikiy — TTEPIANTITIKN £vvola.

34.3. OPIZMOZ ®HMHZ

To ouaIaoTIKO Qriun €XEI APKETEG epunveies. H TpwTn avagépetal ata Adyia Tou diadidovTal
Q1o OTOUA O€ GTOUO XWpig va gival diaoTaupwuéva. H delrepn, TTou Taipidlel otn diaTpifn, ivain
evTUTTWON TTOU ETIIKPATE OTOUG AAAOUG aVBPWTTOUG Yia TV TTOIGTATA KAl TO X PAKTHPA KATTOIOU, TO
«KOAAO» 1] «<KAKO GVOUO» TTOU £XEl ATTOKTHOEI KATTOIOG.
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3.5. EMNIAONH MHXANHZ NMAIXNIAIOY

H Unity 3D eival pyia kopugaia pnyxavr] aixvidiwy Trou avamTuxonke atod tn Unity Technologies To
2005. H Unreal €ival eTmiong pia Kopugaia pnxavn Taixvidiwy Tmou avarrTixdnke amréd tnv Epic Games
10 1998. 10 TTAQioIa aUTAG epyaciag TTpoTINABNKE N Unity. Auté yive yiaTi apyikd, uttootnpilel 3D
Gaming Development 61Twg ival Kai n egapuoyn TTou €xouue QTIAEEL. ETTTAOV, UTTAPYXEI OE OAEG TIG
yvwoTéEG TTAaT@OpuES ( Android, iIOS K.4.), evw apxikd kukhogopnoe yia MacOS. ‘Eva akéua
onNUavTikS TTAEOVEKTAUA €ival OTI UTTAPXEl IO TEPACTIA KOIVOTNTA TTOU A OXOAEITAI hE T dnpioupyia
TraixvIOIwv g€ Unity kaBuwg kail £vag peyaAog apiBuog aTtro tutorials rpdyua TTou anuaivel 0TI N XprRon
Kal n e€olkeiwon Padi e TN CUYKEKPIPEVN TTAATPOPUA ival EUKOAR, EIOIKA 1O 0pXAPIOUG XPOTES.
TéNog, n xprion TNG YAwooag C#, TTou gival TT10 aTTAr] YAwooa TTpoypaupaTiopol atrod v C++ 1ng
Unreal Engine, €ival éva eTTiong onuavtikd TTAEOVEKTNUA Kal Sivel TNV EUKaIPIa Kol 0€ apXApIoug
TTPOYPAMMATIOTEG VA aox0AnBouv e Tn dnuioupyia 2D kai 3D traixvidiwy. MNa tnv epyacia
XPNOIUOTTOIRBNKAV aPKETEG OIAPOPETIKEG EKOOTEIG, AAAG N TEAIKN TNG MO PPN TTPAYHATOTTOINONKE OTNV
2020.1.5.1.

3.6. FENIKH IAEA KAIIZTOPIA

3.6.1. XPYZOZ AIOCNAZ TOY NEPIKAH

Bpiokdpaote otnv ABriva kard Tov 50 aiwva 11.X. To Agyduevo kal « Xpuoo Alwva Tou MepikA». H
TOAN NG O@cdg ABNVAG Ba KaTapEPEl va yvwpioel, UTTO TNV apxnyia Tou trepignuou prtopa MepikAn, TN
peyaAUTepn 86&a 1Tou Ba yvwpile TToTE! ‘Evvoieg dTTwg BouAr, Apeiog MNayog, Téxveg, ©¢arpo Ba
eTnpedaouv OxI hovo Tnv EANGSA, aAAG 0AOKANPO Tov KOG po. O TToAITIoHog TNG ABrivag duwg Ba
@Tacel 010 Zevib Tou pe TN yévvnon g Anpokpartiag. Tnv idia repiodo Ba {rioouv peydAol EAANVEG
OTTWG o1 TPaywdOi ZoPOKANG (496-406 T1.X.) kKal Eupitriong (480-406 11.X.) , 0 ©@oukudidng (460-395
1.X.) évag ammd Toug Kopugaioug I0Topikoug TNg Apxaiag EAAAdSag kal o ApioTogavng (450-380 11.X.) o
MEYOAUTEPOG KWUIKOG TToINTAG TNG Apxaiag ABAvag. TepdaoTia £pya Ba dnuioupynBouv ekeivn TNV
ePiodo TTou Ba aAAGEouv OxI o vo TNV 1oTopiag TNG EANGSAG , aAAG kal OAOKANpou Tou KOouou. To
KOpU@aio pvnueio Tou koo uei TNV ABriva XTioTnkKe TTpog TIUr TNG Oedg ABnvdag kai gival o MNapbevwvag,
O IkTivog Kal 0 KaAIKPATNG aTTOTEAEGAV TOUG APXITEKTOVEG Kal 0 YAUTTTNG Pe1diag £@Tiate Ta YAUTTTA
TTOU OIOKOOUOUCOY TOV ECWTEPIKO KAl EEWTEPIKOU XWPOU TOU PVNMEiOU. ATTOTEAET HEXPI KOl OAPEPA TO
onua Katatedév TG ABrvag.

3.6.2. ENZQMATQZH ME TH UNITY

2KOTTOG QUTAG TNG EPYQTiag gival va KAVEI JiIa avaTTapdaTaon Yia TO TTWGS oxnuaTioTnke n ABriva Twv
apxaiwv Xpovwy, PE TNV TTApOUCia onUavTIKwy avepwTTwy TTou BEAncav va augfioouv To KUpog Kal va
avadeitouv TN dnuokpaTia kKal Tov TTOAMouo TG EAAGSOG. 2Tnv TTpocopoiwon uttdpyxouv duo
KQTnyopies- o uAdEG:

o O Qeidiag, £vag apyITEKTOVAG-YAUTTTNG

e Mia opdda TTou aTToTeAEITAI OTTO TTEVTE EPYATEG-XTIOTEG.

O ®e1diag wg pévTopag Kal yvwaoTng TG APXITEKTOVIKAG ETTIOTrUNG, atmogaaidel roio 8a gival To
ETTOPEVO KTipIo TTou Ba XTioTei. Evnuepwvel Tov EEapxo, Tov apxnyod TNG opadag Kai Aol padi
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KaTeuB UvovTal TTPOG TO PEPOG TTOU Ba KaTaokeuaoTel TO vEO KTiplo. Apxifouv va epyalovTal, £XOVTag
OitrAa Toug 1o ®<1dia TToU TOoug divel 0dNYiES yIa TO TTWG VA TTPOXWPHOOUY OTNV KOTAOKEUN.
H Cwn otnv Apxaia ABriva, dev gival dpwg povo douleld. MNa autd 1o Adyo, @eUyovTag aTrd 10
EPYOTALIO, Ol BUO KATNYOPIEG-OUABES, AKOAOUBOUV £va BIAQOPETIKO TTPOYPAUUA:
e O ®e1diag TnNyaivel o€ £vav TTPOCWTIIKG TOU XWPO TTOU aTToTEAE To EpyacThpl Tou, OTO
oT1roio oTtadiakd kataokeudlel aydhyara. Otav kaTaokeudlel £va vEo ayaAua, auTtd ekTiBeTal
O€ £V OUYKEKPIPEVO ONPEio TNG TTOANG.
e HumdéAoimnouada, diaokeddlel o€ uia TaBépva Tng ABrivag.
To Bpadu 6ol yupiCouv aTa OTTiTIO TOUG Yia va KolgnBouv. O Pe1diag avikovTag G€ Jia TTIo UWNAN
KOIVWVIKA ouada, ¢el pévog Tou aTo oTTiTi Tou. H utTéAoiTm opdda (el o€ £va KoIvO OTTITI TToU
ovoudaletal EoTia.
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4. YAONOIHZH

MapakdaTw avaAueTal o KWAIKAG TNG epyaaiag. MNa Tn 81EukOAUVaN TNG KATAVONONG £XOUV
XPNOIUOTTOINOEN Kal EIKOVEG ATTO TO TTEPIBAAAOV.

4.1. EIZANQrikKH EIKONA

REPUTATION
<,
LY

o <HEIMA
LI , 2 A ELAPHEBOLION 185 A<
EXPERIENCE ;

7] o

BASIC IMPLEMENTATION OF AN ORDINARY DAY IN ANKIENT ATHENS

IN THIS TOU /ILL SEE PHEDIAS AND HIS <REW OF WORKERS, A FAMOUS MAN IN ANCIENT ATHENS WHO 1S KNOWN FOR HIS
$<ULPURES AN EAT LEGALY OF WO N ORDER TO BECOME ONE OF THE GREATEST, HE HAD TO OVERCOME PIFFIKULTIES
AND STUDY DAY AND NIGHT TO AKELERATE HIS SUZKES.
AT THE END OF HIS <AREER, HE WAS ASKED BY HERODES ATTIKUS TO BUILD AN AMPHITHEATER, WHO WANTED TO HONOR HIS WIFE. IT
1S ONE OF HIS GREATEST ACHIEVEMENTS IN ANCIENT HISTORY OF <REE<E

“YOUR REPUTATION IS WHAT OTHERS THINK OF YOU; YOUR <HARACTER 1S WHAT YOU TRULY ARE. REPUTATIONS <AN BE
MANIPULATED; <HARACTER <AN ONLY BE DEVELOPED AND MAINTAINED"
~BOHDI SANDERS

START JOURNEY

Eixova 1 Eicaywyr Tpooopoiwaong

21NV €100y wyn TNG TTPOCONOIWONG OTIWGS PAIVETAI KO OTNV TTAPATTAVW EIKOVA, O TTAPATNPNTHG UTTOPET
va d1adoel Kal va katavornoel KAmola facikd TTpdyuaTa Tou 6a akoAoubrioouv. H ioTopia gival 6Tio
deIdiag apoU aTEKTNOE KATTOIN EPTTEIRIQ, APXICE VA YIVETAI YVWATOG GTO KOIVO YIO TO KTipIa Kal TOl
aydaApara TTou Kataokeuade. H @run Tou €yive apkeTh, WoTe 0 MePIKAAG TOu {TNOE va KATAOKEUAOEI
éva PeyaAo ap@iBéaTpo. MapdAAnAa 6pws 6A0 auTto ToV Kalpd, KOTaokeUAel ayAaAuaTa ouuBAaAovTag
I0TOPIKA 010 Xpuood Alwva Tou MepPIKAR.

TNV TTPayuaTIKOTNTA, 0 DE1diag dev fTav apXITEKTOVAG, AAG pdvo YAUTITNG. AéyeTan 0TI TO Qd€io Tou
MepIKAR apxIkG KATAOKEUAOTNKE O€ £VA TTPWIKO OTASI0 aTid TO OgUIoTOKAR, YETA TN vikn oTn Naupayia
NG ZaAapivag 1o 480 11.X. ANEG TTNYES ava@Epouy TTwG To QB0 XTIoTNKE aTTd TOV id10 ToV MEPIKAN
yla TNV TEAEON HOUOIKWY ekdnNAwoewv kKatd Ta Mavadrivaia. To Qd¢io TTuptToAnRBnke 1o 85 .X. a1md TO
2UMa, Eavaxriomke wg «Qd¢io Tng Apxaiag Ayopds Tng ABAvag TTepiTTou To 15 T1.X. Kal n TEAIKA
AVOKATAOKEUN Tou £yive attd Tov Hpwdn Tov ATTIKO 0Tn JVAMN TNS YUVAIKAg Tou TO 2° alwva W.X.

2710 TEAOG TTaPATIBETAI HIa PACH VOGS DIACNOU CUYYPOPEQ TTOAEUIKWY TEXVWY, TOU Bohdi Sanders:
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«H @nun oou givai auté mou o1 GAoI oképTovTal yia egéva- O XapaKTrpag oou eival
auTé TTou gioal oTnv TTPaypaTikOTNTA. OI PriES UTTO PE va XElpaywynBouyv, o
XOPAKTAPAG UTTOPEI HOVO va avaTTTuxBei kai va diaTtnenoei.»
O TTapatnENTAG UTTOPET VA TTPOXWPAHOEI OTNV TTPOCOU0IWOT XPNOIUOTIOIWVTAG TO KouuTri «START
JOURNEY».

4.2. ENE=HNHZH AIENA®HZ XPHZTH

4.2.1. EMNEIPIA KAl DHMH

Mavw apioTEPG 0 TTAPATNPENTHG MTTOPET Va Bpel Evav TTivaka TTou £xel U0 OIAPOPETIKEG TIUEG. H pia
a@opd TN @run Kai n aAAn Tnv euteipia. OTTwg £x&l RdN avapepOei

REPUTATION
<3

o0 1352

EXPERIEN<E
il 26

=i

Eixova 2 Eumreipia ka1 ®nun

4.2.2. XPONOZ KAI ENOXEZ

Eival éva atAdg, aAG TTOAU X paKTNPIOTIKOG TPOTTOG VIO VO JETAPEPBET 0 TTapaTnpEnTrG GTO
epIBAAAOV TNG Apxaiag ABAvag. XpnaiuoTtoindnke wg Baon taixvidl Civilizations V, o1o oTroio KGOe
yUpoG Tou TTaixvidiou diadpapaTiCeTal o€ pia SIAPOPETIKA XPOoVIA Kai hia SIagopeTIKA £TToxA. ET01 Kai n
TTPOCONOIWoN TNG TTapoUcag S MMAWUATIKNG, dIadpauaTI(ETOI 0€ SIOPOPETIKESG ETTOXES, OE EVa
OUYKEKPIPEVO EUPOG XPOVOU.

ﬁ FTHINOPORON
POSEIDEON 199 AL

Eikova 3 Alema@n €mMOXAG, HMNVA Kal £€TOUG

O1 ufveg kai ol €TToxEG eival Baciopéveg oto ATTIKO HugpoAdyio, To oTToio 81€0eTe 12 PrveS TToU
ATav agiepwuévol o€ KAmolov aTréd Toug 12 ©goug Tou OAUPTToU. H véa Xpovid Eekivouoe atrd TO
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ExaTtoupaiwy, £va urjva Tou KaAokaipioU TToU ATAV a@IiEpwPEVOG 0TO 80 ATTOAMWVA. AVOAUTKE,
TTPOKUTITOUV Ta £€1G OEdOPEVA TTOU XPNOIKOTTOINONKAV YIa TNV Epyacia:

Exatopfaiwv

MpwTOG PAVAG TOU XPOVOU aVAAOYA HE T

(30) KaAokaipl (Oépog)  ATTOAAwWVAG Néa SeARvN
gg)“V"TV”"’V Kahokaipl (96poc) | ATIOAwVAC Alg€aywyr Mavadnvaiwv
Bondpopiwyv (30) KaAokaipl (Oépog)  AmOAAwvag Aie¢aywyn EAeuciviwv MuoTtnpiwyv
Nuavewicov (29) cDleo’Trwpo A6 AAWVac Mo pTrJ I'IuoEvsqua €K HEPOUG TOU Onoéa yia
(PBIVOTTWPOV) 10 86 ATTOMWVC
MaIJaKTPIWV ®BIvOTIWPO Al FopTéC MaIPJOKTNPIWY YIa ATTIO XEIMWVA KAl
(30) (PBIVOTTWPOV) MopTraia yia peAAoUPEVN KaA codeld
KdaB¢e 2-3 xpovia, TpooTiBeTo €vag
. dBIvoTTWPO , eUBOAINOg pAvag, o Mooeidewyv B', woten
Mocaibewv (29) (®B1voTTWPOV) Mooeiduwvag TTPWTN NUEPA KABE PrVa va CUMTTITITE
KaTtd 1o duvatdv e TN NEa ZeArvn
FapnAiov (30)  Xeipdovac (Xepdv) — Aiac kai Hpa ﬂggﬂg g”ﬁ:ﬁ‘a"’ TIPOS TIUAV TOU YaHOU TN
AvleoTnpiwv , . . Mopt AvBeoTnpiwv TTOU dIaPKOUCE TPEIG
(29) Xetpwvag (Xepwv) | Aiovuoog MEPEG. Alegaywyh Mikpwv EAsuoiviwv
EAa@nBoAv Aiegaywyn EAapnpoAiwv, yioptr| e Buoieg
(30) Xelpwvag (Xeipwyv)  ApTeIG £AA@IWYV TTOU TTPAY UATOTTOIOUVTAV TNV £KTN
MEPQ TOU PAVA TTPOG TIUAV TNG APTEUNG
Mouvixiwv (29) Avoi¢n (Eap) ApTEUIG ﬁ;‘;’gxmmggmwvz Alaveia, Bpaupuwvia
ApTepic Kal Ale€aywyn yiopTwv: OapynAia, Bevoideia,
OapynAiwv (30) Avoi¢n (Eap) ATTOMVAC KaAAuvthpia, MNMAUVTApPIQ, YIOPTEC TTPOC T
Bed ABnva.
Zkipogopiwyv (29) Avoi¢n (Eap) ABnva TeAog Tou Etoug, TARBOG yiopTLv

aQIEpWHEVES 0T Bed ABNva

Nivakag 1 O1 pynveg Tou ATTiKoU HugpoAoyiou omwg xpnoigomoinnkav orTnv gpyacia

4.2.3. ENHMEPQZH NAPATHPHTH

Mpdkeital yia éva TTapdbupo KATw JeCIG aTn JIETTAQPL XPNAOTN, OTTOU EVNUEPWVEI TOV TTAPATNPNTH YIa
OAeg TIG O pAoEIg TTOU GUUBaivouv JEGa OTNV TTPOCOUoIWaT). TEToIEG OPATEIS Eival N EVNUEPWON VIO TNV
aAAayn Tng katdotaong Tou Peidia Kal Twv XTIoTWv, ONAAdK N HETARACN TOUG Yia TTAPAdEIYUA ATTO TN
O0UA€Id aTov eAeUBePO TOUg XpOVvo. Mia AAAN EVNUEPWOT TTOU TTPOCPEPETA, Eival OTAV KATOOKEUAZETAI
éva kaivoupylo KTipio A éva véo dyaAua. O1 TTANpo@opieg XwpiCovTal O€ TPEIG KATYOPIES:

e G: gival o1 TAnpogopieg TTou AapBaveTal atrd To Group, dnAadr] Thv OUAda XTIOTWV
e P: givai o1 TAnpo@o pieg TTou AapBdavovtal atié 1o Peidia

14
MopgoTroinon EikovikoU lMepiBaArovtog Tng Apxaiag ABrvag

pe Tnv Kataokeur KTipiwv kair AyaApdtwv



Metamruxiaki AlaTpiBnA Ikikag Mewpylog

¢ E: gival o1 mAnpoo pieg TTou Sivel 0 'E¢apxog aTo deidia

G: LET'S GO TO WORK!
P: LET'S CREATE A SCULPTURE THAT WILI
STAY IN HISTORY!

G: LET'S DRINK SOMETHING!
P: LET'S REST A LITTLE!
G: TIME TO SLEEP!

Eikova 4 NMAnpowopieg mou divovral amé Tnv mMpooopoiwaon

4.3. AOMH KQAIKA

43.1. EAA®OZ KAI KTIPIA

ApxIKA wg £dagog xpnoigoTroinonke éva atAod 3D Terrain, diaotdoewv 150x150. Eppavioiakd ETTpeTTte
va emTeUXBei N aiobnon evéog dacoug aTig duo Tou AKPEG TTou Ba Euoiadav pe Eva eE0XIKO TTPOAoTO
NG ABrvag, evwy oTnv UTTOAOITM ETTIPAVEIQ TOU ETTPETTE VA POIACEl E TO apxaio kKEvTpo TNG ABrvac.
210 terrain xpnoigoTroinenkav T€E00epa SIOPOPETIKAG textures. Auo TTou avaTtrapioTouV TO XWHA TNG
€€0XNG, O€ DIAPOPETIKEG ATTOXPWOEIS YIa va POIACE! TTIO aANBO@AVES, £va AVOIXTOXPWHO TTOU HOIAE! e
OKANPO £€50¢OG Kal £va TTOU POIACEl PE TTETPEG, OXNUATICOVTOG Evav KEVTPIKO O pOO OTnV apxaia ayopd
NG ABrvac.

Eikova 5 To terrain Xwpi¢ Ta KTipla Kal TOUG XAPAKTAPES
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MapdAAnAa ToTroBeTABNKAV SIAPOPETIKG €idn Tou dEVTPOU TNG EAIAG OTIG TTEPIOXES TTOU AVIKOUV GTO
ddoog-¢oxn.

Eikova 6 Apiotepa 1o EpyaoTnpl kai 3€dia To omiti Tou Peidia

Eixova 7 Apiotepd n TaBépva ko 8e1a n EoTia

4.3.2. KAMEPA

E1re1dn 1o TrEPIBANNOV TTOU OXEDIAOTNKE EXEI APKETEG AETTTOUEPEIES, ETTPETTE O TTOPATNPNTAG VA EXEICTN
0140¢e0n TOU pIa KAUEPQ TTOU VA JTTOPET va KIVEITal EAeUBepa JEoa oTn oknvr). Na autd 1o Adyo,
oxXeOIACMKE Wia, TTOU O TTAPATNPENTAG YE Ta TTARKTPA A, S, D kait W ptTopei va Kiveital yéoa atn oknvi.
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KpaTtwvTag Tratnuévo 1o aploTEPO KAIK KAl KIVWVTOG EAAPPUIG TO TTOVTIKI, UTTOPEI va TTEPIOTPEWE! TNV
K&uepa yia va Ol TTEPICOOTEPEG AETTTOUEPEIES. TEAOG, UTTOPEL e TN XprHon Tou Mouse Wheel va kdvel
zoom in kalzoom out. O KWAIKAG yIa TNV ETTITEVEN TNG KAPEPAG EiVal AVOPTNHEVOS TTAPOKATW:
public H yat panSpeedf 20f;
public ’ panBorderThlckness = 10f;
public or2 panLimit = new Vector2(100, 100);
public float scrollSpeed =
public float minY = 20;
public float maxyY =
ivate float X;
é » float \,
» float rSpeed = 3.
oid Update()
(Time.timeScale != 0)
Vector3d pos = transform.position;

if (Input.GetKey("w”) || Input.mousePosition.y >= Screen.height — panBorder] hickness)

pos.z += panSpeed * Time.deltaTime;

if (Input.GetKey(”s”) || Input.mousePosition.y <= panBorderThi ckness)

pos.z —= panSpeed * Time.deltaTime;

if (Input.GetKey(”d”) || Input.mousePosition.x >= Screen.width —panBorderThickness)

pos.x += panSpeed * Time.deltaTime

if (Input.GetKey(”a”) || Input.mousePosition.x <= panBorderThickness)

pos.x —= panSpeed * Time.deltaTime

11 = Input.GetAxi ( \l"U\l Scrol1Wheel”);
pos.y —= roll * scrollSpeed * 100 Time.deltaTime;

pos.x = Mathf.Clamp(pos.x, 20, panLimit.x);
pos.y = Mathf.Clamp(pos.y, minY, maxY);

i f(Input.GetMouseButton(0)) {
transformRotate(new Vector3(Input.GetAxis("Mouse Y”)* rSpeed,
[nput.GetAxis("Mouse X”) * rSpeed, 0));
transform.rotation = Quaternion.Euler(transform.rotation.eulerAngles.x,
transform.rotation.eul erAngles.y, 0);

}

transform.position = pos;
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4.3.3. XPONOZ KAI ENOXEZ

OTrwg avagEpBnKe Kal g€ TTPoNyoUPEVN EVOTNTA, YIa TN S NUIOUPYIa TTIO TTPAYMUATIKWY OUVONKWY Kal
a@oU TTPOKEITAI VIO JOPPOTTOINOT Kal TTPOoCo[0iwaon TG Apxaiag ABAvag, uAoTroInBnke N AoyikA Tou
ATTIKOU HugpoAoyiou. Apxikd, gival onuUavTIKO va avapepBei 0T KABE NUEPQ TNG TTPOCOUOIWoNG dIapPKEi
72 deutepoAertta. H mpwtn pépa Eekivdel aTig 7 1o TTpwi. Otav n pépa o AokANpwOEi, 0 JETPNTAG
OeuTtepoAETITWV EeKIvael TTAN aTto To Pndév. Me v InvokeRepeating() kahouue Tnv CountTime() kaBe
éva deutepodhertro. [ETolTa deutepdAertTa pEoa aTo TTaiyvidl audvovTal Katd éva peaNOTIKA.

.Globalization;
s.AncientBuilders.Mechanisms;

TimeHandling : MonoBehaviour

FullD: | /Nig
Seconds {
Text time;
Text timel“
ther “Hek m»nl] 1ion”, "Metageitnion”, ”Boedromion”};
[] fthin epsion”, imakterion”, “Poseideon”};
[] xeima = : i g nthesterion” laphebolior
[ ear = {¥ \I«»Lmi('h ion”, “Thargelion”, ”Skirophorion”};
Ve [‘f

see .\r»ulut,
currentMonth;

Start()

24;

= (mm(()hu ct Iﬂnd((mnthtx TIME DISPLAY
e t.Find(Constants.TIME

1 R(mdm

time.text = cur
timeP ed.text = curr S n +
InvokeRepeating(“CountTime”, 1. 0f, 1. 0f);

CountTime()

Seconds++;

(Seconds == FullDayNightCycle)

Seconds = 0;
alculateNextSeason();
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MapdAANAa apxIKOTTOIOUVTQI TEGOEPIG TTIVAKESG TTOU AVTITIPO CWTTEUOUV TIG ETTOXEG KAl
TTEPIAaPPBAvouUV TPEIG UrveG N KABe pia. O1 ovouaaieg TTpogpxovTal atrd Tov MNivaka 1 010 KepaAaio
4.2.2.

rivate void CalculateNextSeason()

year——,
seasonInt++;
seasonlnt == !

seasonlnt =1;
switch (seasonlnt)

case 1:
currentMonth = Constants.THEROS;
currentSeason = theros[Random.Range(l, 3)];
break;
9.

currentMonth = Constants.FTHINOPORON;
currentSeason=fthinoporon[Random.Range(l, 3)];
break;

ase 3:
currentMonth = Constants.CHEIMA;
l(: urrentSeason = xeima[Random.Range(1, 3)];
reak,

case 4:
currentMonth = Constants.EAR;
currentSeason =ear[Random.Range(1, 3)];
break;

}

time.text = currentMonth;
timePassed.text = currentSeason + + year +

H mrapatravw cuvaptnon mou ovopddetal CalculateNextSeason() eival utrelBuvn yia Tov UTTOAOYIOUO
TNG ETTOUEVNG ETTOXNAG KaI PAVA. APXIKE, TO £TOG EKKIVNONG TNG TTPOCOO0IWONG €ival TUXaio Kal
BpiokeTal avaueoa oto 500 kai To 450, 6TTWG £TTIONG TUXCIQ Eival Kai n eTToxr. ETTopéving £xovTag wg
Bdaon 1o apxiko €10, 0To TEAOG KABE Nuépag kaheital n CalculateNextSeason() kai k dvel Ta akdAouba:

o [lpooBETel £va €106

o MeTaKIVEi TNV TTPOCOMOIWGON OTNV ETTOUEVN ETTOXT) TOU XPOVOU

o EmA£ye Tuxaia éva uriva authg TNG ETTOXNG

o  Evnuepwvel Ta media TngG SIETTAPRG XPAOTN VI Ta VEX XPOVOAOYIKG dedOopEVa
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43.4. KTIPIAYNO KATAZKEYH

Katd n didpkeia TG TTpooopoiwong XTiCovTal 11 S10QopeTIKA KTipIa:
o [lévTe oTTiTIO
o Tpeigvaoi
e 'EvagB06Aog
e Mia ¢dpua

e ‘Eva apgiBéarpo, dnhadn 1o Qdeio Tou lMepIkAn, TTou dTaV XTIOTE OAOKANPWVETAI KOI TO
TTaIViol.

UnityEngine;
~Scripts.AncientBuilders.Buildinglogic
BuildingsWeightGenerator : MonoBehaviour
buildingName;
weight;
daysForCompletion;
BuildingStatus status;
BuildingStatus
UnderConstructi on,
Buil t,
Unavai l abl e
Start()
buildingName = name;
RandomizeWeight();
orCompletion = GetDaysForCompletionBasedOnTag();
s = BuildingStatus. ilable;
ernalGameOb ]

MakelInternalGameObjectlnactive()

(Transform child in gameObject.transform)

child.gameObject.SetActive( );
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To kdaB¢ kTipIo 106£T€1 Eva GUVOAO aTTO XapaKTNPIOTIKA, AuTd gival To dvopa Tou, To Bdpog, dnAadn
TO KOOTOG TNG KATAOKEUNG TOU, TIG MEPEG TTOU X PeIGCeTal va SOUAEWOUV OAOI VIO VO KOTAOKEUAOTE! Kal
TNV KaTAoTOON TOU, N OTTOIa UTTOPET VO TTAPEI TPEIG TIKEG:

¢ UnderConstruction, dnAadn 1o KTipio auTr} TN GTIYUN €ival UTTO KOTAOKEUR
e Built, rou onpaivel 611 To KTipIO £€X€1 110N XTIOTE

¢ Unavailable, dnhadn 1o KTipIo dev gival diaBéoipo. AuTh gival Kal N apxIKr] KOTAOTOON Twv
KTIpiwv OTNV TTPOCOH0IWON.

KaTtd Tnv €kkivnon Tou TraiXvidiou KaBEva aTro Ta €VTEKA KTipIa TTOU TTPOaV APEPBNKav TTaipvouV [ia
ApPXIKA TIUA OTIG TTAPATTAVW JETABANTEG TTOU ava@épOnkav. Ta 1o onuavtikd atré autd gival To BApog
KQl Ol NUEPEG TTOU XPEIAlovTal Ol XTioTeS Kal 0 PeIdiag yia va Ta KATAOKEUATOUY .

O1 pépeg KaTaOKEUNAG €ival avaAoyeg Pe TOV TUTTO Tou KTipiou. To BApog gival éva €Upog aKEPaiiwV
apIOuwv TTou BIavEPETAI JE BACN TNV TUXAIGTATA OTOUG TUTTOUG KTIPIWV.

public int GetDaysForCompletionBasedOnTag()
switch (tag)

case Constants.B HOUSE:
return Constants.D HOUSE;
case Constants.B TEMPLE:
return Constants.D TEMPLE;
case Constants.B FARM:
return Constants.D FARM;
case Constants.B AMPHI THEATER:
return Constants.D AMPHI THEATER;
default:
return Constants.D THOLOS;

private int RandomizeWeight()

switch (tag)

case Constants.B HOUSE :

return Random.Range(30, 60);
ase Constants.B_TEMPLE:

return Random.Range(75, 95);
rase Constants.B FARM:

return Random.Range(50, 70);
rase Constants.B AMPHITH R:

return Random.Range(80, 100);
default:

return Random.Range(60, 85);
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2TOV TTAPAKATW TTIVOKO @aivovTal avaAUTIKG ol HEPES Kal Ta BApn yia K&Be TUTIO KTIpiou.

TYNOZ KTIPIOY MEPEZ I'|A THN BAPOZ
OAOKAHPQZH
ZTTiTI 2 5-15
Naog 4 16-30
©6Aog 3 31-49
ddappa 3 31-49
Ap@pi8éartpo 5 50-55

Mivakag 2 Mépeg yia oAokARPwon XTiICiHarog Kai Bapog avd TUmo Kripiou

To rapatr@vw script eival ToTroBeTnpéVo o€ KABE Eva KTiplo. OTTOTE KATA TNV EKKIVvNON TNG
TTPOCONOIWaNG TO KTipio Traipvel TIMEG. O1 TINEG AUTEG, TTEPQ ATTO TNV KATAOTACT TOU KTIPIOU Kal TIG
NUEPES TTOU ATTOPEVOUV VIO VA XTIOTEN TO KTipIo 0V aAGZouv TToTE.

4.3.5. ®EIAIAZ

Mpdkertal yia Tov Mévtopa Tng TTpocouoiwaong. Eival o xapaktipag TTou divel eVIOAEG 0TV o udda
XTIOTWV KaI aToQaailel TToIo KTipIo Ba KATAOKEUOOTEN PETA.

Eixova 8 O ®si1diag
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4.3.6. OMAAA XTIZTQN

H opdda twv XTIoTWY aTroTeAeiTal aTid TTEVTE SIaPOPETIKOUGS XAPaKTAPES. AuToi eival o 'EEapyog TTou
BpiokeTal apioTepd (U TO TTPACIVO BEAOG), TTIOW TOU N APTEMIG KAl TTPOG Ta BEI eival o ApIoTOBNMOG,
o ®oiBog kai n Aavan.

Mivakag 3 H opada Twv xTioTwyv

O E€apyxog cival 0 BacikOg XapakTipag TG ouddag. Otav o Peidiag aTroQacioe! TToIo KTipIo TTPETTEI
VO KOTAOKEUOOTEl, evnuepwvel Tov EEapyo TTou nyeital Tng uttoAoimmg ouddag. Mia GAAN onpavTikni
apuodIOTNTA TTOU €X¢l €ival va evnuepwael To Peidia dTav oAokANpwOEi To KTipIo e TO OTTOI0
aoxoAouvTal TNV TPEXoUTa TTEPINdO.

UpdateRemainingDays()

(remainingDays — 1 > 0)

remainingDays——;

[nformMentorAboutEndOfConstruction();

[nformMentorAboutEndOfConstruction()

phedias.GetComponent<Phedias>().ReportFromlLeader ();
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Ev1o¢ kwdika, o ‘E¢apxog avalauBdvel va evnuepwaoel KAl TN JETABANT TOU KTIPIOU TTOU XTiCETal T
0edopévn OTIyur]. 10 TEAOG KABE NUEPAG, TTPIV JETABOUV OTNV KOTAOTAON EAEUBEPOU XPOVOU TN
MeIvVEl KaTa éva. H AoyiknA gival 6T aTnv apxn TNG TTpwTnS NUépag o Peidiag Ba atopaaiael To
ETTOEVO KTipIo TTou Ba xTioTel. Evnuepwvel Tov 'EEapyo 1Tou Tov akoAouBouv 6 Aa Ta utroAoITa uéAN
TNG OPAdaG. 210 TEAOG TNG NUEPAS 0 EEapX0G PEILVEI TIG EPES TTOU ATTOUEVOUV VIO VA XTIOTEI TO
TPEXWV KTipIo KaTA pia. Av gival AdN N TEAEUTAIA PEPA KATAOKEUNG TOU, TOTE TO KTiPIO EPPAVICETAI OTN
oknvh. O 'E¢apxog evnuepwvel To Peidia yia TNV 0 AOKApwON TOU KTiIOUATOG Kal 0 SUTEPOG
EVNMUEPWVEI TNV EPTTEIPIO KAI TN QN TTOU OTTOKTABNKE WUE TN dNuIoupyia Tou TEAEUTAIOU KTIpiou.
Apéowg PeTd atro@aacifel To ETTOPEVO KTipIO TTOU Ba xTIoTEl e BAon To BAPOS Kal TIG NUEPES TTOU
xpelaletal OTTwg Ba yivel yvworto kKai 1o KepdaAaio 4.3.10.

4.3.7. MHXANIZMOZ KATAZTAZEQN

O punxavioud g KataoTdoswy dIavEUETAI O€ TPEIG DIAPOPETIKEG KATAOTACEIG:
e Work, 61T0U 01 xOopakmpeg epydadovTal
¢ Free Time, OTTOU O1 XOPOKTHPES €XOUV EAEUBEPO XPOVO Yia dIaoKEDATN Kal Puxaywyia
¢ Home, &1T0U 01 XOPOKTHPES ETTIOTPEPOUV OTO OTTITI TOUG VIO VO KOINBoUv.

public enum States

Work ,

FreeTime,
Home

O1 TpeIg TTAPATTAVW KOTAOTACEIG EVOANGTOOVTAI HETAEU TOUG WE TN O€IPd TTOU TTPOAVaQEPBNKAV.
AnAadn oI XapoKTAPES HETT OTNV NUEPA TOUG TThyaivouv aTn douAeld (Work), yetd trnyaivouv o1o
avTioToIXO KTipIo yia va TTepdoouv Tov EAeUBePO X povo Toug (Free Time) Kai 1o TEAOG TNG NUEPOG
ETTIOTPEPOUV GTO KTiPIO TTOU AVTIOTOIXEI GTO OTTITI TOUG YIA VO KOIUNBouUv.

H opdda Twv XTIOTWY aKoAouBEi S10@opeTIKO TTPOY paupa atréd To Peidia rapdAa autd. O1 duo

D10 POPETIKEG OPADES XOPOaKT)PpWV TTNyaivouv Tnv idia wpa atn douAeid, dnAadn oTig 8 1o pwi. O
deidiag @elye amd 1o xWwpeo gpyaagiag aTig 17:00 To aTdYEUNA KAl TUUQWVA [E TNV ETTOEVN
kKatdoTtaon Tnyaivel oto Epyaothpl Tou yia va dnuioupyroel €va dyoAua. H opdda Twv XTIOTWY QEUVE
kata TIg 18:00 a1rd TO XWPO £pyaaciag kai TTnyaivel otnv TaBépva yia va diaokeddael. O1 duo
OI10@QOPETIKEG OPAdEG KaTA TIG 23:00 TO BPAdU ETTIOTPEPOUV OTA OTO GTTITI KaI TNV EoTia avrioToiKa yia
va KoIunBouv.

O1 kataoTdoeig aAAGLOUV CUNPWVA [E TNV WPa TTou TTpoavagépdnke. MNa apadeiyua av o Peidiag
BpiokeTal OTO XWPO £pyaaiag Kai n wpa Tou Traixvidiou yivel 17:00 To atdyeuua, T0TE Ba KANPEi N
ChangeCurrentState() pye TapapeTpo TN véa kardoTaon, dnAadr FreeTime kai n TpExouca KardaoTaon
TTou PéXPI oTIyuRS ATav n Work, Ba dwaoel Tn 6¢éon Tng otn FreeTime.
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-ivate void Start()

1 hn‘ dias = GameObject.FindWithTag(Constants.MENTOR).Ge tComponent<Phedias>();
rtGame. transform.parent.gameObject.SetActive(true);

l ime. tllllP\((llP = 0;

currentState = Stdteb. Home;

StartCoroutine(ExecuteAfterTime(l.51));

public void StartGame()
{

Time.timeScale=1;

startGameTitle.GetComponent<Text>().text Constants. START_GAME_TI TLE;
startGameDesc.GetComponent<Text>(). Jonstants. START_GAME_DESC;
startGame. transformparent.gameObject. \(‘H( tive(fals )

I

public void ChangeCurrentState(States newCurrentState)

currentState = newCurrentState;

public States 0

{
}

IEnumerator ExecuteAfterTime(float time)

{

return currentState;

yield return new WaitForSecondsRealtime(time);

GameObject.FindWithTag(Constants.MENTOR).GetComponent<BuildDecisionMaker>().DecisionM

aking();

ameObject.FindWithTag(Constants.MENTOR).GetComponent<{StatueDecisionMaker> ().StatueDe
cisionMaking();

ZUp@wva AoITTOV e TNV TpEXouaa KaTdataar, o Peidiag kai 0 'E¢apyog diaBéTouv €va script TTou
ovoudaletal AncientWalk.cs 1o otroio £xel pia Update function. H cuvdapTtnon autr eAéyxel av o
XOPOKTAPAG €ival GTO KTiPIO TTOU AVAKEI N TPEXOUTa KaTdoTaor) Tou. AnAadn av o Collider Tou ®e1dia i
Tou 'E€apyou Bpiokovtal atov Collider Tou KTIpiou. 210 TTapaTIAvVW TTaPAEdENY Ua, Epdoov o Peidiag eival
otnv kataotaon FreeTime TTAéov kai 61 Work kai dev BpiokeTal 010 Epyactipl TOU aAAG OTO
EpyoT1aéio, n Update() Tov peTakivei ye Tn ouvaptnon GoTo() oto EpyaoTripl Tou.

O ®ei1diag atnv GoTo() Ba cuveyioel va KiveiTal Kal va ekTeAel To animation «Walk» péxpl va €pbel o€
etraer ye Tov Collider tou Epyacmpiou Tou. ToTe pévo Ba oTaPaTACE! va KIVEiTal. @ TTapauEivel EKEi
MEXPI va aAAGEel kal TGN N kKaTdoToon og Home, 61Tou Kal Ba eTTavaAn@Oei n TTapatravw diadikaoia.
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Update()
(gameObject.tag.Equal s(Constants.NENTOR))

Mechanis ate k.Equals(stat chanism.currentState) &&
!work.GetComponent<ConstructionS ().phediasOnConstructionSite)

GoTo(work, pAnimator, 5. 0f);

1anisms.States.Home.Equals(statesMechanism.currentState) &&
!PhediasHome.atHome)

GoTo(pHome, pAnimator, 0);

( n .States.FreeTine.Equals(st chanism.currentState) &&
!PhediasStudio.atStudio)

GoTo(pStudio, pAnimator, O0);

eObject.tag.Equal s(Constants.LEADER))

Mechanisms.State k.Equals(stat chanism.currentState) &&
!work.GetComponent<Construction ().exarchosOnConstructionSiteE)

GoTo(work, bAnimator, 0);

1anisms .States.Home . Equals(state hanism.currentState) &&

GoTo(bHome, bAnimator, 0);

nanisms .States.FreeTine.Equals(statesMechanism.currentState) &&
ITavern.atTavern)

GoTo(bTavern, bAnimator, 0);

MopgoTroinon EikovikoU lMepiBaArovtog Tng Apxaiag ABrvag
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step = moveSpeed

sition = target.position;
get.position.y > 0)

position.y = 0;

targetPosition = Vecto

osition.xtoffset,

Ikikag Mewpylog

offset)

position.y, position.;

transform.position = Vector3.MoveTowards(transform.position, targetPosition,ste

(transform.position != Vecto

transform.rotation=Quaternion.LookRotation(targetPosition—transform.position+

deviat iml);
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4.3.8. EMNOEIPIA KAl ®HMH

OT1av oAokAnpwveTal éva KTipio o e1diag evnuepwveTal atréd Tov EEapyo yia Tnv Tpdén autr. ToTe
TTPayPATOTIOIEITAI VO GUVOAO BIEPYATIWY Yia va BewpnBei oTov KWAIKA TO KTipIo WG XTIOPEVO Kal va
EVNMUEPWOEI N EUTTEIPIO KA N PN TWV XAPOKTIPWV.

ReportiromLeader
var constructedBuilding =
gameObject.GetComponent<Bui IdDecisionMaker>().currentBuilding;
foreach (Transform child in constructedBuilding.transform)

child.gameObject.SetActive(true);

constructedBui 1di tComponent<BuildingsWeightGenerator>().status =
BuildingsWeightGenerator.BuildingStatus.Built;
constructedBui lding.Ge tComponent<ConstructionSite>().enabled = false;
UpdateExperienceAndReputation(constructedBuilding);
chatBox.UpdateChatBox(“E: Look Phedias! We just finished a new ” +
constructedBuilding.tag);
gameOb ject.GetComponent<BuildDecisionMaker>().DecisionMaking();
}

private void UpdateExperienceAndReputation(GameObject building

var buildin building.GetComponent <Bui ldingsWeightGenerator>(),
rar daysForCompletion = buildingWg.GetDaysForCompl etionBasedOnTag();

experience += buildingWg.weight * daysForCompletion;
experienceText.text = experience.ToString(Culturelnfo.CurrentCulture);

var devMultiplier = ( 100/experience) * Constants.DEVMULTIPLIER;
var devInt = Random.Range(minDev, maxDev) — devMultiplier;
var deviation = devInt / 100. 0;

reputation= experience * deviation;
if (reputation > 100)
reputation = 100;
reputationText.text = reputation.ToString(CulturelInfo.CurrentCul ture);

ApxIka 6Tav o 'EEapyxog evnuepwvel To ei1dia, o deUTepog KAvel active To prefab Tou KTIpiou yia va yivel
opatd oTn oKNvA. ETTiong evnuePWVEl TNV KOTAOTACT) TOU KTIpiou w¢ Built yia va pnv ptropei va
ETTIAEYEI ATTO TO PUNXAVIOUO ETTIAOYKG ETTOUEVOU KTIPiOU.
MeTG evnuEPWVETAI N EYTTEIRIT KA N GrN. AUTO ETTITUYXAVETAI E BACTN TA XOPAKTNPIOTIKA TOU KTIPIiOU,
OnAadn To BAPOG Kal TIG NUEPES TTOU XPEIACTNKAV YIA TNV UAOTTOINGT) TOU.
H eutreipia gival o yivouevo Tou BApoug ETTI TIG NHEPES TTOU XPEIACTNKAV YIA TNV KATAOKEUN) TOU
KTIpiou. H eutreipia autr TTpo oTiBeTal GTN GUVOAIKN EUTTEIPIA, N OTIOIO EVNUEPWIVEI KOI TO KEIEVO TTOU
BAETTEl 0 TTApATNENTAG OTN SIETTA®N XPNHO.
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H @nun gival 6 pwg KAt TEALIWGS SI0POPETIKO ATTO TNV EUTTEIPIO OTTWG £XEI TTPoavaPepBei. OTTOTE 0
UTTOAOYIONOG TNG YiveTal e AAAO TPOTTO. APXIKA £xEl AngB el uttowiv OTi 6Tav 0 Peidiag Eekivael va
XTIOEI TO TTPWTO KTipIO YE TNV opdda Tou, To atroTéAeapa dev Ba eival To 16avikG. AnAadr) auTd TTou EXEl
OKEQPTEI, €ival S10QOPETIKO OTTO AUTO TTOU UAOTIOIETAI OTNV TTPAYUATIKOTATA. AUTHA N ATTOKAION OPWG,
000 ATTOKTAEl EUTTEIPIO HEILOVETAI KaIl JETA OTTO £va anueio undeviletal. MNa va Byel AoyikA aTréd Tov
UTTOAOYIONG TNG aTTOKAIONG 0pioTNKE N METABANTA devMultiplier TTou aTTOTEAEITOI ATTO TO AVTIOTPOPO
TOU TTO0000TOU TNG TPEXOUOCAG EUTTEIPIOG ETTI MIA UETABANTH TTOU YIa VA €ival AOYIKA T ATTOTEAETUOTO
opioTNKE WG 0 apIBuog 2. Metémreita uttoAoyileTal n peTaBAnTH devint TTou givail €vag Tuxaiog apIBuog
atré 10 50 wg 10 75 aTrd Tov oTIoio agaipeital To devMultiplier. Opifoupe 1o TEAIKO deviation, dnAadr)
TNV aTTOKAIoN W¢ 10 TTNAIKO Tou devint pe To 100.

TéNog uttoAoyiloupe To reputation WG TO YIVOPEVO TNG TPEXOUCAG GUVOAIKAG EUTTEIPIOG ETTI TNG
atmmokAIong. AnAadn TTpoKeTal yia To atroTéAeaa Tou Peidia kal TNG ouddag, aAAd pe Baon Tnv eIKGVa
TTou divel o€ Evav TpiTo, yia TTapddelyua o€ Katrolov AANo TTOAITN TG Apxaiag ABrvag.

private void UpdateExperienceAndReputation(GameObject building)

7

var buildingWg = building.GetComponent <Bui ldingsWeightGenerator>();
var daysForCompletion = buildingWg.GetDaysForCompl etionBasedOnTag();

experience += buildingWg.weight * daysForCompletion;
experiencelext.text=experience.ToString(Culturelnfo.CurrentCul ture);
Debug.Log(’Building weight: ” +buildingWg.weight);
Debug.Log(”daysForCompletion: ” +daysForCompletion);

var devMultiplier = ( 100/experience) * Constants.DEVMULTIPLIER;
var devlnt = Random.Range(minDev, maxDev)— devMultiplier;
var deviation = devInt / 100. 0;

reputation= experience * deviation;
if (reputation > 100)
reputation = 100;
reputationText.text = reputation.ToString(CulturelInfo.CurrentCul ture);

AgiCel va TraparnpnBei 6TI 600 TTEPICTOTEPN EUTTEIPIO OTTOKTOUV WG O WADA [E TNV KATAGKEUN KTIPiWYV,
1600 TTI0 peyahog apiBudg sival To devMultiplier. ETropévwg 1o devint kGBe opd Ba yivetal pikpdTeEPO,
MEXPI va eCaAeipOei TEAEiwG. H @AuN PETG aTTd éva onueio péoa oTnV TTPOCOoHoIWaN Adyw TNG JEYBAANG
gptreIpiag TnG opadag grdvel To 100, TTou anuaivel 6T 0 Pe1diag pe TV opdda Tou gival TTAEOV yvwaTol
o€ 0An Tnv ABAva. MapoAa auTd, n ePTTEIpia TOU ouveyidel va augaveTal Kavovikd, KATI TToU gival
atréAuta Aoyikd kal Ba cuvéBaive Kal OTNV TTPAYHOTIKOTTA.
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4.3.9. ENINOIrH ENOMENOY KTIPIOY

H emAoyn Tou eTéuevou KTipiou eival n ey aAiTepn d1adikaoia Tng TTpocopoiwong. OTrwg €Xe1ndn
avaAuBei, To KEBe KTipIo KaTA TNV EKKivNaN TNG TTpoCgoUoiwang TTaipvel duo TIEG: To Bapog (weight) kai
TIG NUEPEG TTOU X PEIAovTal Yia TNV OAOKApwaon TNG KATaoKeurg Tou KTipiou (daysForCompletion).
AuTéG o1 TIEG AauBdvovTal atrd To BuildingsWeightGenerator script. ApxiTekTovikd, OAa Ta KTipia TTOU
TTPOKEITAI va XTIOTOUV ToTToBeTOoUVTAI KATW a1Td éva KEVO GameObject pe dvoua ToBeBuild kair eTikéTa
Buildings. KaBe kTipio eival éva kevdé GameObject kaTtw atré 1o ToBeBuild ye eTikETa TOV TUTTO TOU
KTIpiou. Kdatw atré kabe éva kTipio uttdpxel kai 1o prefab. To evdidueco kevd GameObject
dnuIoupynRBnke yia AGyoug euKoAiag TNg dlaxeipiong Twv KTIpiwv.

v Temple Typel1C St

Tag Temple ~ Layer Defau

Area Light

day Night Cycle s o
Builders Group

oBeBuild B v Buildings Weight Generat @

Building Name

Days For Completion O

Status Under Construct

Add Component

." House Type 5
€0 Temple Type 1C
..’ emple -I"l
0 Temple Type 2C
emple Type 2

(0 Temple Type 3 C
..’ el ]i»‘ ype 3

arm House C

0 TempleTh

.’j emple I holos
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OT1rdT1E, UTTAPXOUV O1 TTAPOKATW TTANPO POPIEG:

Ovopua ETikéTa
House Typel1C House
House Type2C House
House Type 3C House
House Type4C House
House Type5C House
Temple TypelC Temple
Temple Type2C Temple
Temple Type3C Temple
Farm House C Farm
Amphitheater C Amphitheater

Tholos C Tholos

Mivakag 4 Ta KTipia Kai1 Ol TIPOYPAHHATIOTIKES OVOMHACIES TOUG

Me Bdon autd Ta dedopéva, HETA TNV EAeuon 2 BEUTEPOAETITWY YIATI dnUIOUPYOUVTAV OUYKPOUCEIG
Aoyw xpovou (Race Conditions), ekTeAeital pia cuvapTtnon mou ovopddetal NextBuildingDecider().

H ouvdpTtnon autn £xel WG OTOXO Va BPEITO ETTOPEVO KTipIo TTou agilel TTEPICTOTEPO VO
KaTaokeuaoTei. Autd onuaivel 6TI WAXVEl TO KTipIO JE TO TTEPICCATEPO PAPOG Kail TIG AIlYOTEPES PEPES YIa
va au§AaEl TTIo Y Priyopa To experience, Joipaia va aTTIoKTACE! £va apxiko reputation To o1roio dev Ba
€ival To KOAUTEPO KAl OTABIAKA E T CUVEXOMEVN aUENON TNG EUTTEIPIOG va BEATIWOEI OAQ TO GTATIOTIKG.
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H NextBuildingDecider() ammobnketel 6 Aa 1a Traidia Tou ToBeBuild GameObject mou éxouv wg
status 1o Unavailable, o€ ¢éva Dictionary. 21n Aiota dnAadn &€ cupTtrepIAaUBAvVOVTaI KAl TO KTipIa TTOU
mOavév va Exouv Ndn xTioTel. ApxIK& KAvel Evav EAEyXO KOl a@aIpEi TA KTipIa TTOU €X0UV TIG
TTEPIOTOTEPEG NUEPES PEXP! VO OAOKANPWBOUV. AuTO gival Aoyiko, yiaTi N oada BeV EXEI OPKETN
EUTTEIPIA VIO VO KATOOKEUAOEI £€ APXAS Evav vao yia TTapddelyua. OTToTe TTPETTEN va apXioouv aTrd
atAd KTiopaTta, OTTwG eival Ta aTriTia. MeTa TNV TTPWTN agaipean, akoAouBei pia deuTtepn e Bdon 1o
Bdpog. AnAadr) aTo Ta KTipIa e TIG IDIEG NPEPESG KATAOKEUNG TTOPAUEVEI JIOVO QUTH TTOU €XEl TO
MeyaAUTEPO BApog. AuTo gival Kal TO I0AVIKO KTipIo TTou ETTIAEyEl 0 PeIdiag yia va XTIoEl

GameObject NextBuildingDecider(Dictionary<int, Bui IdingsWeightGenerator>
buildingsWeightGenerator)

buildingZero
buildingZero = buildingsWeightGenerator[0];

building buildingsWeightGenerator.Tolist())

(building.Value.daysForCompletion >

buildingZero.daysForCompletion)

buildingsWeightGenerator.Remove(building.Key);

building buildingsWeightGenerator.TolList())

(building.Value.weight > buildingZero.weight)

tGenerator.Remove(buildingZeroKey);
building building.V
buildingZeroKey = building Key;

children=toBeBuild.GetComponentsInChildren<{Transform>(
( t children)

(t.name.Equal s(buildingZero.buildingName))
t.game(
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Agev apkei Opwg povo va Ppebei To KTipIo, aAG TTPETTEI VA TTAPAPETPOTTOINOET £TO1 WOTE va
yvwpifouv Aol TToU TTPETTEI va KaTeuBuvBoUv yia va xTioouv. OTIOTE TO KTipIo TTaipvel TNV Kaivoupyia
kataotaon UnderConstruction. K&Be gpopd eival eQIKTO HOVO £va KTiPIO va €XEI T OUYKEKPIPEVN
KataoTaon. EmtAéov TrpooTiBeTal €vag Collider oo KTipio kKai éva script TTou ovopddeTal
OnConstructionSite, TTepICCATEPO YIA VA EVNEPWVOVTAI TA animations Twv XA pakTAPwV.

AddCustomBoxCol 11 der()

currentBuilding.AddComponent<BoxCollider >();
(Transform child in currentBuilding.transform)
{

(child.name.Equals(Constants.HOUSE_TYPE + 3) \

child.name.Equals(Constants.HOUSE TYPE + 4) |
child.name.Equals stants.HOUSE_TYPE + 5) |

child.name.Equals(Constants.TEMPLE _TYPE + 2)
child.name.Equals(Constants.TEMPLE TYPE + 3))

currentBuilding.GetComponent<BoxCollider>().size= Vectord(l, 1, 1);

currentBuilding.GetComponent<BoxCollider>().size= Vector3(l5, 15,

currentBuilding.GetComponent<{BoxCollider>().isTrigger =

Dictionary<int, BuildingsWeightGenerator> GetAllWeightGenerators()
buildings = Dictionary< ,BuildingsWeightGenerator>();

id = 0;
(Transform building toBeBuild.transform)

(building.GetComponent<BuildingsWeightGenerator>().status !=
BuildingsWeightGenerator.BuildingStatus.Built)

buildings.Add(id, building.GetComponent<BuildingsWeightGenerator>());
id++;

buildings;
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MapaAAnAa evnuepwveral To AncientWalk script Tou ®eidia kai Tou ‘EEapyou yia 1o vEo PEPOg OTToU
TTPETTEI VO TOUg 00nyei N ouvapTtnon GoTo().

TéAog, o Peidiag evnuepwvel Tov EEapxo yia Ta kaivoupyia dedopéva, dnAadn yia TIG NUEPES TTOU
Ba xpelaoToUV yIO TNV KATAOKEUN TOU VEOU KTIPIOU KAl TO OVO[A TOU KTIPIOU YIO VA JTTOPE va TTNyaivel
o 'E¢apyxog péow tng AncientWalk.GoTo().

BuildDecisionMaker : MonoBehaviour
GameOb ject toBeBui 1d;
Dictionary Buildin< WeightGenerator> buildingsWeightGenerators;
GameObject currentBuilding;
DecisionMaking()

toBeBuild = GameOb ject Flndeme(l jectWithTag
(Constants.B_BUILDINGS

buildingsWeightGenerators = GetAllWeightGenerators();

urrentBuilding = NextBuildingDecider(buildingsWeightGenerators);
AddCustomBoxCol lider();

currentBui lding.AddComponent<Construc t ionSite>();
currentBui lding.Ge tComponent<Bui VeightGenerator>().status =
BuildingsWeightGenerator Buﬂdl atus.UnderConstruction;

gameOb ject.GetComponent<AncientWalk>().Buildinglnitialization();

GameOb ject.FindWithTag(Constants.LEADER).GetComponent<Exarchos>().building =
currentBuilding;
GameOb ject.FindWithTag(Constants.LEADER).GetComponent<{Exarchos>().remainingDays =

currentBuilding.GetComponent<BuildingsWeightGenerator >().daysForCompletion;

GameOb ject.FindWithTag(Constants.LEADER).GetComponent<AncientWalk>().BuildingInitiali
zation();
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Eixova 10 O peydAog vaog
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4.3.10. ArAAMATA

Ta ayaApata otnv Apxaia EAAGSa Emaidav 1diairepa onuavTiko poAo. MoAAoi yAUTITEG kKaTaPepav va
avadeiEouv To TAAEVTO TOUG KOl VO QVATIOPACTHOOUV e TTOAU pEAANIOTIKO TPOTTO TO aVOPWITIVO CWHa
Kal Ta cuvaioBriuara. H Otmapén Toug otnv gpyacia gival KaBopioTKr Kal CUPBEAAEl oTnv €TTITEUEN TOU
OTOXOU YIa PEONIOTIKOTEPN aTTEIKOVION TNG Apxaiag ABrvag. Ta prefabs ou BpéBnkav gival eTiong
TTOAU KaAooxedIaopéva. Ta PEAN Twv ayoAPaTwY eival 0AOKANPA KAl QAIVETAI VA €XOUV HONIG XTIOTEI.
AuoTuxXWwg deV UTTHPXE N duvaTOTNTA VA BPEBOUV £yXPWHA avTiypapa Twv ayaAUdTwy, OTIWG ATAV Kl
oTNV TTPAY MATIKOTNTA.

Eixova 11 O1 opOoIOTNTES TWV AyaAHATWY TTOU XpnoigomoiNOnkav eival peydAeg
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Eikova 12 OAa Ta aydApgara TomoOeTnpéva oTn oknvn

Eixova 13 ApioTepda o Epung , deé1a o Apng

37
MopgoTroinon EikovikoU lMepiBaArovtog Tng Apxaiag ABrvag

pe Tnv Kataokeur KTipiwv kar AyaApdtwv



MetamTuxiakn AlaTpiBr kikag Mewpylog

Eixova 14 ApioTepd 1o dyaApa Tou Aopupopou, dedia To ayaApa Kopn

Eikova 15 ApioTepa o avdpag pHeE To OKUAO kai Bedid n A@podiTn pe To Madi TNg
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Eixova 16 ApioTrepd n NOpupn, dedia n MnveAonn

H AoyIkr dnuioupyiag Twv ayoAudTwy gival axedov n idia ye Twyv KTipiwyv. KEBe dyahua £xel Eva
BApog Kal avrkel o€ pia Karnyopia atrd TiG akdAoubeg: Mikpd, Meoaio, MeydAo. ‘ETol S0 Op@UVETAI O
TTAPOKATW TTIVOKAG:

‘Ovopa AydAuatog MéyeBog Bdpog Mépeg yia va
oAokAnpwosei

Epung Mikpd 10-35 3
Apng Mikpd 10-35 3
Aopupopog Mikp6 10-35 3
Kopn Mikp6 10-35 3
A@podiTn Meoaio 45-75 6
NUpen Megoaio 45-75 6
MnveAotn Meydaho 80-95 9
Avdpag pe okUAO MeyaAo 80-95 9

Mivakag 5 MpoypapUaTIOTIKES TTANPOWOPIES YiAa TA aydApara

AvrTioToixa Aoimov ue 1o BuildingWeightGenerator.cs, Trou uttdpxel o€ kd0¢ KTipio Kal TTapdyel T0
Bdpog Tou KTIpiou, £T01 dnuioupyrnBnke kai n StatueWeightGenerator.cs TTou pe fdon Tov TTapaTtévw
TTiVaKQa, apxIKOTTOIEl Ta aydAuaTa.
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v Man With His Loyal Dot Static v

Tag L v Layer Default =
Ground Prefab Open Select Overrides «
Area Light

2n Transform @

Position X 93.8 Y 8.75 Z 1101
Rotation X 180 Y -2563' Z 0
Scale X 25 Y 25 & 25

s Group
ToBeBuild

&, v capsule Collider e

WP Are: EA v Statues Weight Generator @ 3t

.’jL Ory phoro:

&g Kore

&# Man With His Loyal

&9 Nymph \ 1ht 0

." rFenelope

&9 Venus Kissing (
P Phedias@KnightDP¢
) Main Camera

Days For Completion 0O

Status Under Construction =

Add Component

Project

Eikova 17 ApxiTekToviK ayaApdarwyv otn Unity

O ®ei1diag emAéyel Trolo dyoApa Ba xTioel oTn ouvéxeia ue Tnv NextStatueDecider(), TTou givai
mapopola pe Tn NextBuildingDecider(). H cuvéptnon Badel o€ éva Dictionary Ta «1raidid» Tou Kevou
GameObject Statues. MNpwTa aToppitrTel AUTA TTOU XPEIGovTal TTOAEG JEPEGS YIa va XTIOTOUV Kal JETA
atré Ta EVOTTOUEVOVTA DIAAEYEI QUTO HE TO PEYAAUTEPO BAPOG. AUECWG UETA EVNUEPWVETAI HIA
peTaBAnT (remainingDays) Tou Phedias.cs yia va yvwpilel TTOoEG NUEPES XPEIGETAI AKOUA YIa va
oAokAnpweei To dyaAua. ZTa KTipia auTr n diadikacia Tng evnuépwang yivetal ato Tov ‘E¢apxo
(Exarchos.cs).
Ortav o Peidiag oAokAnpwaoel éva véo dyaAua, dnAadn ol remainingDays undevioToUv, KaAE&Tal n
PlaceStatueAndDecideNext(), otrou:

®  EVNUEPWVETAI N KATAOTAON TOU aydAuarog o€ Built

o yiveTal opatd oTn B€0m TToU £x€l TTPOOXEDIAOTE VA EPPAVIOTET

o EVNUEPWVETAI N GrN Kal N aTrOKAIoN 0€ auTa TTou OXedIAgel Kal uAoTTolEi 0 Peidiag

e gvnuUEPWVETAI N OIETTAQPN XPNOTN OTI 0 AOKANPWONKE TO GUYKEK PINEVO AyaAua pe Bdon 1o

6voud Tou
e aTmro@acilelTrolo Ba ival To ETTOUEVO AyOoAUa TTou Ba XTiOEL.
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UpdateStatueRemainingDays()

(statueRemainingDays — 1 > 0){
statueRemainingDays—;

PlaceStatueAndDecideNext();

UpdateDeviation(GameOb ject statue)
statueWg = statue.GetComponent<StatuesWeightGenerator>();
aysForCompletion = statueWg.GetDaysForCompletionBasedOnTag();

personalExperience = statueWg.weight * daysForCompletion;

devMultiplier = (100/personalExperience) * Constants.DEVMULTIPLIER;
devInt = Random.Range(minDev, maxDev ) - devMultiplier;
deviation = devInt / 100. O;

reputation = personalExperience * deviation;

2TO ONMEio aUTO TTPETTEI VA ETTICNPOVOET TTWG N EUTTEIPIa aPoPA TO TUVOAO TNG OUAdAS KAl OXI TO
Oe1dia atrokAeioTIKG. EEAANOU 0TV KaTaokeun KTIpiwv 0 Peidiag eTBAETEI, aAG N opdda XTIoTWY
gival autr Tou Kavel To KTiopa Tpaén. OmoTe n eutTeIpia gival B€a Tou cuvoAou kai 6xI Tou
apxITEKTOVO. ETTOPEVWG TO YOVO TToU PTTOpPE Va BEATIWOEI e TN dnuioupyia ayaAudTwy, gival n @AuN
KQlI N TTo ypriyopn atrokardoTaon TnG. INa auTtd 1o Adyo akoAouBeital n diadikacia TTou akoAouBr|onke
OTNV KATOOKEUN KTIPiWV, YIO TNV EVNUEPWON TNG ATTOKAIONG KAl TNG @ruNG, Kal oTa aydAuaTa.
PlaceStatueAndDecideNext()

Component<StatueDeci sionMaker>().currentStatue;
tue.SetActive( );
sculptedStatue.GetComponent<StatuesWeightGenerator >().status =

ght ator.StatuesStatus.Built;
UpdateDeviation(scul ptedStatue);
chatBox.UpdateChatBox(“P: I finished my personal work of art. I named it ” +
sculptedStatue.name);
gameOb ject.GetComponent<StatueDecisionMaker>().StatueDecisionMaking();
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4.3.11. HXOI MPOZOMOIQZHZ

2TV TTPOCONOoIWON XPNOIKOTIoIBnNKav X0l Yia va Bondricouv Tov TTapatnenTA va BIWoEl
TTapatavw TNV Apxaia ABAva.

ApPXIKA XPNCILOTTOINONKE £Vag NXOG TTAPOCKNVIOU YIa VO QaivETal TTWG UTTAPXOUV KATIOIEG OPATEIG
TToU cupBaivouv aTn dIGPKEIA TNG TTPOCOUOIWONG.

Ortav cival Bpdadu Kail Ol XOpaKTHPES TNy aivouV yia va KoipunBouv, akolyetal £vag GAAOG XOG TTIo
ATTIOG yIa va divel TNV aioBnon Tng neepiag kai TG YaArivng. O x0g TTapacKnviou dIGKOTITETAI YIG O00
OIOPKEI O TTAPATIAVW MXOG.

Tnv wpa TTou TTNYaivouv 0TO EKACTOTE KTipIo TTOU BPIiOKETAI UTTO KATAOKEUN, AKOUYOVTal fXOI aTTo
oQUPIA Kal eTUdpIa.

Ortav o Peidiag Bpiokeral aTo Epyacmpl Kal o TTapatnenTAG e TNV KAPEPA TTANCIACE TO
OUYKEKPIPEVO KTipIo, uTTopei va akouoel To Peidia va GpIAeUel Eva AyoApa. AuTo EXEl ETNTEUXOE e TN
xprion 3D sound. AvTioToixa £€w aTto Tnv TaBépva OTTou TTNyaivel TOV EAUBEPO XPOVO N oudada,
aKoUyovTal CUVOMINIEG, TTOTHpIa Kal YEAIQL.

O1xo1 TTou €xouv xpnoihoTToinBei yia KABe TTepiTTwon &ev gival povo évag. ‘Exouv avokTnoei
OIAQOPETIKA TUAMATA TOU iBIOU .wav apxE&iou, KOTINKAV O€ MIKPOTERA TUNHATA KAl XPNOIUOTTOI0UVTAl g
TN XpAoN TG ouvapTtnong Random.

‘OAol ol TTapaTdvw AXOoI £xouv avakTnBei atrd Tnv TTAaTeopua Tou YouTube kal avaypd@ovtal om
BiBAloypagia 010 TEAOG TNG TTAPOUCAG OITTAWMATIKNG.
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4.3.12. MAPAAEIFrMA MPOZOMOIQZHZ

MapakdaTw Ba d00¢i TTapddelyua PIag TUTTIKAG NUEPAG TWV £pYaTWV Kail Tou Peidia.

REPUTATION
24

(o)

EXPERIENCE

o

- A 52

Eixova 18 Tnv wpa Tng SouAsiag

21NV apxn TNG TTPpWTNG NUépag, o Peidiag arropaaidel TTou Ba XTicouv To TTOUEVO KTiopa. To Trpwi
TINyaivouyv Kai EEKIVOUV TIG EPYAOIES TNG KOTAOKEUNG.
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REPUTATION
1

EXPERIENCE

(o]

Eikova 19 Zrov eAeuBepo Xpovo

To atrdyeupa TTou 0AOKANPWvoUV Trn douAeld ToOUG, KaTeuBUuvovTal TTPOG Ta O N XTIOUEVA OTTITIONTTOU

QVTITTPOCWITEUOUV TNV TaREPVa Kal TO epyaaTtipl Tou Peidia. H TaBépva eival oTnv TTapatrdvw €KOVa
TO OTIITI OTA APIOTEPA Kal To epyaaTrpl Tou Peidia To peaaio oTrimiaTa OegId. Ta unvouaTa £Xouv
avavewBei oTn diemar] xpHoTn KaTw degid.
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REPUTATION
<t

|15y <HEIMA
GAMELION 482 B

EXPERIENCE

G: LET'S GO TO WORK!

P: LET'S CREATE A SCULPTURE THAT WILL
STAY IN HISTORY!

G: LET'S DRINK SOMETHING!

P: LET'S REST A LITTLE!

G: TIME TO SLEEP!

Eixova 20 Kara tn didpkeia Tng voxrag

MeTd Tov €AeUBEPO XPOVO TOUG N ouada KaTeubuveTal oTnv EoTia TTou gival To SeUTEPO KTiIoUQ aTIO TO
apIcTEPA. ZTNV EIKOVA QaivovTal Ol EPYATES Va KaTeuBUvovTal TTPog Ta ekel. ETiong o Peidiag £xel guyel
a1l TO EPYACT)PI TOU KaI BPICKETAI OTNV AUAr} TOU OTNTIOU TOU OTA O ECIA, ETOINOG VA UTTEN YIA VA
KoIunOEi.
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5. TEAOZ NMPOZOMOIQZHZ- ZYMNEPAZMATA-NEPINAHWH

Mapak&Tw UTTAPXOWV EIKOVEG ATTO T OKNVA OAOKANPWUEVN, TTOU TTEPIAaUBAVEN Ta OTTITIA, TOUG VOOUG,
T0 B0 A0 KaI TO ap@IBéaTpo. H @dpua £xel TOTIOBETNOEN 0TnN OKNVR PE TETOIO TPOTTO WOTE VA TTAPATIEUTTEI
o€ £va oiknua €KTOG TNG KEVTPIKAG TTOANG. O O0OA0G BpiokeTal oTn Péon TNG TTAaTEiag aTnv Apxaia
Ayopd Tng ABrvag. Ta aydApaTra gival TOTIOBETNUEVA JTTPOCTA GTOUG KEVTPIKOUG vaoUg, TO aupIiBEarpo
Kal 0To & pOWOo YIa TN GApa.

Eikéova 21 Avo ammé Toug TPEIG VAoUg TTou XTilovral oTnv mpooopoiwon Hali pE Ta aydApard
TOUg

-

-
o A%
-

-
_____

Eixova 22 O O6Aog kal n KEVTPIKNA MAareia
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Eixova 24 Ap@i0tarpo MepixAf kai ayaApa tng MnveAomnng
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REPUTATION

o8

EXPERIENCE

G: LET'S DRIN ETHING!
| P: LET'S REST A LITTLE!

G: TIME TO SLEEP!

| P: LET'S GET DOWN TO WORK!

ﬁ.‘;%ﬁ—.‘i‘ ge __GRAE g oy : .
Eixova 25 Ta omiTia Tng AGfjvag oAokAnpwpéva. O Ps1diag pe Tnv opdada Bpiokovrar oTo
KEVTPO TNG MAaTeiag, EMOpéEVwWG XTi{ouv TOo O6AO.

REPUTATION

|
B oo
H EXPERIENCE

7 234

5: TIME TO SLEEP!
P: LET'S GET DOW

RE THAT WILL

Eixova 26 Ta omiTia, 0 O6Aog ka1 oTo Ba6og Ta pikpd aydApara
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<>y
1999
o8

EXPERIENCE

SCULPTURE THAT WILI

THING!

Eixova 27 ‘181a mpooopoiwon pe Tnv Eikova 20. H opdda £xe1 karaokegudaoel ka T Pdappa oro
BaBog dedia

REPUTATION
P
1]
EXPERIENC<E
i 514

G ETHING!
B P: LET'S REST A LITTLE!
: TIME TO SLEEP!

P: LET'S GET DOW}

oV

AP

Eikova 28 Ztn ouvéxela £€xouv xTioTei Suo vaoi. H opada BpiokeTral miow amdé Ta aydApoara kai
KATAOKEUA(el ToVv TEAEUTOIO Vad
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REPUTATION

EXPERIENCE ! v . oMl FTHINOPORON
© PR ) N W POSEIDEON 459 B<

CONGRATULATIONS! YOU MANAGED TO BUILD ODEON OF HERODES ATTICUS!
YOUR NAME HAS BEEN WRITTEN ON THE HALL OF FAME! YOU ARE ONE OF
THE BEST SCULPTURES AND ARCHITECTS OF THE ANCIENT TIMES!

IT TOOK A LOT OF EFFORT TO REACH THE TOP! THROUGH THIS TIME, YOU:

GOT 873 OF EXPERIENCE EARNED 100 REPUTATION

P: LET'S GET DOWN TO WORK!

G: LET'S GO TO WOR

G: LET'S DRINK SOMETHING!

Eikova 29 TéAog mpooouoiwaong

‘ExovTag TTAEOV XTiOEI KOI TO au@IB£ATPO, N TTPOCOM0IWAOT TEAEIWVEL TO EVNUEPWTIKO UFVUHO ETTIKPOTE
TNV TTpooTrdBea Tou Peidia kal TNG ouadag Tou. MapdAAnAa TTapaTiBevTal KAl GTATIOTIKA OXETIKA JE TNV
EUTTEIPIA KAI TN PN TOU. ZTO TTPWTO TTapadeiypua, eival 873 rovrol eutrepiag kal 100% @run. ZTig
ak6Aoubeg pwToypagieg TTapaTiBevTal Kal GANa TTaPAdEiYUATA TTOU ATTOBEIKVUOUV OTI N QN GTAVEI
mavTta 10 100% Kai n epTTEIpia eravel karmmou ata 790-880.

AUTO 00nyel 0TO CUPTTEPAT A OTI TTAPOAO TTOU N PriN GTAVElI OE PIA KOPU®Pr), OTO GNEIO TNG
TTPOCONOIWONG OTTOU £X0UV XTIOTE TA TTEPICCOTEPQ OTTITIA A MONIG XTIOTEI 0 ©@6A0G ) N Ddppa , n
eptTeIpia ouveyicea va augaveral. Or epydreg ouveyidouv va pabaivouv kai va eEehicoovtal Kab' 6An T
OIGPKEIA TNG TTPOCOMNOIWaNG, TTAPOAO TTOU N YVWUN TWV KaToikwy TNG ABrivag ival AdN N KaAUTePN yia
auToug.
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REPUTATION
<)

AL

pii 100

EXPERIENCE
jit 855

<HEIMA
BOLION 435 B<

CONGRATULATIONS! YOU MANAGED TO BUILD ODEON OF H

ODES ATTICUS!
YOUR NAME HAS BEEN WRITTEN ON THE HALL OF FAME! YOU

ONE OF
THE BEST SCULPTURES AND ARCHITECTS OF THE ANCIENT TIMES!

IT TOOK A LOT OF EFFORT TO REACH THE TOP! THROUGH THIS TIME, YOU:

GOT 855 OF EXPERIENCE EARNED 100 REPUTATION

#4P: LET'S GET DOWN TO WORK!
S GO TO WORK!

XEATE A SCULPTURE THAT WILL
STORY!

PHEDIAS! WE JUST FINISHED A NEW

HEATER

REPUTATION
P
LY

o8 100

THEROS
T RR ) o % ks Tl S
e e e P 3 L34 METASEITNION 459 B<
EXPERIENSE

-t CONGRATULATIONS! YOU MANAGED TO BUILD THE AMPHITHEATER OF
PERICLES! Y NAME HAS BEEN WRITTEN ON THE HALL OF FAME! YOU ARE
ONE OF THE BEST SCULPTURES AND ARCHITECTS OF THE ANCIENT TIMES!

IT TOOK A LOT OF EFFORT TO REACH THE TOP! THROUGH THIS TIME, YOU:

GOT 880 OF EXPERIENCE EARNED 100 REPUTATION

L1
N HISTORY!
C PHEDIAS! WE JUST FINISHED A NEW
E

Eikova 31 TéAog mpooouoiwong 3
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6. MIOANEZ ENEKTAZEIZ

O1 ETTEKTATEIG TTOU PTTOPOUV VA EQAPPOCTOUV OTN OKNVI €ival OPKETEG. TNV £PYATia UTTAPYXOUV Kal
XOPOKTAPEG TToU O€ XpNOIOTIOINBNKaV aAAG aTreikovi{ouv TTOAITEG TNG Pwpng TTou poiddouv
TEPIOTOTEPO UE Apxaioug EANVES aTd auToUg TTou TEAIKA X pnoipoTioinenkayv. H xprion Twv
TeAeuTaiwv Ba ptTopoUce va emQEPE! TTIO PEANICTIKG aTtoTeAéopaTa. MapdAAnAa Ba ptropoldcav va
EQPAPUOCTOUV Ol ETTOXEG KOl OTNV TTPAY LOTIKOTNTA PE TNV £viagn €0Tw KATTOIOU £TOIOU N aviouou
atré 10 Asset Store Tng Unity. ©a utropouce €1Tiong va epapuooTei Jia AoyYIKI] TTOU Ba aTTETPETTE TOUG
XOPOAKTAPEG VA TTEPVOUV PJETO aTIO Ta KTipia 6Tav TTEPTTATOUV. H UAOTIOINGN auTr Ba PTTopPOUCE va yivel
ME TN Xpron TTpakTopwv. EVaAAAKTIKA, avTi yia eAeUBepn TTpocopoiwan Ba UTTOPOUCE va ATIOTEAECEI
™ Baon yia £va Traixvidl. O ®<1diag Ba uTTopo Uoe va aTTOTEAE TOV XOPAKTAPA TTou Ba XeIpICOTaV O
XPNOTNG, EAEYXOVTOG £TO1 TO ETTOUEVO KTiPIO 1} dyaAua TTou Ba XTIOTEIL

To uTt6aBpo NG Apxaiag EANGdag, oe cuvduaoud pe T MuBoAoyia, Toug BpuAoug Kai Ta I0TOPIKA
dedopéva TTou UTTApxouV, divouv éva hEyaAo eUpog duvaToTATwY eEENIENG. MNa TTapddeyua Ba
MTTOpOUCav va uttdpyouv ol 12 8eoi Tou OAUUTTOU TTOU TTAIPVOVTOG ATTOPACEIS Va eTTNPEAJOUV TN Cwr)
TWV XapakTipwv. Etriong 8a Atav evdiagépouaa n TTapouaia NPwwv 0TS 0 HpakARG TTou Tuxaia Ba
guvavaoTpe@oTav -f Kal 0|, pe To Pe1dia kal va Tou dWOEl KATToIa TTANpo@opia XTICOVTag £€TOI KATTOI0
MUBIKO KTipIo TTou Ba Tou £DIVE ETNITTAEOV EUTTEIPIA KOI QVAYVWPICTUOTNTA.

Quoikd, ek1O6 aTrd To Geidia Ba PTTopoUcE O TTAIKTNG VA TTAIPVEI TIG ATTOPACEIS TOU idIou Tou MePIKAR,
£XovTag £Ta1 TN oUVOAIKN dloiknan TG ABrAvag. Me auTd Tov TpOTIo Ba £AeyXe OAN TNV TTOAN O€
TTONITIOTIKO, OTPATIWTIKG, TTONITIKO KO OIKOVOUIKO £TTiTIE0. KaBnuepivég SUGKOANIEG, ATTOPATEIG KAl
eMAOYEG Ba ptTopouoav va odnyrjoouv 1o Xpuad Alwva Tou MepikAr o€ pia yeyaAn atotuxia R otnv
ETTITUXIO TTOU TTPAYUOTIKGA OTTOTENECE.

ATT6 1I0TOPIKA YeyOVOTa Kl dEDOMEVA €ival TTOAU yVwo T n S1apdxn avapeca oTn ZTTApTn Kal TNV
ABRva. H yetagl Toug £pida Ba utropoloe va PJETAPPAOTEN KAl auTr) Héoa aTid To Traixvidl. MNa
TTApAdEY Ha O i010G uNXaviouog yia TRV ABrva ) Ta idia Assets Ba utropoloav va XpnoiuoTToinBolv
peTayevéarepa XTiCovTag pia Z1raptn. O Traikmg Ba putropouoe va eTTIAEEET e TTola TTOAN Ba BeAe va
eival. 'ETol To Traixvidia Ba €poiade TTEPICTOTEPO HE TO TTAIX VIOl TTOU EVETTVEUCE O€ €va BaBuO Tn
dirAwpaTikr, To Civilizations V. Z10 TEAOG KGBE NUEPAG o TTaIKTNG TTou Ba diaxeipICoTav Tn Yia TTOAN Ba
MaOBaive T Katdeepe va KAvel n GAAN gEoa oTnv idia pEpa kal Ba axediale KAAUTEPQ TIG KIVIOEIG TOU YIa
NV ETTOPEVN.

Mia evaAAaKTIKA Ba fTav n aTpATNYIKA TTOU £QApUOCE £va GAAO TTOAU yvwaoTo Tralyvidl, To Assassins
Creed: Odyssey. 210 TraiIyVidl auTtd BAETTIOUNE TN CWr) VOGS XAPAKTHPa 0TN dIGPKEI TOU
MeAoTrovvnoiakoU MoAépou peTagu ABrivag kai ZTiapTtng. AnAadn cupBaivouv didgo pa yeyovoTa oTa
oTroia Ytropei va TrapéuBel, aAa oTnv oucia egedicoovTal Kal xwpig Tn fondeid Tou. OToTE £vag
XOPAKTAPAG TNG SITTAWMATIKAG Ba utTopouae va eKTeAET DIAPOPES EPYOTieg €iTE WG ATTAGG TTOANITNG
(Simulation Game) €ite wg PIGBoPOPOG TToU ekTEAE aTTOCTOAEG (Role Play Game) o€ pia ek Twv duo
TTOAEWV TTOU TTPOAVAPEPONKAV KAl AV EKTEAEI E ETTITUYXIO TIG TTOPATIAV W EPYOTIES I} ATTOCTOAEG, N TTOAN
TOU va KEPDIel TTPORAEdICHA aTrEvavTi 0TnV AAAN TTOAN. ZTn GUYKEKPIUEVN EKBOXA Ba utTo podoav va
UTTAPXO UV Kai ETTITIEOO BUOKOANIAG, yia TTApAdeyua n GAAN TTOAN va PTTopei va viKnBei eUkoAa n
OUOKOAQ.
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7. ASSETS

7.1. UNITY ASSETSTORE

i.  Olive Tree by FOUR BLACK COLORS
https://assetstore.unity.com/packages/3d/vegetation/trees/olive -tree-1760
ii.  Rome house Package by HAVOLK
https://assetstore.unity. com/packages/3d/environments/historic/rome-house-package-116205
iii.  Ancient Greece Volume | by Methexis Studios,

7.2, MIXAMO

i.  Phedias:Knight D Pelegrini_
https://www.mixamo.com/#/?page=1&guery=knight+d+pelegrini&type=Character
ii. Exarchos: Abe_
https://www.mixamo.com/#/?page=1&qguery=Abe&typ e=Character
iii. Aristodemos: Peasant Man_

https://www.mixamo.com/#/?page=1&query=P easant+Man&type=Character
iv. Phoebos: Morak_

https://www.mixamo.com/#/?page=1&guery=Morak&type= Character
v.Artemis: Erika Archer (without bow)

https://lwww.mixamo.com/#/?page=1&query=FE rika+Archer&type= Character
vi.Danae: Kachujin G Rosales

https://www.mixamo.com/#/?page=1&guery=K achujin+rosales&type=Character

7.3. YOUTUBE

1. ASMR Ancient Athens by 1 Hour Ambience Therapy
https://www.youtube.com/watch?v=vOUF9Ygim M

2. D&D Ambience | Construction Site | Medieval, Workers, Citylife by Michael Ghelfi - RPG
Ambiences & Music

https://www.youtube.com/watch?v=Ly9CilITAnY

3.  hammering Sound Effects All Sounds 2 by All Sounds
https://www.youtube.com/watch?v=n7smCNFcb1k

4. Ancient Greek Music Vol.1Spirit Of Aristotle by FM Records
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https://assetstore.unity.com/packages/3d/vegetation/trees/olive-tree-1760
https://assetstore.unity.com/packages/3d/environments/historic/rome-house-package-116205
https://assetstore.unity.com/packages/3d/environments/historic/ancient-greece-volume-i-51069
https://assetstore.unity.com/packages/3d/environments/historic/ancient-greece-volume-i-51069
https://assetstore.unity.com/packages/3d/environments/historic/ancient-greece-volume-i-51069
https://www.mixamo.com/%23/?page=1&query=knight%2Bd%2Bpelegrini&type=Character
https://www.mixamo.com/%23/?page=1&query=Abe&type=Character
https://www.mixamo.com/%23/?page=1&query=Peasant%2BMan&type=Character
https://www.mixamo.com/%23/?page=1&query=Morak&type=Character
https://www.mixamo.com/%23/?page=1&query=Erika%2BArcher&type=Character
https://www.mixamo.com/%23/?page=1&query=Kachujin%2Brosales&type=Character
https://www.youtube.com/watch?v=vOUF9Yqim_M
https://www.youtube.com/watch?v=Ly9Ci1lTAnY
https://www.youtube.com/watch?v=n7smCNFcb1k

Iewpyiog MNkikag MeramTuxioki AlaTpiBn

https://www.youtube.com/wvatch?v=UoQUy9po5bk

5. Night Forest (Cricket/Owl Hoot/Wolves Howl) Sound for Relaxation, Sleep, Study, Yoga by
Pixelated Chill

https://www.youtube.com/watch?v=XX6Xt54Ed4c
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8. BifAiloypagia

1. Gamedesigning, Unity vs Unreal. https:/AMwww.gamedesigning.org/engines/unity-vs-unreal/.
[HAekTpOVIKO]

2. Working with character animations in unity. https:/Mmwww.rokoko.com/en/explore/blog/rokoko-
guides-working-with-character-animations-in-unity. [HAekTpovikO]

3. How to make RTS Camera Movement in Unity.
https://www.youtube.com/watch?v=cfjLQrMGEb4. [HAekTpOVIKO]

4. Q¢ciov Tou MepikAéoug.
https://el.wikipedia.org/wiki/%CE%A9%CE%B4%CE%B5%CEY%AF%CE%BF¥%CE%BD_%CF%84
%CE%BF%CF%85_%CE%A0%CE%B5%CF%81%CE% B9%CE%BA%CE %BB%CE%AD% CE%BF
%CF%85%CF%82. [HAekTpOVIKO]

5. Apxaiwv Totrog - O Xpuodg Aiwvag Tou MepikAR.
https://theancientwebgreece.wordpress.com/2015/04/26/%CE%BF-
%CF%87%CF%81%CF%85% CF%83%CF%8C%CF%82-

% CE%B 1% CE%B 9%CF%8E%CE %BD%CE% B 1%CF%82-% CF%84%CE %BF%CF%85-
%CF%80%CE%B 5%CF %81 %CE %B 9% CE %B A% CE%BB % CE%AD %CE %B F% CF %85% CF %82 -

5% CE%BF%CF%82-%CE %B 1%CE%B 9%CF%8E-2/. [HAekTpoVIKO]

6. O1 pAveg Twv Apxaiwv EAAAvwv. http:/www kairatos.com.gr/mineselinon.htm. [HAekTpoviké]
7. Wikipedia-Eptreipia.

https:/lel .wikip edia.org/wiki/% CE%95% CE%BC%CF%80% CE%B5%CE %B 9%CF %81 %CE %A F%
CE%B1. [HAekTpOVIKO]

8. Epmraipia kai Meipa. https:/Avww.in.gr/2017/12/25/culture/glossakailogotexnia/empeiria-kai-
peira/. [HAekTpOVIKO]

9. Mnxavni Tou Xpoévou. https:/www.mixanitouxronou.gr/pia-anagki-ine-i-pio-simantiki-gia-
kathe-anthropo-ti-lei-i-perifimi-piramida-tou-psichologou-maslow-pou-tin-axiopiisan-i-
manatzer-gia-na-dinoun-bonous-ke-se-idos/. [HAekTpoviké]

10. H avBpwTTivn avdykn Trupapidag Tou Maslow (pg e1IKOVEG).
https://el.thpanorama.com/articles/desarrollo personal/pirmide-de-maslow-las-necesidades-
humanas-con-imgenes.html. [HAekTpoviko]

11. Simulation Video Game. https://fen.wikipedia.org/wiki/Simulation_video_game.
[HAekTpOVIKO]

12. Xapaton, AAe§avdpa. Baoikn} YAomroinon MNupapidag rwv Avaykwv rou Maslow og EIKOVIKO
MepiBdAAov. s.l. : MavemoTipio Mepaiwg, 2020.
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