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1. NEPIAHWH

H ouykekpipyévn e@appoyn €IKOVIKAG TTpayuaTikdTnTag, gival pia Metatrtruyiakr Aiatpifr) ota
mAaiola Tou MetatruyiakoU Mpoypdauuarog Zroudwv MNMANPo@opIKAG oTo TuAua Mponyuévwy
2uoTnuaTwy yia Tnv kateuBuvon Eugun Zuotiuara Emkoivwviag AvBpwTrou-YTToAoyioTA Tou
MavemoTtnuiou Meipaiwg.

H paydaia avaTtugn Taixvidiwv Kai n evacxoAnon 6Ao Kal TTEPITOOTEPWY ATONWY UE TOV TOUEA
NG EikovikAG MpayuaTtikétntag kai TexvntAg Nonuoouvng, £xouv odnynoel o€ KAIVOTOUO
atroTeAéoUATA, KAVOVTAG JeyAAa Bripata otnv eEEAIEN Tou KAAOOU. ZuvdUAOTIKA UE TO YEYOVOG
OTI OpIoEVEG TTAATOOPUES TTapEXOVTal dWPEAV Kal 0 KOOUOG UTTopEi va Bpel eAeUBepa UAIKS yia
va EEKIVATEI TOV TIPOYPOUUATIONO Kal TNV avATITUEN TTaIXVISIWY KAl TTIPOCOUOIWOEWY, TA
TTAPATTAVW OTTOTEAECUATA OUYKAIVOUV TTOAU GTNV TTPAYHATIKOTNTA.

21NV TTapoUca epyaacia yiveTal pia TTPOaTTABEIa ONUIOUPYIAS MIOG HNXAVAG KATAOTACEWY TTOU Va
avayvwpidel autéPaTa TTola gival n avAaykn TTou €XEl TTPOTEPAIOTNTA VA EKTTANPwWOET atTd £va
XOPOKTHPA, O OTT0I0G £XEI £va BATIKO GTOXO TTOU TTPETTEI VO EKTTANPWOEL VI VA TEAEIWOEI N
Tpooopoiwan. OAa autd yivovTal pe Baon Ta Tpia TpwTa eTTimeda NG MNupapidag Tou
Mdaohoou. O xapakTrpag TTPETTEI va €pyAdeTal, VA IKAVOTIOIEI KATTOIEG BATIKEG TOU AVAYKEG Kal
TTapdAAnAa va Bpiokel xpovo yia va diaddel Kal va yivel autd TTou TTAVTaA rOEAE.

21NV TTapoUca epyaacia ETIXEIPEITAI N TTapouciaon Kal avaTTTuén evog atTtAol HovTEAOU TNG
Mupapidag Twv Avaykwyv Tou MdoAoou. O1 TTpdaEeIg TTou yivovTal gival euBuvn Tou XapaKT pa
Kal Ox1 Kavevog xelipioTh ) Taiktn. O1 Bagikég avaykeg, KaBWG Kal o1 avaykeg yia didBaaua Kal
MEAETN EKTTANPWVOVTAI JE BACN TRV €TTIOUNIA TOU XOPAKTHPA, EVW N EPYACIa OTNV OTToia
Tnyaivel kaBnuepiva givai Baciopévn oTnv WPa Tou TTaixvidiou.
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2. ABSTRACT

This virtual reality application is a Master's Thesis of the Postgraduate Program in Informatics,
in the Department of Advanced Systems for Intelligent Human-Computer Communication
Systems of the University of Piraeus.

The rapid development of games and the involvement of more and more people in the field of
Virtual Reality and Artificial Intelligence, have led to innovative results, making great strides in
the development of the industry. Combined with the fact that some platforms are provided for
free and people can easily find material to start programming and developing games and
simulations, the above results converge a lot in reality.

In the present work, an attempt is made to create a state machine that automatically recognizes
what is the priority need to be met by a character, who has a key goal to fulfill in order to
complete the simulation. All this is based on the first three levels of the Maslow’s Pyramid. The
character must work, satisfy some of his basic needs and at the same time, find the necessary
time to study and become what he always wanted.

In the present work, the presentation and development of a simple model of Maslow's Pyramid
of Needs is attempted. The actions performed are the responsibility of the character and not of
any operator or player. The basic needs as well as the need to study are fulfilled based on the
desire of the character, while the work he goes to every day is based on the time of the game.
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3. EIZArQrH

MapakdTw Ba avaAuBouv KATTOIEG YEVIKEG TTANPOQOpPIES KAl Ba XTIOTEl TO UTTORABPO yia TNV
KOAUTEPN KATAvONGON TNG CUYKEKPIPEVNG OITTAWMATIKNAG EpYOTiag.

3.1. TENIKA

Ta TeAeuTaia xpovia TTapatnpeital adgnon otnv TexvoAoyia dnuioupyiag Traixvidiwv. H
€AeUBepn diavopn TG TTAaTeoppag Unity 3D, Ta apéTpnTta assets mou diavépovTal dwpedv atod
XPNOTES A YpagioTeg KABWG Kal N dwpedv ekTTaideuan TTou TTapéxel n idia n eTaipia, ival autd
TTOU WOOoUV TTOAU KOGHO 0T GUAANWN VEWV 10£WV, 0T OnUIoupyia SIKWY TOU TTaiXVIOIWV, Kal
KAT ETTEKTOON OTNV QVAKAAUWN VEWY EQAPUOYWY OTOV TOPED TEXVNTHG VONUOoUVNG.
MapdAAnAa, n TAAT@OPUA ETITPETTEI TNV AVATIOPACTACH EIKOVIKWY KOOUWYV, OTTOTE 0 XPAOTNG
€XEI IO GUVOAIKN €IKOVA YIa TO TTWG ATAV, gival A Ba gival Kovwvieg Kal TTOAITIOPOi 0TO
TTapeABOv, To TTapdv Kal To yéAAOV avTioToIXa.

Mwg emiTuyxaverar OJwg n aAnBo@dvela evog eikovikou TTePIBAANovTog; O1 TeExvoAoyieg
Kataypa@rg Kivnang (motion capture) fonbouv Ta mapatmmavw va eEgAixbouv akopa
TTEPICOOTEPO KAl 0 OEKTNG VA BIWaEl Pia KABOAIKA avatrapdoTaan Tou IKOVIKOU TTEPIBGAAOVTOG.
Me auTd Tov TPOTTO, UTTOPEI O TTPOYPAUUATIOTHG VA KAVEI £Va XOPOKTHPA va atTokTAoE! Cwi. MNa
Tapadeyua avti va KABeTal atrOAUTA aKivnTog, JTTOPEI va Tov KAVEI va KIVEITaI PE TETOIO TPOTTO,
TTOU Va @aiveTal TTwg avatrvéel. ‘Evag dAAog TpATTog TTou Ba utropoUce va eTTITEUXOEi
aAnBogavela, gival ge TN xpRon AXwy 6Tav o XapakTApag kKavel katrola dpacTtnpidétnTa. MNa
TTapAdElYUa av O XapakTApag KOBel EUAa, Ba utTopolaoe va XpnaidoTroindei éva nXNTIKO Q€ TToU
va avatrapdyel TNV Kot EUAou pe éva Taekoupl. ‘Evag GAAOG TPOTTOG, TTOU EQAPHOCTNKE Kl
oTnv gpyacia, gival N xpAon unvupdaTwy, dnAadr éva TTAaicIo Y€Ca OTO OTTOI0 O XOPAKTAPAG
METOQEPEI TIG OKEWEIG TOU OTO BEKTN. Me TOUG TTAPATTAVW TPOTTOUG XPNOIMOTTOIOUVTAl OAEG Ol
OuvaTEG aIoBATEIG TOU BEKTN TTOU UTTOPOUV va XPNaIUoTToINBoUV atrd Tnv TTAAT@OpuA.

3.2. NYPAMIAA TOY ABPAAM MAZAOOY

H ouykekpipyévn diatpir €xel wg otéxo, o 8EKTNG va {Noel o€ éva BaBuo Tn {wr evog @oITnTA
TTOU £pYACeTal yia va KAAUWEI TIG BIOTTOPIOTIKEG TOU avdykes. O1 avaykeg auTtég Baaifovtal OTo
mpdTUTTo TNG MuUpapidag Tou ABpadu MdaoAoou. HTav évag Apepikavag wuyxoAdyog (1 AtTpidiou
1908 - 8 louviou 1970) o oT1T0i0G £UEIVE YVWATOG yia Tn Bewpia TNG 1IEPAPXNONG TWV AVAYKWV.
YTrooThpICE OTI UTTAPXOUV TTEVTE ETTITTEDN AVAYKWY OTTO TO OTToIa EEAPTATAI N CUUTTEPIPOPA EVOG
atéuou Kal KAatéANEe o€ auTd KAvovTag KAIVIKEG €peuveg. (1) ATTO auTéG, TTPOKUTITOUV Ol £€1G
QVAYKEG:

o  O1 puoIohoyIKEG.

o  O1 avdykeg ao@dAclog i alyoupldg.

o Ol KOIVWVIKEG.

e O avdykeg ekTigNONG R avayvwpiong.
e O avaykeg oAokAApwaong.
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Maslow Pyramid

H IEPAPXHZIH TON ANATKQN

Autonpaypdrwons B i
va viiBeg mAnpng

SEEES R Y 1yéons ue aveponoug
Aadakeras B Zréyn, uyeln, npootacia

Duaoohovikis B

Eikova 1 NMupapida Avaykwv Maslow

Me Bdon autn Tn diatiTTwon o MdoAoou dIaTtUTTWaE TPEIG TIPOTACEIS VIO va £ENyATEl TNV
avBpwTTivn TTapakivnaon.

MpwTov, 0 AvBpwWTTOG TTPOCTTIABEI CUVEXWG VO IKAVOTTOINOEI KAAUTEPQ TIG AVAYKEG TOU Kal
€MOUUEI OUVEXWG Kal TTEPICOOTEPA, ATTO auTd TToU 11dnN SIaBETEl.

AegUTepOV, 600 TTEPIGOOTEPO IKAVOTTOIEITAI PIO AVAYKN TOOO ANyOTEPO TTOPAKIVE], HEXPI TOU
OnuEiou TTOU IKAVOTTOIEITAI TTARPWG Kal TTAUEI VO TTOPOKIVEI.

Tpitov, N 1EPAPXNON TWV AVAYKWY TTPOKUTITEI ATTO TNV TTPOTEPAIOTATA TOUG YIA IKAVOTToinon TTou
onuaivel 6T évag AvBpwTTog TTPOCTTaBEl TTPWTA va eEaa@aAioel TNV avaykn Tou va £xel TTOCIUO
VvEPO KAl OTN CUVEXEID Va ayopdaoel Eva poUxo TTou Tou apéael TToAU. BéBaia, dev gival TTavta
avAaykn va IKkavoTroinBei TTANPWG pia avaykn yid va TTpocTraBnoel évag avepwTrog va KaAUWEl
TNV €TTOEVN. XpEIAZeTal OUWG VA IKavoTToInBei og éva oToIXelwdn BaBusd o oTroiog eival
A0QAAWG UTTOKEIUEVIKOG, EVOG AJEPIKAVOU WUXOAOYOU, TTOU UTTOOTHPICE OTI UTTAPXOUV TTEVTE
emiTeda avaykwy, oTa oTroia BagifeTal N CUPTTEPIPOPE TOU ATOUOU.

3.3. NMAIXNIAIA MPOZOMOIOZHE

H etrionun ovopacia Toug gival «Traiyvidia TTpooopoiwong (wrg» Kal 0 OKOTTOG Toug ival n
dlatripnon Kal N avaTtugn evog dlaxelpicigou TTANBUGUOU OpyavIoUWY, TTOU OI TTAKTEG EAEYXOUV
TIG (WEG KAl TIG ATTOQACEIS AUTWYV TWV XAPAKTAPWV-avOpWTTWY. KATTOIEG HEYAAES KATNYOPIES
TETOIWV TTAIXVIBIWV Eival N BIAXEIPION QUAWY, TEXVNTWYV KATOIKIBIWY WWV i TTPOCON0IWoNG
ETTAYYEAUATWV.

H Aeiroupyia Tng TTpooopoiwong, ival gia TTpoypauuaTioTiKy diadikacia TTou XpnoIUOTToIEITAl
EUPEWG Kal attd AAAEG KaTnyopieg TTaixvISIwyY, 6TTwG yia TTapddelypa Ta aBAnTikéd. 10 NBA 2K )
oto FIFA, utrdpxel n duvardtnTa TTPooouoiwaong evog aywva, étrou pe BAon Ta TTpayuaTika
OTATIOTIKA TNG eKAOTOTE OPAdAG, TNV TTOPEIA TOU XEIPIOTAH/TTAIKTN KABWGS Kal EvOG TTO000TOU
TUXaI6TNTAG, Byaivel Eva atmoTéAeopa TTou @aiveTal aAnBo@aveg.

H epyaoia gival eutrveuopévn atéd Tn oeipd maixvidiwy TTpooopoiwong The Sims, TTou ATav
TTOAU dNUOPIANG Tn dekaeTia Tou 2000. H oeipd maixvidiwv TTpocopoiwve avBpwtroug (Sim)
oTnV TPAyUATIKA Toug {wr), TTou KAAUTITAV TIG BIOAOYIKEG TOUG AVAYKEG, dnuioupyoloav
OIKoyEveleG, BoUAsuav o€ Evav KAGSO TTou eTTEAEYE O TTAIKTNG, KOIVWVIKOTTOIOUVTAV e GAAOUG
Sim kai gixav yevikéTepa £vav oAokAnpwpévo KUKAO Cwnig. MNAEov o1 avaTikoi Tou €idoug,
Traifouv avtioTolxa TraixVvidia oTa EGUTTVaA KIVNTA TOUG, XWPIg va XpeIddeTal va Eodéwouv
XPrHOTA VIO VA ayopAcouV TO GUYKEKPIUEVO TTaIXVidl.
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@ el

Eikova 2 ZriyyiotTumo amd Sims 2

OT1wg gival avTIANTITO Kail a1rd Tn SIETTAPR XPAROTN, 0 KABE Sim TTp£TTel va €XEl TIG AVAYKEG TOU
(Needs) ikavoTroinuéveg o€ éva Babud. O1 ouykekpIuéveg PTTAPEG KATAOTAONG Ba PTTopoucay va
META@PaOTOUV WG Ol TPEIG TTPWTEG Babuideg avaykwyv Tng NMupapidag Tou MdoAoou.

H omiAn “Wants” atmmotreAoUv TiG duo TeEAeUTaiEG BaBUIdES, TNG AUTOEKTIUNGNG KOl
auToTTpayudTwong.

3.4. ENIAOrH MHXANHZ NAIXNIAIOY

H peydAn epwtnan otnv apxn Tng uhotroinang, ATav n €€Ag: Unity 3D ) Unreal Engine;

Kai o1 duo TTAaT@OpUEG ITTOPOUV VA TTAPAYOUV EEAIPETIKAG TTOIOTNTAG YPOQIKA, £XOUV
ekTeTaPEVN BIBAIOBAKN TTOU TTEPIAANPBAVEI TTOAAG XOPOKTNPIOTIKA, OTTWG TTPOYPaU A
emegepyaaiag edaoug, physics, animations kai uttooTAPIEN VR. Ta ypagika Kai n aiobnon Tou
Traixvidlou dev gival TTAEOV aTTOTEAETUA TNG TTAATQOPUAG, AAAG TWV TTPOYPOUUATIOTWY, KATI TTOU
A€oV €ival TTépa TTOAU KaAOS, yiaTi uTTopEi pia oipd TTaixvISIWwV yia OTTolovONTToTE AOYO Va
aAAGgel TTAAT@OpPO UAOTTOINONG TTAIXVIBIWV Kal O XAPAKTAPAG TNG £TAIPIAG VA TTAPAUEIVE
avaAAoiwTog.

O Baoikdg Adyog trou TrpoTiuBnke n Unity 3D yia tn dnuioupyia Tou OCUYKEKPIYEVOU
TaixviOIoU €ival n TTPoNyoUlEVN EUTTEIPIA TTOU UTTAPXE TTAVW OTN CUYKEKPIPEVN TTAATQOpa. H
evaAAaKTIKA €mTIAoyA ATav n Unreal Engine, n otroia dev diatiBetal dwpedv Kai €xel EAAXIOTA
Owpedv assets dlabéaipa. H Unity £xel kata@Epel ue TNV eAeUBepn diavopun TNG va @EPEI TTOAU
KOGMO TTou ayaTrd Tn dnuioupyia TraixvISIWV TTIo KOVTA OTNV ETTITEUEN TOU OTOXOU Kal TWV
oveipwv Toug. H peydAn diaBeciudtnTa assets kai 10 eupU ACTUa aTrd EKTTAIOEUTIKA BiVTEO TTOU
UTTApXOoUV 0€ TTOAAEG I0TOOEAIDEG, KaBIGTOUV TN Unity TV Kupiapyn TTAATQOpUA yia vEOUG
XPNOTES A Yo auTOUG TTOU £XOUV TTEPIOPICUEVN EUTTEIPIAL.
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3.5. YNMOBAOPO KAI IZTOPIA

H uAoTToinon agopd éva auvduaoud UNXAavIoUwY TTOU KATa@EPVOUV va AEIToupyouv
QPUOVIKA Kal va TTIPOCOUOIWVOUV Th BACIKN) KABNUEPIVOTNTA £VOG epyalouevou goitnth. Ol
AgIToupyieg TTou KAAUTITOVTAI €ival N QUAOIOAOYIKK avaykn yia Tpo@r Kai UTrvo. AkoAouBouv ol
Avaykeg Aopaleiag kai MpooTtaaiag, 6TTou n epyacia KAAUTITEl TNV avAyKn yIa IKAVOTTOINTIKO
eTiTedo OTEYNG Kal yia Poviun ammaoxoAnon. O Baacikdg atdxog Tou NPC, gival va KaAuyel pia
avaykn Tou TéTapTou emITTéEdOU TNG MNupauidag Tou MacAoou, TNV avaykn TG AQUTOEKTIUNONG Kal
TNG €TTiTEUENG £vOG OTOXOU. H TTpoava@epduevn KOAUTITETAI PE TNV ATTOKTNON TOU TITUXioU
ApXITEKTOVIKAG. AUTO €ival Kal TO TEAOG TNG TTPOCOUOIWONG, OTTOU QaivovTal Kal KATTold
OTATIOTIKA YIO TO TTWG KUPAVONKaV o1 JEPEG TNG @oITNTIKAG CwnAg Tou NPC.

YAotroinon MNupapidag Twv Avaykwv Tou MaoAoou e Eikoviké MepiBaAiov
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4. YAONOIHZH

2710 OUYKeKPINEVO KEQAAaIo Ba avaAuBei 0 kwdikag kal N doun Tou. Oa TTpayuaToTroinBei
avAAuaon Twv AEITOUPYIWV TOU TTPOYPANMATOS KAl N oUVOEDH TOUG PE TNV TTPAYHATIKOTNTA.

H uAoTtroinon agopd éva cuvouaoud PNXAVICHWY TTOU KATAPEPVOUV VA AEITOUPYOUV APHOVIKA
KOl va TTPOCOWOIWVOUV TN BadIKA KaBNuepIvOTNTa £vOG epyaloucvou @oitntr. O1 AsiToupyieg
TTOU KaAUTITOVTAI €ival N QUGIOAOYIKF avaykn yia Tpo@r] Kal UTvo. AKoAouBoUv ol AVAYKES
Aoco@dAsiag kai NpooTaciag, 6TTou N epyacia KAAUTITEI THV AVAYKN YIA IKAVOTTOINTIKO ETTITTEOO
oTéyNG Kal yia goviun ammacyxoAnaon. O Baaikég otéxog Tou NPC, gival va KaAUwel pia avaykn
Tou TéTapTou emMTTédOU TNG Mupapidag Tou MaoAoou, Tnv avdaykn TNG QUTOEKTIKNONG KAl TNG
ETITEUENG EVOG OTOXOU. H TTpoava@epduevn KAAUTITETAI JE TNV GTTOKTNON TOU TITUXiOU
APXITEKTOVIKNG. AUTO gival Kal TO TEAOG TNG TTPOCOPOIWONG, OTTOU PaivovTal Kal KATToIx
OTATIOTIKA YIQ TO TTWG KUPAVONKav o1 gépeg TNG @oItnTIKAG Cwhg Tou NPC.

4.1. EIZArQriko rnANEA

Eikova 3 ‘Evapén Mpooopoiwong

TNV TTOPATTAvVW €IKOVA QaiveTal N EKKivNon TNG TTpocopoiwang. O XxpAoTng AauBavel pia
TTEQIYPAYPN VIO TO TI TTPOKEITAI VA OEI KATA T SIGAPKEIA TNG EKTEAEONG TOU TTPOYPAMPATOG.

H 1oTopia TToU TTEPIYPAPETAI, apopd £va @oITNTH TTou €mIBUUEl va otrouddael ApxiTekTovikr. O
@oITnTAG Joe, Yével oe Eva OTTITI.

Kd&Be kaivoupyio emitredo (level), onuatodotei Tn AEn evog e€aurvou Kai TRV apxri Tou
ETTOMEVOU.

YAotroinon MNupapidag Twv Avaykwv Tou MaoAoou e Eikoviké MepiBaAiov
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MetamTuxiakn AlaTpiBi AAegavdpa XapaTor)

4.2. ENE=ZHINrHZH AIENA®HZ XPHEZTH

Eikova 4 ‘Evapén mpooopoiwong

O 0€éKTNG, PTTOPEI VO TTapaKOAOUBEI TNV KATACTACT OTNV OTT0ia BPICKETAI O XOPOAKTAPOG
HEow TNG BIETTOQPRG TTOU UTTAPXEI KATA T SIAPKEIA TNG TTPOCON0IWONG.
21NV TTOPaKATW £IKOVA BPIOKETAI O TTIVOKAG PE TIG UTTAPEG TTOU BEIXVOUV TNV Tpéxouaod
KATdoTaOT TOU XOPAKTAPA. ZTO TTAPAKATW TTAPAdEIyHa gival eg@avég 6T o Joe gival oTnv apxh
TNG EKTTAIOEUTAG TOU, «TTEIVAEI» OAAG OXI OPKETA YIa va TTAEl YIa @aynTo Kal £XEI KoIUnOei apkeTd,
otmréte O¢ XpeladeTal Tn dedopévn aTIyUr va Kolunoei.

Eikova 5 MNivakag HE HITAPES KATACGTAGNG

210V OKPIBWG aTTd KATW TTivaKa a1rd auTdv PE TIG UTTAPEG, GAIVETAI N OIKOVOUIKA KaTtdoTaon
TOU XapPOKTHpa. 10 TTapdadeiyua o Joe diabéTel déka vouiouara.
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Eikova 6 Mivakag vopiogparwyv

Katw apiotepd otnv 006vn, 0 8EKTNG pTTOPEl va Bpel €va poAdl. To poAdi Eekivael aTIG 7 TO
TTPpwi 0¢ KABe Evapén Tou TTaixVISIoU Kal OeiXVeEl TNV WPa HEGA OTO TTaIXVidl.

Eikova 7 PoAol

To TapakdTw TTapdBupo eu@avifetal pévo 6Tav 0 XapakTApag TTEPAcEl o€ éva Kalvoupylo
emiedo. Epgaviletal yia Aiya deuTepOAETITA Kal TTEPIYPAQEl TI €uabe o Joe Yéoa oTo eEAUNVO.

Eikova 8 Eidomoinon aug{nong emmédou

MapakdTw BpiokeTal To TTAPABUPO TWV CKEWEWV TOU XapaKThpa. Katd Tn YeTdpaon Tou o€
KATTOIO KTipIO, EN@AVICETAI MIa OKEWN TTOU TTIBAVWG £XEL. YTTAPXEI KAl N TTEPITITWAON O
XOpaKTHpag va Bpioketal og kKaTTola AAAN KatdoTaon, aAAd va ekppddel Ty mOuyia Tou yia
KAtTola GAAN. IMNa mapddelypa, ptropei va Bpioketal otn SoUAeId Kal va avagEpel 0TI XpeldleTal
vVa KolunOei.

Eixova 9 MapaBupo HNVUHATWV-OKEWEWV
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4.3. AOMH KQAIKA KAI ANAAYZH

Mapakdrw avaAleTal o KWBIKAG Kal 01 AEIToUupyieg TTOU SIOBETEI N CUYKEKPIPEVN BITTAWMATIKA
epyaoia.

4.3.1. YAONMOIHZH EAA®OYZ KAI KTIPIQON

H oknvA atroteAcital atré £va Terrain, Tou €xel TTAvw Tou Tpia Bacikd KTipia: TO GTTiTI TOU
XOPOKTHPA, TO ECTIATOPIO OTO OTT0I0 £pyadeTal A Tpwel Kai Tn BIBAIOBAKN-EKTTAIBEUTIKO idpuua
OTO OTTOIO TTNYQIVEl yIa va HABel APXITEKTOVIKK. TNV TTOPOKATW €IKOVA, TO £0TIATOPIO BpioKETAl
oTn péon, apioTtepd eival n BIBAIOBAKN Kai de€IG TO OTTITI TOU XapakTrpa. To puéyebog Tou terrain
givar 100x100. Na va poiadel mo aAnBo@aveég, hIag Kal dev €XEl UPWUATA, TTETPWHATA 1
XAwpPida TToU va UTTOSEIKVUOUV OTI TTPOKEITAI YIa £DAPOG, £X0UV XPNOIUOTTOINOET SlaPOoPETIKOU
€idoug textures.

Eikova 10 H oknvi Tng mpooopoiwong

Eixkova 11 To omiTi Tou Joe

YAotroinon MNupapidag Twv Avaykwv Tou MaoAoou e Eikoviké MepiBaAiov
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00 OWmD 089 200 8Ga
5 000 'a@e DMe ope

Eikova 12 To ekmaideuTiko 18pupa- BifAioOAkn

YAotroinon Mupapidag Twv Avaykwv Tou MdoAoou o Eikoviko MepiBdAlov 15



MetamTuxiakn AlaTpiBi AAegavdpa XapaTor)

!

- o ; e T 2N

*IBUIBG LT lﬁ%g‘wm e

D oOoOmet o

I

Eikova 13 To £0TIOTOPIO TTOU £PYAlETAI KAl TPWEI

Ta kTipia Tapdnkav ammd 1o Asset Store Tng Unity. 'Exouv TpooTeBei o€ 6Aa Triggered Box
Colliders kai éva script €101 woTe va gvroTrifouv Tnv €icodo Tou Joe.

XQPOZ SCRIPT OTAN O XAPAKTHPAX TRIGGERED BY
BPIZKETAI EKEI

EZTIATOPIO WorkMechanism.cs WorkController.cs

EZTIATOPIO HungerMechanism.cs WorkController.cs

2Tl SleepMechanism.cs HomeController.cs

BIBAIOOHKH LevelUpMechanism.cs SchoolController.cs

Mivakag 1 Karavopn script

YAotroinon MNupapidag Twv Avaykwv Tou MaoAoou e Eikoviké MepiBaAiov 16
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H otAAn Triggered by ava@éperal oTa KTipia evw TO script ival avaAoyo e TIG KATAOTACEIS.
KdaBe controller étav o collider Tou Joe ouykpouetal padi Tou, evepyoTrolei Tnv public petaBAnTA
TOU KOl QUTOMATA EVEPYOTTOIEITAI O AVAAOYOG INXAVIOUOG.

MapakdTtw TTapatiBetal 0 Kwdikag Tou peyaAutepou Controller, pe évopa WorkController.cs, o
0TT0i0G gival UTTEUBUVOG yIa va eAEyXEl TNV €i0000 TOU XOPOAKTHPA GTO £0TIATOPIO, OTTOTE Ba
avoAuBei evoeikTikG. AlaBétel duo Boolean public petaBAnTtég, Tou utrodnAwvouv Thv TTPOBeon
TOU XOPOKTAPA, uE BAon TNV KatdoTaon oTnv otroia Bpioketal. MNa Tapddeiyua, av BpiokeTal
otnv karaotaon Work, 161 evepyoTroigital To WorkMechanism kai o atWork yiverai true.
AvtiBeTa, av n katdoTaon cival n Eat, 161e evepyotroicital To HungerMechanism. MNapaTtnpoupe
TTwWG N o€Ipd Twv TTPAEewV eival akpiBwg avtioTpoen. H Acioyneia Twv Controllers, douAeUouv
6mrwg 1o Hunger yiati BagifovTal aTnv €i00d0 TOUu XapaKTPa aTo KTiplo. H epyacia BaaileTal
aTnVv Wwpa, OTTWG Kal aTNV TTPAYUATIKOTNTA Kal dev YTTOPEi va gival Tuxaia. OtréTe avaloya Pe
TNV Wpa TTpocéAeucng otn douAcld, evepyoTtroigital To WorkMechanism kai 6tav o xapakTApag
@TAOCEl OTO £0TIATOPIO, evepyoTTolEiTal TO atWork TTou evepyoTrolei KaTToleg akOuaduvaToTnTEG.

Scripts;
‘ngine

public class WorkController : MonoBehaviour

{

public static bool work;
['H,,ll'rli«' static bool eat;
private StatesMechanism states;

public void Start()
{
work = false;
eat = false;
states =

GameOb ject .Find(Constants.GAME_MANAGER) .GetComponent<StatesMechanism>();
}

public void OnTriggerEnter(Collider collider)

{
if (Constants.JOE.Equals(collider.gameObject.name))

{
f (States.Work.Equals(states.list[0]))

work = true;

i
{
}
if (States.Eat.Equals(states.list[0]))

{

eat = true;

}

}

public void OnTriggerExit(Collider collider)

{
if (Constants.JOE.Equals(collider.gameObject.name))

work = false;
eat = false;

=0
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4.3.2. YAONOIHZH KAMEPAZ KAl XAPAKTHPA

2YETIKA PE TNV KAPEPQA, UTTAPXE N OKEWN va gival EAeUBePN yia va PTTopEi 0 OEKTNG va E£XEI MIA
aAAnAeTtidpaon pe 10 TTEPIBAAAOV. MapdAa auTd, eTTeIdn ival apkeTd PacIKO Kal dev €xel TTOAEG
AETTTOPEPEIEG, ATTOPACIOTNKE va gival pia atrAf k&uepa mou 6a akoAouBei atrd pakpid Tnv
TTOPEIa TOU XOPAKTAPA.

Eikova 15 H kapepa akoAouOei Tov NPC amd éva pakpivo mAdavo

YAotroinon MNupapidag Twv Avaykwv Tou MaoAoou e Eikoviké MepiBaAiov
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CameraFol lowNoRotation : MonoBehaviour

GameOb ject player;
cameraHeight = 20;
cameraOffset = 40;

Start()

player = GameObject.Find(Constants.JOE);

Update()

Vector3 PlayerPOS = player.transform.position;
transform.position = /ector3(PlayerP0S.x, PlayerP0S.y + cameraHeight
PlayerP0S.z — cameraOffset);
transform.LookAt(player.transform);
}

)

ATTO Tov KWAIKA TNG KAUEPAG YiveTal avTIANTITO OTI gival pia TTOAU atrAf} uAoTToinan, TTou
akoAouBei Tn B€0n Tou XapaKTAPA YE KATTOIO OTTOKAICT).

‘Eva ek Twv duo script TTou uttdpyouv TTavw aTo XapakTApa ival To PlayerController, mTou
puBuicCel To Animation Tou Joe. Otav Byaivel ammd Ta KTipia Tou divetal To Animation “walk”.

Eikova 16 O Joe
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Any State

Entry

Walking

Eikova 17 O Animator Tou Joe

moveSpeed =

home = GameObject.Find(Constants. HOME) transform; work
= GameObject 1d(Constant ORK).transform; school =
GameOb ject .Find(Constants.SCHOOL) . transform;

animator = GameObject.Fi Constants.JOE) .GetComponent<Animator>
statesMechanism = eObject.Find stants.GAME_MANAGER) .GetComponent<StatesMechanism>();
deviation = / r3(1, 1, 1);
Update()
(States.Study.Equals(statesMechanism.list[0]) && !SchoolController.education)
G ')(,\'('h(’u"l ] ),

((States.Eat .Equals(statesMechanis is %& !'WorkController.ea
States.Work.Equals(statesMechanism !WorkController.work))

GoTo(work);

(States.Rest.Equals(statesMechanism.list[0]) && !HomeController.sleep)

GoTo(home);

GoTo(Transform target)
animator.SetBool (Constants. 1S

step = moveSpeed * Time.deltaTime;

transform.position = Vector3.MoveTowards(transform.position, targetPosition, step);
(transform.position != Vector3.zero)

transform.rotation = Quaternion.LookRotation(targetPosition — transform.position +
deviation);

}
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4.3.3. XPONOZ

MNa va dnuioupynBei pia TpaypatikdTnTa Kal va gival o aAnBo@avég ETTPeTTe va UAOTTOINGET N
£€vvola Tou Xpovou. Kabe pépa péoa oto traixvidl diapkei CUVOAIKA dUO AETTTd, yia va
TpoAafaivel 0 BEKTNG va KaTavoei TI akpiBwg oupPaivel katd tn didpkeia TNG TTpogopoiwong. H
TpwTN Yépa Eekivda atmd Ta 35 deutepdAeTiTa dnAadn aTig 7:00 To TTpwi AOKIJACGTNKAV APKETA
O1a@OPETIKA dedopéva, aAAG TEAIKA aTTOQACIOTNKE N WPA EKKIVNONG TNG TTPOCOMO0IWACNG va gival
oTIg 7:00 TO TTpWiI, YIOTi OI PTTApPEG TTEIVAG Kal UTTvou BpiokovTal o€ AoyIKda eTTiTTeda ekeivn TNV
wpa, agou 0 XapaKTAPAG TPWEI TTPIV KOIUNOEI.

Me Bd&on tn ouvdaptnon Time Tng Unity kai pia yetaBAntr pe dvopa gameTimer eAéyxoupe av
£xel repdoel Eva TTpayuaTikd OeUTEPOAETTTO Kal auEdvoupe Tnv public petaBAnTA seconds katé
éva, divovTag Tnv aioBnaon Tou Xpoévou. Mia kaAuTtepn evaAAaKTIKA iowg Ba ATav n xprion tng
ouvapTtnong InvokeRepeating() kaBe éva deutepdAeTTTO YIa va unv gival 1600 Bapu 10
TTPOYPAUUQ Kal KAVEI GUVEXEIG EAEYXOUG O€ TTOAAEG BlaopeTikEG kKAAaelg. MNaTti n Update
function xpnoiyoTroigital kal oTo PnXaviouo diaxeipiong epyaciag, 6TTws Ba doUupe Kal
TTAPOKATW.

Méoa o€ autrjv Tn ouvapTnon, opifeTal Kal N €vvola Tou poAoyloU oTn SIETTAQR Tou XPRoTN.
ApXIKA UTTAPEE N oKEWN va AEITOUPYEi Kal 0 OEiKTNG TwV OEUTEPOAETITWYV, OAAG ETTEION OI WPEG
KUAoUV ypriyopa Ba ftav TTapa TTOAU KOUPAGTIKO yia Tov OEKTN. OTToTE XPNOIWOTTOINONKE HOvo O
0¢ikTnG TNG wpag. OuoIaoTIKG opileTal N £vvola TNG NUEPAG HETA aTO TTaixVvidl TTou gival TO
deltaTime &ia Tou 120 Trou eival Ta deutepOAeTTTa Avd nuépa. ‘ETol woTe n kivnon Tou 8gikTn TNG
wpag va givar Agia. Otav Ta deutepoAettTa yivouv 120 0 peTpntAG uNdevidel Kal €101 EEKIVAEL N
ETTOUEVN HEPQ.

El ivate void Start()
hours = GameObject.Find(Constants.HOUR HAND).transform;
minutes = GameObject.Find(Constants.MINUTE HAND).transform;
gameTimer = Time.time;
seconds

ct.Find(Constants.GAME_MANAGER) .GetComponent<LevelUpMechanism>();
= 0. b83f;

- void Update()

day += Time.deltaTime / Constants.REAL_SECONDS_PER_INGAME_DAY;
float dayNormalized = day % 1f;
float rotationDegreesPerDay = 360f;
if (Time.time > gameTimer + 1)
{
gameTimer = Time.time;
seconds++;
WorkMechanism.sendOnlyOnce = true;

hours.eulerAngles = new Vector3(0, 0, —dayNormalized * rotationDegreesPerDay);

if (seconds == 120)

seconds = 0;
counters.gameDaysSpentCounter++;

2€ ouvduUaOo O HE TO XPOVOo, UTTAPXEl KUKAOG NUEPAG VUXTAG TTOU gival opaTog atrd Ta akoAouba
OTIVUIOTUTTQ!
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Eikova 18 6:00 1o mpwi, Sev £X&1 NHEPWOEI AKOUA OTN OKNVRA

Eikova 19 Merao 7:00 kai 8:00 o nAiog apyiler va Byaivel
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Eikova 21 Z1ig 20:00 gival mAéov vOxTa

4.3.4. YAONOIHZH ZKEYEQN/MHNYMATQON

Méoa oTnv TAEIoWn@ia Twv CUVOPTHCEWYV TNG TTIPOCOU0IWANG XPNOIYOTIOIEITAl N CUVAPTNON
UpdateChatBox(). AuTr] gival utrelBuvn yia va eVvNUEPWVEI TO HNXAVIOHUO OKEWEWY TOU
xapaktrpa. MNa Tapddeiyua av o Joe BpiokeTal oTn SOUAEIG Kal TTEIVAEL, TOTE Ba eppavIoTEi Eva
MAVUMa TO oTToi0 Ba avagépel TRV avAaykn Tou yia eaynTo. Mpdkeital yia okéyn Kai 61 yia
evnuépwan, yiaTi dev gival duvaTd va OTAPATACElI TV Epyaacia Tou yia va @del. H évvoia Tou
dlaAgippatog otnv gpyacia dev €xel uUAoTTOINBEl. OTTOTE AV TTEIVAEI O XOPAKTHPAG CUVABWG TPWEI
APECWG PETA TNV Epyaacia Tou.

YAotroinon MNupapidag Twv Avaykwv Tou MaoAoou e Eikoviké MepiBaAiov
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AAegavdpa XapaTor)

ZXETIKGA PE TO UNXAVIOPO OKEWEWV-UNVUUATWY apxikoTtrolgital éva Ul pe évre dla@opeTikd text.
O1 véeg okéWelg eival auTég TTou BpiokovTal KATw Kal ol TTIo TTAAIEG €ival auTEG TToU BpiokovTal
o WYnAd. KaBe véa okéwn PeTaQEPEN TNV TTponyouuevn Wia 8€on 1o mavw. H okéywn tTou
BpiokeTal oTo MO WNAS text xavertal. ATré B€ua epeaviong yia va dnAwBei 611 n TTaAid okéwn
givail n 1o aAId, €xel yivel Aiyo TTio BauT.

Text posli;
Text posz;
Text pos3;

ic Text pos4;
> Text posS;

void Stal’t()

) €
) €
) €
) €
bje

yame(
yame(
yame(
0
0

I
I
I
I

G
G
G
Game
Game

T o
>ct
T o
>ct.
>ct.

])()\] text = /[1‘ ’

> void Update(

I
AP
I
I

ind(Constants.THOUGHTS TEXT
ind(Constants.THOUGHTS TEXT
ind(Constants.THOUGHTS TEXT
‘in(i((mn\te'llllx THOUGHTS TEXT
] | |
ly

Yinc (( onstants.THOUGHTS_TEXT_5
§ \IU(
pos2.text = pos3.text = 1)()\1 text = posb.text =

“hatBox(String newEntry)

posb.text =pos4d.text;
text;

posd.text =

pox‘} text =posc

text;

pos2.text =posl.text;
posl.text = newEntry;

1) .GetComponent<Text>();
2) .GetComponent<Text>();
3) .GetComponent<Text>();
4) .GetComponent<Text>();
) .GetComponent<Text>();

” 7

Eikova 22 Mnvupara/Zkéweig Joe. O Joe £é@uye Kavovikd amd Tn SouAsia

Eikova 23 Mnvupara/ZkEweig Joe. ESW o Joe £XE1 EPYAOTEI TAPATTAVW WPES

4.3.5. YAONOIHZH MHXANIZMOY ENINEAQN

H Trpocopoiwan oAokAnpwvetal 6tav o NPC @Tdoel aTo €TTiTTedo 7, TTOU OnUaTodOoTEl TNV
aTrOKTNON TOU TITUXiou Tou Kail TN AAEN Twv padnuatwy Tou. Katd Tn didpkeia Tng
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Tpooopoiwang, o NPC étav Bpioketal evidg Tou KTipiou TTou Bewpeital wg “EkTraideuTikéd
18pupa”, ue TN xprion TnG OnTriggerEnter() evepyoTroleiTal 0 PNXAVIOUOG TTOU YETPAEI TNV
gUTTEIPIa TOU, N OTToIa AUEAVETAl avAAoya UE TO TTOCO XPOVO TTEPVAEI EVTOG TOU EKTTAIOEUTIKOU
1I0pUaTOG.

Ot1av o NPC e&épyeTtal Tou KTIpiou, N KATAPETPNON TNG EUTTEIPIOG OTAUATA WE TN XPACN TNG
ouvapTtnong OnTriggerExit().

Av o NPC katd 1n dIdpKela TNG TTAPAUOVAG TOU OTO EKTTAIOEUTIKO iOpUUa, GTACEI TNV ETIBUNNTH
euTTEIpia yIa TNV atréKTNON £vOg mITTEDOU, TOTE TO £TTITTESO AUEAvVETAI KATA Eva Kal EPPaviCeTal
éva TapdBupo oTnv 084vn 1o oTToio avaAUel TI akpIBwg €uabe o NPC og auTtd 1o eTmitredo.
2XETIKA PE TNV UAOTTOINON Tou aAyopiBuou, dnuioupyndnke n cs kKAdon LevelUpMechanism n
oTroia avaAueTal wg £ENG:
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void Start()

level = 1;

oxperience = 0;

experienceRequired = 100;
c.Find(“LevelText”).GetComponent<Text>();
levelText.text . 7+ level;

edu.maxValue = experienceRequired;

sleptCounter = ateCounter = ateMoneySpentCounter = workedCounter =
gameDaysSpentCounter = overtimesCounter = overtimeExtralncomeCounter =

workedMoneyEarnedCounter = Of;
startGame.transform.parent.gameOb ject.SetActive(true);

}
void LevelUp()

isLevelingUp =true;
level += 1;
if (level )

EndGame(
experience = 0;
edu.value = 0;
experienceRequired = SetExperienceRequired(level);
levelText.text = “Level: 7 + level;
edu.maxValue = experienceRequired;
EducationAchievements.aCount = level;
levelUpSound.Play();

public static void SetBoolFalse()

isLevelinglUp = false;
}

void Experience()
if (experience >= experienceRequired)
LevelUp();
edu.value = experience / experienceRequired;
i f (SchoolController.education)

edu.value = experiencett;

Ise
{

edu.value = experience;
SetBoolFalse();

float SetExperienceRequired(int level)

return 500 * Mathf.Pow(level, 2) — (500 * level);

Z1nv apxn Tou TaixvidIoU opideTal wg TTPWTO £TTITTESO TO 1 KaI WG apxIKr euTreipia 10 0. To
experienceRequired givai n epteipia mou xpeidletal o NPC yia va ¢Tacel TO ETTOUEVO €TTITTEDO.

>1n ouvdpTtnon Update(), kaAeital cuvexwg n ouvaptnon Experience(). H deUTtepn eAéyxel
ouvexwg av n eptreipia Tou NPC éxel Eerepdacl To experienceRequired, €101 WATE va TOU dWOEl
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éva emiedo, pe Tn ouvapTtnon LevelUp(). MapdAAnAa otnv Experience() utroAoyieTal Kai n
Tpéxouoa eutreipia Tou NPC. Av BpiokeTal 0TO eKTTAIBEUTIKOG idpupa, TOTE AUEAVETAI N EPTTEIPIA
TOU KATA Pia govada — pia govada eviog Tng Update() Tou ekteAeital avd frame, onuaivel
aAAETTAAANAEG augAoelg avd deuTepOAeTITO. OTav 0 NPC €€£ABeI atrd TO eKTTAIOEUTIKO idpUa, N
euTTEIpia Tou Ba oTapatioel va audvetal. Méoa o€ auTr Tn GUVAPTNON EVNUEPWVETAI KAl N
QvTIaTOIXN MTTAPA TTOU EAEYXEI TNV KaTAOTAON guTrelpiag Tou NPC.

Eikova 24 Mniapa Emmédwyv

H ouvdptnon LevelUp() é1Twg mTpoava@épnke, givar utrelBuvn yia 6Aeg Tig diadikagieg TTou
oupBaivouv étav o NPC, aveBaivel éva emmitredo. Autég eivail o1 eEAG:
e Auavel 1o level Tou NPC kaTtd éva.
¢ Av o level givai T0 5, evepyoTroiei Tn cuvdpTtnon EndGame() Tou opiCel To TEAOG TOU
TTaxvid100.
o Mndevilel Tnv puTTapa TToU deixvel 0To XpAOoTN TNV eutrelpia Tou NPC aTo Kaivoupyio
emiTredo.
e YToAoyiCel Tn véa TIunA TNG METABANTAG experienceRequired pe mn ouvdaptnon
SetExperienceRequired().
o AAAAGCel TO Keipevo aTo emmiTredo -TTapddelyua atnv eiIkéva 23, evw TTapdAAnAa opidel wg
véo PEyioTo OTn UTTdpa 1o experienceRequired.
o AvalauBdvel va evnuEPWOEl TO XPNOTN YIA TRV aAAQyr JE TNV EPPAVION JIag
€100TT0INCNG KAl TNV avaTTapaywyn evog XapaKTNPIGTIKOU fXOU.
H ouvapTtnon SetExperienceRequired() emoTpé@el pia pabnuatikr) cuvaptnon. H cuvdptnon
auTh TTapOnke atrod To Taixvidl Dungeons & Dragons
MpayuaToTroInOnKe €peuva yia TN cuVAPTNON TTOU Ba XPNOIUOTTOIOUTAV OTO OUYKEKPIMEVO
mpoéypapua. Afeenkav utréywiv ol cuvapTioelg Tou Pokemon Generation 1, Tou Dungeons and
Dragons kai Tou Disgea. H ouvdptnon tou Pokemon Generation 1 gival TToAU apyn:

POKEMON GENERATION |

Levels

round((4 * (level ~ 3)) / 5)

AkpIBwg To idlo TTapaTnpeiTal Kal yia Tnv cuvéptnon Tou Disgea:
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DISGEA

round( 0.04 * (level * 3) + 0.8 * (level ~ 2) + 2 * level)

AvTiBeta 0 unxaviopdg yia Tnv augnon oto emitredo Tou Dungeons & Dragons €ivai 1I8avIKOG.
‘Evag o116 TOUG 0TOXOUG AUTAG TNG £pyaciag ival va gaiveral 600 TTI0 peaNIoTIKA yiveTal. OToTe,
N eUTTEIPIa ATTO ETTITTEQ0 O€ €TTITTEDO TTPETTEI va AugAveTal OTABIAKA KAl 0€ OXETIKA apyd pubuo,
O16TI TTPOCONOIWVOVTAI Ol YVWOEIG Kal 6Tl 600 TrepVAEl 0 Kalpdg Ta padruata Tou NPC yivovtal
Mo dUOKOAQ Kal XpeldlovTal TTEPIOTOTEPO XPOVO UEAETNG. AKOAOUBEi n cuvapTnon Tou
Dungeons and Dragons:

ORIGINAL DUNGEONS & DRAGONS

Levels [ XP

NS W N e

P et 2ey P
o

500 * (level ~ 2) - (500 * level)

Eikova 25 Eidomoinon Emmédou 2
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Eikova 26 Eidomoinon Emmédou 3

Eikova 27 Eidomoinon Emmnédou 4

Eikova 28 Eidomoinon Emmédou 5

4.3.6. YAONOIHZH MHXANHZ KATAZTAZEQN

H pnxavh KataoTagewy, aTroTeAEITAI ATTO TIG TTAPAKATW OIABECIUEG KATAOTACEIG:

e Sleep
e Eat

e Work
e Study

AVOAUTIKG o1 TTapaTTadvw KATNYyopieg YTTOPOUV VA UETOPPACTOUV WG £ENG:

e Sleep: KataoTtaon otnv otroia petaBaivel o NPC otav €xel avdykn yia va koipnBei kai va
EMOTPEYEI OTO OTTITI TOU.

o Eat: Kardotaon otnv otoia yetapaivel o NPC, étav €xel avaykn yia va @dagl Kal va
KOIVWVIKOTTOINBEI.

o Work: Katdotaon otnv otroia petapaivel o NPC, otav €xel €pBel n wpa NG nuUéPag TTou
TPETTEl va epyaaTei. Eival n uévn kardotaon tmou gival Baciopévn oTo XpOvo Tou
maixvidloU, KaBwG Kal aTAV TTPAYMATIKOTNTA UTTAPYXEl Y1 CUYKEKPIYEVN WPA KATA TV
oTroia évag avlpwTTog TTNyaivel aTn OOUAEId Tou.

e Study: Kardotaon otnv otroia petafaivel o NPC, dtav o1 avaykeg yia UTTvO Kal TpoQn)
givar kaAuppéveg kal o NPC dev gpyadetal. Eival n katdotaon Katd TNV OTroia KAAUTITE
Kl TOV OTOXO0 TG TTPOCON0IWaoNG.
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O1 apyikég okEéWelg ATav n dnuioupyia piag Aiotag otnv oTToia Ba aTToBNKEUOVTAI Ol KATAOTACEIG
oTIG oTToieg NBeAe va peTafei kata oeipd o NPC.

H Aoyikn Atav TTapdépolia pe Tn ogipd Taixvidiwv Sims, é1rou k&dBe Sim avaloya pe v
KatdoTaon Kal TNV avAaykn yio TTPWTOYEVEIG Kal BEUTEPOYEVEIG avAYKES TNG TTUPANIdAG TOU
Maslow, &108£T1el pia AioTa avaykwyv TTou TTPETTEl va oAokANpwBouUv. Otav pia avaykn xpeialetal
va yivel aueoa, n Aiota diaypdgetal autéparta Kal Tn 6€on Tng TTaipvel n TTpoava@epbeica
avaykn.

TeMikd n uhoTroinon BacioTnke o€ pia AioTa, aAAd oTnv TTpayuaTikTATA TO JOVO TTOU GUMPAIVE
gival va aAAdcel n tpéxouaa katdotaon Tou NPC. MNapdAa autd, 6a pmropoloav va BacioTolv
TTOAAEG ETTEKTACEIG GTOV KWAIKA Kal 0T AOYIKA TNG TTapoucag dITAwPaTikAg 6TTws Ba
ava@epBoUv Kal OTO KEQAAQIO 6.

Mivakag 2 O1 KATACTACEIG KAl Ol EMTPEMOHEVES EVaAAayég

H AioTa dnpioupynRbnke wg €£ng ae £va cs apxeio pe dvopa StatesMechanism.cs, 10 o1T0i0
oXeBIAOTNKE ATTOKAEIOTIKA yia Tn dlaxEipion TnG:

YAotroinon Mupapidag Twv Avaykwv Tou MdoAoou o Eikoviko MepiBdAlov

30



MeTaTrTuxiakn AloTpiBn AAegavdpa XapaTor)

public enum States { Study, Eat, Rest, Work }
public class StatesMechanism : MonoBehaviour

{
public ArrayList list;

private void Start()

{
Time.timeScale = O;
list = new ArrayList();
InitializelList();

}

public void ImmediateChangeCurrentState(States
newCurrentState)

list.Clear();
list.Add(newCurrentState);

}

public void InitializeList()

list.Add(States.Study);

H AioTta dnuioupyeital Katd TNV apxn TNG EKTEAEONG TOU TTPOYPAPHOTOG KaI TNG BIVETAI N aPXIKN
kardoTtaon STUDY. Otére, apyikd o NPC Ba apxioel va KIveital TTpog TO KTiplo Tou
MavemoTtnuiou. H ouvdptnon ImmediateChangeCurrentState() ivail autr TTou kKaAeital oTo
mpdypapua, 6tav o NPC aAAdlel Tnv Tpéxouoa KATAoTACH TOU.

4.3.7. MHXANIZMOZXZ AIAXEIPIZHZ YIINOY

O pnxaviopdg diaxeipiong UTrvou evepyoTrolgital KGBe popd TTou n puTTdpa Tou UTTVOU gival KATwW
atod 10 25%, dnAadn 6tav o NPC diaB£Tel pévo 10 V4 TG apxIKng Tou evépyelag. O unxaviopog
QAUTOG XwpiCeTal o€ dUO BIAPOPETIKES KATAOTACEIG: TNV KatdaTtaon 61rou o NPC gekoupdadeTal Kal
n UTdpa UTrvou yepicel kal Tnv katdotaon otnv otroia o NPC aoxoAgital pe TIg KaBnuePIVES TOU
dpaaTNPIGTNTEG, UE ATTOTEAEOUA N PUTTAPA TOU UTTVoU va adeldlel oTadiakd.
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Eikova 29 Mniapa 'Ynivou

ApXIKA TTPETTEI VO ava@epBei OTI o€ KABE eKTEAETN TOU TTPOYPAUMATOG N TPEXOUCA KATAOTAON
UTTVOU TTaipVeEl JIa TIFA METAEU Twv aképalwyv apiBuwy 70 kal 85, kavovTtag £Ta1 TNV KABE
ekTéAean povadikn. Or aplBuoi auToi eMAEXBNKav yiaTi To TTPOYPAUUa EEKIVAEI OTIC 7 TO TTPWI,
omréte 0 NPC trpétrer va gival oxeTIKA EEKOUPAOTOG EKEIVN TNV WPA. Z€ TTEPITITWOTN TTOU
eTMAeXB0UV GAAoI apiBpuoi, yia TTapadeiypa 45 wg 85 kal n Tpéxouca KataaTaon UTTvou gival
yUpw aTo 55, 16T€ 01 WPEG KaTA TIG OoTT0iEg EekoupadeTal 0 NPC, dev Taipidlouv ammoAuTa atnv
mpayuaTikéTnTa. MTopei va TUxel va diapdadel oTig 3 To TTpwi KAl va KOIPATAI 5 Wpeg apyoTePQ.
O kwdikag Tou UAOTTOIRBNKE yIa TO PnXaviouod diaxeipiong UTrvou gival o €§AG:
‘1{11' ivate void Start()

sleep.maxValue = 100;

sleepNeedFulfilled = false;

sendSleepyOnlyOnce = false;

InvokeRepeating(Constants.SLEEP_LEVEL, 2.0f, 2.0f);
b

public void RandomizelnitialSleepness()

{

sleep.value =
Random.Range(Constants.RANDOM_INITIAL_SLEEPNESS MIN,Constants.RANDOM_INITIAL
SLEEPNES_MAX);
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public void 0O
if (HomeController.sleep)
f (sleep.value < 100 && !sleepNeedFulfilled)

sleep.value +=8;

{'
)

if (sleep.value >= 100)
{

sleep.value = 100;
sleepNeedFulfilled =true;
counters.sleptCounter++:;
sendSleepyOnlyOnce = false;

}
if (sleepNeedFulfilled)
{

HomeController.sleep = false;
if (hunger.hunger.value — 25 >0)

states.ImmediateChangeCurrentState(States.Study);
chatBox.UpdateChatBox(Constants.CHAT BOX SLEEP TO STUDY);

}

else

{
states.ImmediateChangeCurrentState(States.Eat);
chatBox.UpdateChatBox(Constants.CHAT BOX SLEEP _TO_EAT);

if (timeScript.seconds % 5 ==
if (sleep.value — 25 >0)
sleep.value —= 11;
L
else if (sleep.value — 25 <= 0 && sleep.value — 8 > 0)
sleep.value —= 2;
else if (sleep.value — 8 <= 0)

sleepNeedFulfilled = false;
states.ImmediateChangeCurrentState(States.Rest);
if (!sendSleepyOnlyOnce)

{
chatBox.UpdateChatBox(Constants.CHAT BOX NEED SLEEP);

sendSleepyOnlyOnce = true;

O1 8Uo kataoTdoelg TTou TTpoava@EpBnkav, dnAadr étav o NPC eival evTog TnG KaTtoikiag Tou Kai
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KoludTal Kal Tav gival EKTOG TNG KATOIKIOG TOU Kal XAVEl evEPYEI eV TTAPAAANAG aoxoAsiTal pe
oTroladnTToTE AAAN dpacTnEIOTNTA, avaAlovTal aTrd Tov KWwdIKa Pe TN ouvapTtnon Sleeplevel() n
oTroia ekTeAgiTal KABE BUO SEUTEPOAETTTA.

2€ auTo TO onueio TTPETTEl va ava@epBei 0TI KABe kTiopa TTou £xel TTpdoacn o NPC, diabétel éva
Box Collider, o otmoiog €xel pia petapAntn mou eAéyxel av o Collider tou NPC, cuykpoueTal pe
Tov Box Collider. Otav cupBaivel autd, Bewpeital 611 o NPC Bpioketal péoa oTo EKAOTOTE KTipIO.

ZXETIKA JE auTA TNV KATAOTACT, 0 KWOIKAG avaAUeTal wg £ENG:

Av n Tpéxouca katdotaon Utrvou dev gival 01o 100%, TOTE KABE 2 deUTEPOAETITA, N TPEXOUCA
auTh KatdoTaon augavetal Katd 8 povadeg. AQou n augnan yiveral katd 8 povadeg, UTTAPXE! N
mBaveTNTA N TPEXOUCA KATACTAON VA gival HeyaAUTePN ATTd TNV YEYIOTN KATAGTACN TNG
MTTAPOG. Z€ AUTH TNV TTEPITITWON 0PIfOUNE WG TPEXOUTA KATAOTACN TN MEYIOTN Kal TTapdAAnAa
EVNUEPWVOUE TN UTTApPa KatdoTaong Utrvou. TéAog, pe Tn Boolean petaBAnTh
sleepNeedFullfilled, emBeRaivoupe 611 0 NPC éxel EekoupaaTei aTo p€yiaTo duvaTod Kal
gvepyoTroloupe Tn dladikagia a@UTIVIONG. TNV TEAEUTAIA, TTIPOCOUOIWVETAI N ETTOPEVN ATTOQACH
Tou NPC yia 1o 11 Ba kdvel atn ouvéxeia. Mpwta eAéyxetal av o NPC trevdel, dnAadr av n
pTTdpa Treivag gival katw atmo 25%, 61mou n Tpéxouca katdoTacn atrd Sleep, yivetalr Hunger kai
o NPC kiveital TTpog 10 €0TIOTOPIO OTTOU Kal epydadeTal yia va @del. EvaAAakTiké, TTnyaivel oTo
EKTTAIOEUTIKOG idpupa yIO va PEAETHOEI Kl va KEPDICEI EUTTEIPIAL.

H &AAn katdoTtaon TTou EAEYXETAI OTN CUYKEKPIUEVN auvapTnon eival 6tav o NPC BpiokeTal
EKTOG OTTITIOU KaI AoXOAEiTal ue AAANEG BpacTnPIOGTNTEG. AV N UTTAPA UTTVOU £XEI WG TPEXOUTO
KatdoTaon TTavw atrd 10 25%, TOTE KABE SEKa SEUTEPOAETTTA QUTH PEIWVETAI KATA 6 JOVADEG.
Ymdapxel opwg kai n mbavotnta o NPC va Bpioketal otn douAgia i va TpE@ETal, TTOU 0€ QUTH TNV
TTEPITTTWAON OEV YiveTal va QUYEI TTPOTOU OAOKANPWaEl Tn dpacTnpidTnTa. OTTOTE EVEPYOTTOIEITAI
MIa KOTAOTOON OXETIKAG adpdvelag, TTou KABE OEKa DEUTEPOAETITA XAVEl 2 HOVADEG ATTO TNV
TpEXoUOoa KataoTaon. Av @TACEl OTO CNWEIo N TpEXouoa KaTaoTaon UTTVOU va gival JIKPOTEPN
atrd 10 8%, TOTE O PNXAVIOPOG KATAOTACEWY, AAAAEI AUETA TNV TPEXOUTA dPACTNPIOTNTA KAl O
NPC Trnyaivel kateuBeiav OTriTI YIa va KoIunoei.

4.3.8. MHXANIZMOZ AIAXEIPIZHZ NEINAZ

O pnxaviopég dlaxeipiong Treivag evepyoTrolEiTal KABe @opd TTou N uTTdpa Treivag gival KATw
atrd 10 25%, dnAwvovTag £1al TNV avaykn Tou NPC yia 1po@r. O pnxavioudg avaAueTal o€ duo
OIaQPOPETIKEG KATAOTACEIG: TNV KaTdoTaon 6é1mou o NPC Tpé@eTal Kal n umrdpa Treivag yepider kai
TNV KatdoTacon otnv otroia 0 NPC aoyoAcital e Tig KaBnuepIvEG Tou dpacTnPIOTNTEG, UE
atroTéAeoua n PTrdpa Teivag va adeidlel oTadlakd.

Eikova 30 Mmmapa meivag

2¢& KAOe ekTEAEON TOU TTPOYPAUHATOG N TPEXOUCA TTEIVA TTAIPVEI JIA TIUFA YETOEU TwV AKEPAIWV
apiBuwv 25 kai 50. O1 apiBuoi autoi emAEXBNKav yiati ue Bdon 1o Xpdvo OTOV OTTOI0
eKTUANioOETal pIa Nuépa Tou TTpoypdupatog, o NPC tpépetal Suo @popéc yéoa oTnv nuépa, Yia 1o
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peonuéP! Kal pia JOAIG oAokAnpwaoel Tn douAeld Tou. O KWAIKAG TTOU UAOTTOIABNKE yia TO

pnxaviouo diaxeipiong Treivag gival o €€AG:
Start()

hunger.maxValue = 100;
penaltyValue = randomValue = 0;
curValue = 0. 0f;
fadeTimeCounter = O;
[nvokeRepe g(Constants.HUNGER LEVEL, 2.0f, 2.0f);
spentMoney.canvasRenderer.SetAlpha(l. 0f);
spentMoney.text = 77;

hungerNeedFulfilled =

fadeln =

l

RandomizelnitialHunger()

{
hunger.value = Random.Range(Constants.RANDOM_INITIAL HUNGER MIN,
onstants.RANDOM_INITIAL_HUNGER MAX);
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public void HungerLevel()
if (WorkController.eat)
f (hunger.value < 100 && 'hungerNeedFulfilled)

hunger.value += 18;

{
)

if (hunger.value >= 100)

hunger.value = 100;
hungerNeedFulfilled = true;

counters.ateCounter =+ counters.ateCounter+l;

(hungerNeedFulfilled)

SpendRandomMoneyOnFood();

WorkController.eat = false;
if (sleep.sleep.value — 25 >0)

states.ImmediateChangeCurrentState(States.Study);
chatBox.UpdateChatBox(Constants.CHAT BOX HUNGER TO_STUDY);

states.ImmediateChangeCurrentState(States.Rest);
chatBox.UpdateChatBox(Constants.CHAT BOX_HUNGER_TO_SLEEP);

if (timeScript.seconds % 5 ==
if (hunger.value — 25 °
hunger.value —= 7;

lse if (hunger.value — 25 <= 0 && hunger.value — 8 > 0)
hunger.value —= 2;

lse if (hunger.value — 8 <= 0)

hungerNeedFulfilled = false;
states.ImmediateChangeCurrentState(States.Eat);
}
if (fadeln)
{
FadeOut();

fadeln = fal:
spentOnFoodAudio.Play();
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private void SpendRandomMoneyOnFood()

randomValue = GetRandomValue();

coins.text = (int.Parse 1s.text) — randomValue).ToString();
spentMoney.text = “=” + randomValue;

FadeIn();

fadeln = true;

counters.ateMoneySpentCounter += randomValue;

l

private int GetRandomValue()
{
float rand =Random.value;
if (rand <= .2f)
return b;
if (rand <= .4f)
return ©6;
if (rand <= .6f)
return 7,
if (rand <= .8f)
return 8;
return rand <= .9f ? 9 : 10;

}
private void Fadeln()

spentMoney.CrossFadeAlpha(l, 2, false);

}

private void FadeOut()

spentMoney.CrossFadeAlpha(0, 5, false);

O1 dUo kataoTdoelg TTou TTpoavagEpBnkav, dnAadr étav o NPC eival evtdg Tou eaTiaTopiou yia
va @del Kal 6Tav aoXOAEiTal ge OTToIadNTTOTE AAAN KOTAOTAON, auédvovTag Tnv TIEiva Tou,
avaAUovTtal a1rd Tov Kwdika Pe Tn ouvdptnon HungerLevel() n otroia ekteAeital kGO duo
OeuTEPOAETTTA.

XETIKA PE auTh TNV KATdoTacn, o KWOIKAG avaAleTal wg €EAG:

Av n Tpéxouaa katdoTaon Treivag dev gival ato 100%, 16TE KABE 2 DeUTEPOAETTTA, QUEAVETAI
Katd 18 povdadeg. Ymapxel £1a1 n mBavoeTtnTa, N TPEXOUCA KATAdoTaon va gival ueyaAutepn atmo
TNV PEYIOTN KATdoTaon TNG UTTAPAG. 2€ AQUTA TNV TTEPITITWAN OPICOUNE WG TPEXOUTA KATAGTACH
TN MEYIOTN Kal TTAapAAANAa evnuepwvouue Tn uTrdpa katdoTtaong Treivag. TEAog, ue Tn Boolean
petaBAnTh hungerNeedFulfilled, emBeBaiwvoupe 611 0 NPC £xel Tpagei aTo péyioTo duvaTo.
Apéowg perd o NPC TAnpwvel Pe vouiopara yia 1o @aynto Tou Kal TEAOG KAl EVEPYOTTOIEITAI HIa
d1adikagia Katd Tnv oTroia, TTpocopoiwveTal n amégacn Tou NPC yia 10 11 6a kKavel oTn
ouvéxela. Mpwta eAéyxetar av o NPC xpeidletal va koiunBei, dnAadr av n utrdpa UTrvou eivai
KATW a1mod 25%, 61ou n TpExouca katdoTtaon ammd Hunger, yivetal Sleep kai o NPC kiveital
TTPOG TO OTTITI TOU yIa va KoIunBei. EVOANGKTIKG, TTNyaivel OTO EKTTAIBEUTIKO idpupa yia va
peAeToel kKal va kepdiael euTreipia. OTToTE N TpEXOUTa KATAOTACT TOU Unxaviouou amé Hunger
yivetal Study.

H GAAN katdoTaon TTou AEYXETAI OTN CUYKEKPIPEVN auvapTnon gival otav o NPC dev TpépeTail
Kal aoyoAgiTal e GAAeG OpaoTnEIOTNTEG. AV N ITTAPA TTEIVAG £XEI WG TPEXOUOO KATACGTACN TTAVW
atrd 10 25%, TOTE KABE SUO DEUTEPOAETITA AUTH PEIWVETAI KATA 7 HOVADES. YTTAPXEI OWG KAl N
mOavdéTnTa o NPC va Bpioketal otn douAcia ) va KoludTal, TTou 0€ QUTA TNV TTEPITITWON Ogv
YiveTal va @uUyel TTpoToU OAOKANPWOEl TNV TpEXOUTa dpaoTnpIoTnTa. OTTOTE EVEQYOTTOIEITAI IO
KatdoTaon OXETIKNAG adpAavelag, TTou KABe déka deuTePOAETTITA XAVEl 2 povAdes aTTd TV
TpExouoa KatdoTaon. Av TACEl OTO CNUEio N Tpéxouod KATAoTaoN TrEivag va gival JIKPOTEPN
atrd 10 8%, TOTE O PNXAVIOPOG KATAOTACEWY, AAAGLEI AueTa TNV TpEXOUoa dpaaTnPIdTNTA Kal O
NPC mnyaivel kateuBeiav 010 €0TIATOPIO VIO VA TPAPEI.
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Ortav xpeiaaTei 0 NPC va «TTANpwaoely yia 1o ¢aynto TTou £@aye atrd TO €0TIATOPIO, KAAEITAI N
ouvapTtnon SpendRandomMoneyOnFood(). H ouvapTtnon autr Bagiletal otnv
GetRandomValue, TTou oTnpileTal OTIG TTAPAKATW TNOAVOTNTEG:

MeavérTnTa Nopiopara
0.0-0.2 5
0.21-0.4 6
0.41-0.6 7
0.61-0.8 8
0.81-0.9 9
0.91-1.0 10

Mivakag 3 MOavoeTnTeg XpNHATWY Yid KATAVAAWON (paynTou

H mBavétnta va £odéwel TTOANG xpripaTa aTo paynTo TTapatneoUpe Ot gival AiyoTEPES, OTTWG
oupBaivel Kal 0TNV TTPAYPATIKOTATA.

4.3.9. MHXANIZMOZ AIAXEIPIZHZ EPrAZIAZ

O unxaviopdég dlaxeipiong epyaaciag gival utreuBuvog yia Tn diIdpKelia TNG NUEPAG TTOU O
XOPOKTHPAG BPIOKETAI OTOV TOTTO £PYACIAG TOU. N TTPOCOUOIWAN EEKIVAEI KAl O XPAOTNG EXEI
e€apxns 10 vouioparta. TapdAANAQ TO CUYKEKPIPEVO PNXAVIOUO apXIKO TTOIOUVTAI KOl KATTOIEG
METABANTEG TTOU £XOUV OXEDN WE TIG AVAPOPEG TA OTTOIA EUPAVICOVTAl O OTATIOTIKA OTO TEAOG TNG
TTpooopoiwong. Kamoia atmd autd gival o1 GUVOAIKEG WPES Epyaciag Kal 0 HIoBOG.

rrivate void Start()

{

coins.text = 7107;
totalWorkingHours = 0;

salary = 0;
sleepBeforeWork =false;

sendOnlyOnce = true;
overtime = O

21NV SIAPKEIT TNG TTPOCOMO0IWCNG 0 XAPAKTAPAG £pyddeTal wg BondnTIKO TTPOCWTTIKG O€ £va
€aTiaTOpIo. AuTd onpaivel 0TI OTTWG KAl TNV TTPAYMATIKOTNTA, ETCI KAI O€ QUTH TNV TTEQITTITWON
EPYALeTal TTEPICOOTEPO ATTOYEUMATIVES Kal Bpadivég wpeg. AKPIBWG eTTeIdN gival BondnTikd
TTPOOWTTIKG, dev Ba pyTTopoUcE N aTracXOAnan Tou va gival TTARPNG, ETTOPEVWG Eival JEPIK.
MoAAEG popég uTTapxel TIBAvOTNTA va KaBio€l Kal yIa UTTEPWPIEG. ZUUQWVA PE auTd Ta dedopéva
£xel BewpnOei Twg Wpa TTpocéAeuang otn douAeld gival 5:00 To atrdyeupa Kai n wpa
avaxwpnong gival oTig 9:00 1o Bpdadu. YTTAPXOUV QOPEG TTOU O XAPAKTPAG XPEIGLETAI VA UEIVEI
YIO UTTEPWIEG OI OTTOIEG DIaPKOUV aTTO Hia £WG TEGOEPIS TTAPATTAVW WPES KAl TTANPWVOVTAI JE
TTaPaTTavw VOopiouaTa.

MapakdTtw TTapatiBeTal 0 KWAIKAG TNG CUYKEKPIPEVNG KAGOoNG. To TTIo onuavTiko
xapaktnploTikd TnG eival n Update function. ¥& autr eAéyxetal dlapkwg n wpa. 1o 80°
OEUTEPOAETTTO TNG KABE nuépag, dnAadn aTig 5:00 To atrdyeupa, SiveTal N EVTOAN OTO XOPAKTH PO
va aAAGEEl apéowg TNV TPEXOUCA KATACTACT TOU GTO UNXAVIOUO KOTAOTAGEWY KAl va TTAEl OTN
OouAeld Tou. MapdAAnAa gival To onueio TTou atro@aaifeTal av o Joe Ba KAvel UTTEPWPIES 1 OXI

TN CUYKEKPIPEVN NUEPQ.
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Update()

(timeScript.seconds % 80 == 0 && timeScript.seconds != 0)
states. ImmediateChangeCurrentState(States.WORK);
overtime = GetRandomValue();

(sendOnlyOnce)
{
chatBox.UpdateChatBox(Constants.CHAT BOX WORK TIME_TO_WORK);

sendOnlyOnce =

(timeScript.seconds % 110 == 0 && overtime == 0 &&
WorkControl ler.work)

CalculateWork(5, Constants.CHAT BOX_WORK_LEFT_ON_TIME);

(timeScript.seconds % 115 == 0 && overtime == 1 &&
WorkControl ler.work)

CalculateWork(6, Constants.CHAT BOX WORK 1 HOUR OVERTIME);
counters.overtimesCounter += 1;
counters.overtimeExtralncomeCounter += 3;

(timeScript.seconds % 120 == 0 && overtime == 2 &&
WorkControl ler.work)

CalculateWork(7, Constants.CHAT BOX WORK 2 HOURS OVERTIME);
counters.c imesCounter += 2;

counters.overtimeExtralncomeCounter += 6;

(timeScript.seconds / b == 1 && overtime == 3 && WorkController.work)

CalculateWork(8, Constants.CHAT BOX WORK 3 HOURS OVERTIME);
counters.overtimesCounter += 3;

counters.overtimeExtralncomeCounter += 9;

A@ou éxel Aoittév TTpoatro@acioTei Tl wpa Ba otauatriioel Tn OOUAEId, TO script TTepipével va
gvepyoTroinOei TTAAI TN ouykekpiuévn wpa. ToTe, evepyoTroleital n CalculateWork() TTou d€xeTal
WG opiouara TIg OUVOAIKEG Wpeg TTou epydoTnke o NPC, kaBwg kal To yvupa-okéwn mou Ba
TpETTEl va TTPORANBEI aTn diETTaPr XPAOTN.
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private void CalculateWork(int work, stringmessage)
totalWorkingHours = work;
salary = totalWorkingHours * 3;
coins.text = (int.Parse(coins.text) +salary).ToString();

counters.workedCounter += totalWorkingHours;
counters.workedMoneyEarnedCounter += salary;

if (sendOnlyOnce)

chatBox.UpdateChatBox(message);
sendOnlyOnce = false;

}
WorkController.work = false;

<= 50)

if (hunger.hunger.value

WorkController.eat = true;
states.ImmediateChangeCurrentState(States.EAT);
chatBox.UpdateChatBox(Constants.CHAT BOX WORK TO EAT);
hunger.hungerNeedFulfilled = false;
hunger.HungerLevel();

}
else if (sleep.sleep.value — 40 > 0)

states.ImmediateChangeCurrentState(States.STUDY);
3ox.UpdateChatBox(Constants.CHAT BOX WORK_TO_STUDY);

states. ImmediateChangeCurrentState(States.REST);
1atBox(Constants.CHAT BOX WORK_TO_SLEEP);

rivate int GetRandomValue()
{
float rand = Random.value;
if (rand <=.3f)
return O;
if (rand <= .6f)
return 1;
return rand <= .8f ? 2

MHNYMA-ZKEWH ENHMEPQZHZ I'A QPA ANNOXQPHZHZ
A’ TH AOYAEIA

22:00 Left on time. No extra working hours today.

XPONOZ
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23:00 One-hour overtime and more coins in my pocket.

24:00 Two hours overtime! That was intense!

1:00 Three hours??? Wow. At least | got paid.
4.3.10. NMAPAAEIFMA NMPOZOMOIQZHZ

2TIG TTAPAKATW EIKOVEG TTapaTiBeTal éva TTapddelyua TG TTPOCOUOIWaNG.

Eikova 31 O Joe {exkivasgl Tnv nuUéEPA TOU

21NV apxn Tng TTpocopoiwong o Joe Bpioketal ekTdG KTIpiwy, 0TN péon TG oknvAg. H TpwTn
KOTAOoTaon oTnv oTToia BpiokeTal gival N katdoTtaon Tou diaBdopaTtog. OTToTE OTEAVETOI TO
KatdAAnAo pAvupa evnuépwong KATw O£€Id Kal KATEUBUVETAI TTPOG TO KTiplo oTa Oe€Id yia va
MEAETAOEI.
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Eikova 32 O Joe mnyaivel otn douAsia

Edw mrapartnpeital o Joe oTig 4-5 To peanuépl va KaTeuBUveTal TTPOG TO XWPO epyaaciag Tou. To
avaAoyo pAvupa divetal aTo OEKTN ATTO TO TTAPABUPO PUNVUMATWY.

Eikova 33 O Joe Tpwel HETA TN SouAsid

O Joe pobAig £xel Teheiwoel Ye Tn SouAeld Tou. Apgéowg PETA atTo@aaidel va gdAgl KATI PIOg Kal
Tevdel, aAAd TTapdAAnAa eTTEIdN BPICKETAI OTO XWPEO TTOU oNTideTal.
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Eikova 34 O Joe KareuBUVETAI OTO OTIITI YIA VA KOIMNOEi

2710 onueio autd Kal aQoU n PTTapa Treivag £xel yepioel, o Joe kaTeuBuveTal TTPOG TO OTTITI TOU.
MapdAAnAa Tou agaipouvTal 6 vouiopaTta atmo 1a 25 TTou €ixe, eTTEIdA £Qaye.

Eikova 35 O Joe Koiydral Kal N HImapa UTTvou YEHilel

O Joe oTig 3 10 Bpddu TTALoV Kal YETA T BOUAEIA Kal TO @aynTd atropaaifel va KOIUNOEi.
21adlokd rapartnpeital n ytrépa Tou UTTIVOU va YEUICEL.
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Eikova 36 H pépa Tou Joe {ekiva amo Tnv apxn

H pépa tou Joe &ekivael TTGAI Kal KaTeuBuveTal TTpog To EkTmaideuTikG 16pupa yia va augrioer Tnv
euTreIpia Tou Kai va avéBer emmimedo. H mapamdvw diadikacia Ba emavaAnedei péxpl va ¢Taoel
TO £TTITTEDO 5 TTOU €ival Kal TO TEAEUTAIO, ONUATOOOTWVTAG TNV ATTOKTNON TOU TITUXIOU TOU.
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5. ZYMNEPAZMATA-NEPIAHWH

To T€AOG TNG TTPOCOPOIWCNG TTEPA ATTO £VA PIVUUO OXETIKA PE TNV ETTITUXIO TOU XOPAKTPA VA
TTAPEl TO TITUXiO TTOU ABEAE Kal Polpaia va OAOKANPWOEI TO OTOXO TTOU €ixe BETel TNV TTUPAUiIda
Tou MaoAoou, TTapouaIddel Kal Pia OEIpa oTaTIOTIKWY. Auté cupBaivel yia va yivel katavonTo
Katd 1600 ival peaAIOTIKA Ta aTToTEAETPATA e Bdon Ta dedopéva TTou £Xouv OO0BE.

Ta ammoTeAéopaTa auTd aQOoPOUV TIG TTAPAKATW TTANPOYPOPIES:

o [160€G QOPEG KOINAONKE O XOPAKTAPAG

o [160¢ec popég Epaye

o [loca xpruata £60ewe GUVOAIKA YIa gaynTo

o [160oec wpeg epydoTnKe CUVOAIKA Padi PE TIG UTTEPWPIEG TTOU PTTOPET va TTPOEKUYAYV
o [l6oa xpAuaTa KEPDIOE

o [160eg PEPEG XPEIAOTNKE YIA VA OAOKANPWOEI TNV TTPOCOUOIWaN

o [160€G OUVONIKG WPEG XPEIACTNKE va UEIVEl TTAPATTAVW OTn SOUAEId

o [looa xprpata kEPOIoE GUVOAIKA aTTO QUTEG TIG TTAPATTAVW WPES

MNa Tapddeiyua otnv TapakdTw eIKOva gival eueaveg Oti ol ETABANTEG TTou pubpidouv Tov
UTTVO Kal TNV TTEiva TOU XapakKTAPa OV €ival CWOTEC. ZTNV TTPAYUATIKOTNTA KAl 0TNV KaBnuepIvA
Cwn evog eviAIka avBpwTTou, To CWoTO €ival va TPEPETAI KAl VA KOIMATAI TTAVW atrd 6 QopES o€
6 yépeg. OTTOTE ETTPETTE VA PUBUIOTEI N PEiWON TWV TINWV OTIG ITTAPEG UTTVOU Kal TPOYNG.

Eikova 37 Ec@aApéva anmoTeAéoHaTa oTo TEAOG TTaIXVISIOU

21NV TTOPAKATW €IKOVA £YIVE pIa KAAUTEPN agloAdynon TnG KATdoTaong, UE ATTOTEAECUA O
XOPOKTHPAG VA £XEI JIA TTIO I00pPOTINUEVN W) KAI VO KOIMATAI KAl VO TpWEl 9 popés péoa o€ 9
nuépes. Ta XxpAuaTta TTou KEPDIOE ETTIONG, €ival APKETA TTEPICCOTEPA ATTO AUTA TTOU EOBEWE Yia
@aynTo. ZTn CUYKEKPIPEVN TTPOCOUOIWON £TUXE VO KAVEI KOI APKETEG UTTEPWPIES. Ta Keipeva o€
QPKETEG TTEPITTITWOEIG Ogv gival EekABapa, otroTe £TTpeTTe Va dlopBwBoUV Aiyo yia va givai TTio
KOTavoNTA a1ro TOV £CWTEPIKO TTAPATNENTH.
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MeTaTrTuxiakn AlaTpiBn

Eikova 38 AgUTEpN TPOCOHOIWGON

Eikova 39 Tpitn mpooopoiwon
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MeTaTrTuxiakn AlaTpiBn

Eikova 40 TéTapTn Mpooopoiwon

Eikova 41 MépnTn mpooopoiwon
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6. MIOANEZ ENEKTAZEIZ

O1 Baoeig TG TTapoUcag epyaaiag eival APKETA KAOAEG UE ATTOTEAECUA VA PTTOPET va ATTOTEAETEI
BepENIO yIa apKETEG AAAEG e@appoyEG. O unxaviouog diaxeipiong emITESWY EITE YE PYETATPOTTEG
€iTe Xwpig TNG ouvdpTnong UTTOAOYIGHOU TTOUEVOU ETTITTEDOU gival APTIOS KAl YTTOPET va
XPNOIUOTTOINGEI O€ OTTOIAdNTIOTE VEQ EQAPMOYN XPEIQOTEI.

6.1. MAIXNIAIA POAQN

Mia mBavr TTpoékTacn TG epyaciag Ba ftav Eva taixvidl POAwv, 6TTou £vag XapakTipag
OAOKANPWVOVTAG KATTOIEG ATTOCOTOAEG Ba pTTopolcE va kepdidel eutrelpia. Me Tnv amdkTnon
euTTEIpiag Ba odnyouTtav o€ véa TTiTTedA. ZTa ETTITTEDA AUTA Ba ATTOKTOUCE TTEPICTOTEPN
oUvaun, aAAafovTag Ta oTaTIOTIKG TNG €TMiBeong Kal duuvag Tou. MapdAAnAa Ba ytropolcav va
UTTAPXOUV £xBpoi, TTOAITEG TTOU BpiokovTal O€ KivOuvo 1| TTou atTAd eKTEAOUV TIG KABNUEPIVES
TouG epyaaies. O1 atropaaelg Kal ol aAANAeTIOPAcEIS ue auTd Ta dTopa Ba PTTopouacav va
ETTIPEPOUV DIAPOPETIKA ATTOTEAETUATA OTO TEAOG TNG I0TOPIAG KAI TOU TTaIXVISIOU.

6.2. MNMAIXNIAIA MPOZOMOIQZHEZ

Mia GAAN mBavr) TTpoékTaan Ba ATav N XPrion Tou HNXavIouoU aAAGYAS KATOOTAGEWY GE GAAEG
EQPAPMOYEG OTTWG YIa TTAPABEIYUA OE HIA EQAPUOYH TTOU Ol XAPOAKTPES KATAOKEUALOUV OTAdIaKA
Mia TTOAN. @a YTTopoUCaV Va UTTAPXOUV OIOQOPETIKEG OUAdES ATONWY TTOU aoXoAolvTal JE
QYPOTIKEG EPYATiES, Epyaanieg KOTAG EUAOU R KATAOKEUAG KTIpiwv. ‘ETal TrTapdAAnAa pe Tnv
épeuva yia Tnv Tupapida Tou MdoAoou Ba ptropouace va dnupioupynBei hia Kolvwvia Kal va
gpeuvnBouv og BAB0OG oI avAyKeG CUVOAIKA Kal OX1 ATOUIKA.
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7. ASSETS

7.1. UNITY ASSETS

e Building Kit 1 by MOJO STRUCTURE
https://assetstore.unity.com/packages/3d/environments/industrial/building-kit-1-

68179
o Time of Day & Weather System by Tobias Johansson

https://assetstore.unity.com/packages/tools/particles-effects/time-of-day-weather-system-
40374

e Achievements SFX FREE by B.G.M.
https://assetstore.unity.com/packages/audio/sound-fx/achievement-sfx-free-91639

7.2. MIXAMO

Character Joe, https://www.mixamo.com/#/?page=1&guery=joe&type=Character
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