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MepiAnyn - Abstract

MepiAnyn

Neplypadn ¢ Sladikaoiag KATaoKEUNG EVOC eUGUOUC TPAKTOPA TEXVNTNC VONUOCoUVNG OE
T(POOWTTLKO UTtOAOYLOTH, oTtnV MAatdOpua KOTaokeung Bvteomayvidiwy Unity, o omoiog propsi va
Bplokel povomatL mpog éva 0TOX0, O€ TPLOSLACTOTO KATOOKEUAGHUEVO KOOUO.

H StatpPn Eekva e tnv mapouaciaocn tng Oswplog Kat LoTopLlkwv TAnpodopLwy avadpopLkd e Ta
Bteomatyvidia kaL TNV OXETIKA TEXVOAOyLa TOUG, Tn unxavi moyvislwy Unity kKat ta oy vidia poAwv.

Juveyilel pe v avaAluon tou ahyopiBuou A*, o omolog aflomoleital pe moAU LeydAn xprion ylo tThv
entAuon Tou mpoBAnRuatog eVpeong povomatiol [pathfinding] eAayiotou k6oTOUG QMO £vav €LKOVIKO
T(PAKTOP O OE UTIOAOYLOTLKO TtepLBAaAAov. Emelta mapouatdletal kol avaAUeTaL To epyaieio A*
Pathfinding Project yLa eptBaAAov Unity, n eykatdotacn, EVOWUATWAON, XPHoN Kot OIOTEAECHOTA TOU
KoL pe Bdon autd enekteivetal Aentopepéotepa n Bewpia kat oL Texvikoi 6pol tou pathfinding kat tng
LLETAKIVNONG EVOG TPAKTOPAL.

TéAocg, meplypAdETOL GUVOTTTIKA N EYKATACTAON TOU O€ UTApXOoV project Bvteomatyvidiol otn Unity.

Abstract

Description of the process of building an intelligent artificial intelligence agent on a personal
computer, on the Unity video game development platform, that can find a path to a goal, in a 3D
constructed world.

The thesis begins by presenting theory and historical information regarding video games and their
related technology, the Unity game engine, and role-playing games.

It continues with the analysis of the A* algorithm, which is widely used to solve the minimum-cost
pathfinding problem by a virtual agent in a computational environment. Then the A* Pathfinding Project
tool for Unity environment, its installation, integration, usage and results are presented and analyzed
and based on these the theory and technical terms of pathfinding and moving an agent are expanded in
more detail.

Finally, its installation in an existing video game project in Unity is briefly described.

@ Unity Documentation
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Eicaywyn

Buvteomatyvidia ) malxvidla umtoAoyloTwY — MAEOV CUVWVU LA LE TOV OPO NAEKTPOVLKA Ttaxvidia —
elvatl Ta matyvibLo KOTAOKEVOOUEVA LECW UTTOAOYLOTH WOTE va Ttallouv o€ KAmoLou el6oug NAeKTpovLKN
ouokeun (mMAaTpOpua) TTOU TIEPLEXEL KEVTPLKN Lovada emefepyaciag. Aflomolouy Stadopa 16N kat
katnyopieg Téxvne ( Le £€udaon OTIC OTTTLKO-0KOUOTIKEG ) E TTEPLOPLOO GUVIBWG TIG TEXVLKEC
SuVaTOTNTEG TWV HECWV KOTAOKEUNG I EYKATAOTAONG TOUG. H avamtuén toug Eekivnoe amd tn Sekaetia
Tou 1950 kot to 2020 n Bropnxavia Toug sixe tlipo nepinouv $159 8i¢.

H Snuioupyia toug mAEov yiveTal KaTA KUPLO LEPOG OE TAATPOPLEG AOYLOLKWY TIOU TIPOCGhEPOUV
evowpatwpévo meptBaiov avamntuéng [Integrated Development Environment], oL omoieg kahoUvtat
TAQTHOPUEG AVATTTUENG A LNXAVES TTAUXVISLWVY. Mo MAOTGOpUA aVATTTUENC TTaLXVLSLWY ATTAOTIOLEL Kot
SleukoAUveL T SLadLlkaoia avAmTuéng, LELWVEL TO KOOTOG KL TOV XPOVO EVW EVWVEL TTOLKIAQL
SladopeTikd Aoylopika epyaleia.

Mta ano TG mAéov SnuodLAeis kot Stadedopuéveg pnxaveg mauyviSlwy eivat n Unity, aventuyuévn kol
ocuvtnpoupevn amnd tnv Unity Technologies. Ito mépaopa axedov 20 xpovwv amo tn Snuwoupyia tng, Sev
£XEL oTApOTAOEL va e€ENlOOETAL KAL VO TP OUEVEL AVTAYWVLOTLKE KL KALVOTOUO yLa TNV AVATITUEN
AoylopikoU yia Buvteomatyvidia. Me i61o {jAo cToxeVUEL OTO VA TTAPAUEVEL TIPOGCLTH 0TO HECO XPOTN KOl
va BeAtlwvel kat BeATioTomnolel Tn AsLToupyla TG O PEYAAN YKALO TTPOCWTILKWY UTTOAOYLOTWVY. H
mAatdopua anoteAeital amno to ypadiko neptBaiiov Sltadpaong pe Tov xprioth [Editor], Thv ecwtepikn
punxavr[Engine] kat to katdotnpal[Asset Store] oto omoio oL xproteg Stakivouv, polpaovtat Kot
TtwAoLV gpyaleia Kal oTolxela yla tTnv avamntuén péow tng Unity.

H paydaia €€€ALEN TWV MPOCWTILKWY UTIOAOYLOTWYV Kol TNG EPATTOUEVNG TEXVOAOYLaG elXe SpapaTik
enidpacn oTLg SuVATOTNTEG TOU AVOPWTILVOU TOALTIOOU KAl GTOUG TEXVOAOYLKOUG 0TOX0UG. MAEov,
0ELOTIOLOULE ELKOVLKA TIEPLBAAAOVTA WG LETA YLOL TO XELPLOMO QLUTOMOTOTOLNUEVWY SLASLKOCLWY OTIWG N
UETaKivNON Kal oL UTtOAOYLOTEG KahoUvTal va AUoouv cUvBeTa ) Samavnpad mpofAnpato TAvw o€ AUTO.
‘Eval onUavtiko poBAna TOoo oTh yeVIKOTEPN Blopnxavia 6co Kat ota Blvteonalvidla sival n elpeon
povomatiol | SLa8popr 0 ELKOVIKO KOO0 VIO urtohoyloth amd éva onueio ekkivnong mpog eva
onueio otoyo ( pathfinding ). Zuxva kat ta SUo onueia elval KLvoUHEVA 1 KOL TOUTOCHLO LE OVTOTNTEG
Tou mpocopoldlouv euduia (Texvntég Euduieg) evw amatteital n katd to Suvatdv ehadputepn ( wg
T(POG TN XPr N MOPWV OMWG XPOVOC, EVEPYELQ, LVAKN, TIPAEELS, Xxprion Tng Kevipikig Movadag
Enefepyaoiag ) emiluon Tou mpoBAnuatog autou.

To pathfinding elvat e€atpetikd emnikaipo mpoPAnua ota Bvteonatyvidia, el61Kd Toug eidoug
OTPATNYLKAC Kal 5pAcNG e TIOAEC AUTOVOUEG eUDUIEG, KOl OL ETALPELEG AVATTTUENC TTaXVLIELWV €XOUV
e€elifel Sladopoug Tpomoug KL epyaldeia emiduong. H mAatdopua Unity avamtioosl ecwTepLKO
gpyaAeio yia tn AUon tou mpoBAnpatog tou pathfinding, evw xprioteg mpoodEpouv Tig SLkEG Toug AUCELS
Uéoa amo to Asset Store.

H mapovoa diatplpn Ba aoxoAnbei pe tnv mapovciaon ki emilucn tou mpoPAnuartog tou pathfinding
£VTOC TNG UNxavig Unity evw Ba emektabel 6To BewpnTikd Kat padnuatiko unofabpo Tou Eow TG
XProNG EVOG CUYKEKPLEVOU Epyaleiou yla auTo.
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Bivreomaixvidia ka1 Unity

Eicaywyn

Buwteomatyvidia 1 matyvidla uTtoAOYLOTWVY — TAEOV CUVWVULOL LE TOV 0P0 NAEKTPOVLKA Ttatyvidia —
gival ta moyviblo KATAoKEVOOUEVA LECW UTTOAOYLOTH WOTE va Ttailouv o KAmoLou ei6oug NAEKTPOVIKA
cuokeun (mMAatdoppa) mou TePLEXEL KEVTPLKT Hovada enefepyaaiag. Aéxovtal elcodo amd kamola
niepudepelakr) cuokeun Kal péow interface xprotn ( 6nwg joystick, xelplotripla, MANKTPOAOYLO Kol
TOVTIKL, GUCGKEUN avayvwplong Kivnong, adng n pwvng ) Kot mopdyouV OmTLkoaKOUOTIKH avadpaon
oxed0v mavta o€ KAmoLlou £idoug ouvduaopud 006vng kat nxelwv. Aflomotolv Stadopa 16N kat
Katnyoplieg Téxvng ( ue €udaon OTLC OTITLKO-OKOUGOTLKEC ) LE TIEPLOPLOKO CUVNBWC TLG TEXVIKES
SuVaTOTNTEG TWV HECWV KOTAOKEUNG I EYKATACTAONG TOUG.

H avamtuén toug Eekivnoe amod tn SeKAETIO TOU UE TO TPWTO EUTIOPLKO TIPOIoV va MwAesital To 1971
KOLL QIO TOTE £X0UV YVWPLOEL EKPNKTLKI QAVATITUEN KUPLWG XAPN OTLG ETALPELEG
TaUXVISopNXavwv/Kovoohwv. ApKETA CUXVA N ETALPELA TTOU avarttUooel éva ratxvibt eival Stadopetikn
amo TNV etalpeia mouv avahopBavel tnv €kdoaon N TV MpowBnon Tou. H ayopd Toug KOTEPPEUOE TO
1983 e€altiag uMEPKOPESOU TNG ayopag o€ BLvteomatyvidia kal KovodAeg, o€ GUVSUACUO HE AMWAELA
eAéyyou ekEOCEWV TWV eTOLPELWY, aAAd avékap e Vo xpdvia HETA.

‘Exouv tepdoTtiat aAANAETS AN LE TG TEXVEC, TNV TTAYKOGLLA OLKOVOULOL KOl TOV TIOALTLOMO KaBwg
A€oV éva Bvteomatyvibt eival T0co popdn TEXvNG, EkPPAoNS KAl CUVEVWOT KOAALTEXVIKWY TPOIOVIWV
000 Kol tovnuo texvoloyiag Adyw t SOUAELAC 6TO AOYLOLLKO KAl TNV amattoV eV TEXVoloyia ylo va
avarntuyBel kat va xpnotpomnotnBei. Katd to Avwtato AKupwtikd Alkaotrplo twv HMNA, éva
BteomatyvidL Bewpeital wg mpootateuduevn popdrn Adyou pe kaAAtexvikn atia. Q¢ mpoiov mou
QIOOKOTIEL KUPLWG oTnV Puxaywyia, n Blopnxavia twv Bvteonayvidlwy cuvepyAleTal UE AUTEG TOU
Kwnuatoypddou, Twv KOULKG Kot TG Mouoikrg evw TTAEOV N KOUATOUpA yUpW armo ta Blvteonatyvidia
glval apeca cuvudacEVN UE QUTI TOU TTOYKOOULOU LOTOU KOl TWV HECWV KOLWVWVLKN G SIKTUWONG.

H etatlpeia Newzoo avadépel mwe n Bropnxavia twv Bvteonatyvidiwy to 2020 eixe tlipo nepimou
$159 81¢., pe mepimou To 48% TNG ayopdc VoL KATEXETAL Ao Ttaxvisia yia kvntd tnAédwva, 28% amod
maxvidla kovooAwv Kot 23% armo malxvidla yia UTTOAOYLOTEG.

O peyolUtepeg eTalpeleg oL omoieg nyouvtal TN Plopnxaviag eivat cuvupacEVECG KaL LE TIC
TLEPLOXEG OTOV TTAYKOGHLO XAPTN ToU XapakTnpilouv tnv ayopd : mpwtiotwg ot H.M.A. kat lanwvia kat
mAéov Eupwnn, Kiva kat NotLog Kop£a avantuooouv mavidla Kot mapdyouy To amapaitnto UALKO UE
to hardware va mapayetal kupiwg otnv Acla.

Ta Buvteonatyvidia kabopilovral og peydho Babud amoé tnv mhatdopua yia thv onoia
KaTaokeLAlovTalL MPWTIOTWG 1 oTnV omolia mailovrtal. Etol £€xoupe arcade Bvteomalyvidia, mayvidia yla
smartphones, Bvteomatyvidia eKTETAPEVNG ( ELKOVLKAG /KAl EMAUENUEVNG ) TTPAYUOTIKOTNTAC,
navidla péow védpoug [cloud games] ( ta omola TPEXOUV O€ AMOUAKPUGHEVO CUOTN LA KOL OTEAVOUV
NV ££060 TOUG OTNV TEPUATLKA CUCKEUT TOU XPNOTN ), TaXvidia KovooAag Kal matxvidia uTtoAoyLoTwy,
LLE Ta OpLa LETOEL TwV U0 TeEAeUTALWVY va yivovTal paydaiwg oAoéva Kal o acodr).

OL CUOKEUEC TIOU XPNOLUOTIOLOUVTOL YLO TO input TOU XproTtn €lval oTn cuVTPLITTIKY TAeloPndia
TIANKTPOAOYLO KaL TTOVTiKL, XELPLOTAPLO, 080VN adrG yLa TG TAATHOPUES TWV UTTOAOYLOTWY, KOVGOAWV KL
uToAoyLoTtwy, Kot smartphones avtiotolya. Ot arcade pnxavég mapadoolakd aflomolouyv joysticks ( kad,
avaloya e To Talxvidt mou ¢phofevoly, mio e€elSIKEVUEVA LECA OTIWG OET TLUOVLOU KAl TETAALWY,
SLOKOTITEG-TIAAKEC TtieoNG, KAUEPEG, EEOMALOUO KaTtAadelEnc/oTdxeVONG 0 OXAA TILOTOALOU K.a. ), T
Bvteomatyvidlo ELKOVIKG TPAYUOTIKOTNTAG XpNOLUOTIoloUV alodntrpeg adng mMpocapUocHEVOUG 0T
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XEPLOL KOL YUPOOKOTILA 0TO KEDAAL EVW N EMAUENUEVN TIPAYLOTIKOTNTA 0ELOTIOLEL TA TIEPLEPELAKA TNG
OUOKEUNG HEOW TNG omolag mpoBaiAetal (cuvnBwg tnv KAUEPA tNC). Nt onUelwBOEel mMw¢ oL UTIOAOYLOTEC,
X@&pn otnv euAuylola IOV TOUG ETILTPETEL TO UALKOAOYLOWLKO TOUG, €X0uV oTh 61aBean Toug
niepldepelakd ano KAbe katnyopla, Evw yLa TIG KOVOOAEC cuxva SlatiBevral kat epldbepeLaKd OTIWE
TWV arcade pnxovwv.

To OMTIKOAKOUOTLKO output Twv rayviblwv pnopet va tpoPAnOei og 006veg umtohoylotwy, o€t
Agopacng, 00OVEC KLvnTWwV KAl 0T KEGAAAC ELKOVIKAG TIPAYHATIKOTNTOC. Ao To0 1997 0L KOVOOAEC
uTooTNPLloLV Kal amTiky avadpaaon Pe xprion 66vnong HEow TwV XELpLoTNPLlwyY Toug - N Xpron tng
texvoloylag autig Eekivnoe amo to 1976 o arcade punyaviuata (1).Ta mawvidia cloud aflomololv ta
niepldbePELAKA TNG CUCKEUNG 0TV omola tpoaAlovtal.

Opoiwg pe ta mpoidvta tou Kivnpatoypddou, ta Bvteonalyvidla Katnyoplomnolouvral Kat ava eidog
[genre], 6xL uOVO avahoya UE Ta OMTIKA 1 adnynUATIKA oTolxeia aAAG Kol e Tov TPOTo Sladpacng
[gameplay]. MTtopoUE va T KOTNYOPLOTIOLI|COUE EUPEWG OVAAOYA JLE TO TL EAEYXEL O TLALKTNG EVTOG
Tou TauyvidLou :

e Action: O maiktnG EAEYXEL APETO TOV XOPAKTI PO TOU EVTOC TOU TTaXVLSLOU.

e Strategy: O maiktng eAéyxeL LOVASEC KAl OUASEG OVTOTTWV EVTOC TOU TtaLXVLdLou.

e Simulation: O maiktng eAéyxel S1AdOpPEG MOPOAUETPOUC TOU KOOUOU Tou Tatyvidiol oto omoio {ouv
KOlL KLVOUVTOL XOLPOIKT PEG.

e Puzzle: O maiktng AUvel ypidoug dpeoa pEcw tou ypadikol meptBaiiovtog Tou matyvidiou.

AUTA LIE TN OELPA TOUG OPLOSOMOLOUV TILO CUYKEKPLUEVA £L6N. Av KaL 8V UTIAPXEL KATToLA eTtionn Apxn

n omnoia va opilel cadeic katnyopleg, To KOO Kat n Blopnxavia €xouv anodexbet Tnv mo SnpodAn Kot

Aemtopepr) Souleld apBpoypddwy, etatpelwy Bvteomatyvidlwy kat marketing : Action, Adventure,

Fighting, Platform, Puzzle, Racing, Role-Playing, Shooter, Simulation, Sports, Strategy, Miscellaneous.

PC PS4 PS5 SWITCH XBOX ONE XBOX SERIES MORE SYSTEMS ¥

IT/=/17/ 7Tyl Search Game Titles 89 sorrDs NEWS

Games Guides Reviews Media ~

Browse Games: All Games Alpha ¥ Category ¥
( Action ] ( Racing )
[ Action Adventure ] [ Role-Playing ]
( Adventure ] ( Simulation ]
( Hardware ] ( Sports )
[ Miscellaneous ] [ Strategy ]
( Puzzle )

AvalnTtnon avd genres oto dnuo@iAég GameFAQS
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Maixvidia POAwv

Emrtpanéfia Moaiyvidia POAwv

Mo mdvw avodépBnke o idog twv Bvteomaxvidiwy poAwv (Role Playing Games - RPGs yla
ocuvtopoypadia), Ta onola e€eAixbnkav amod TNV OLWVUUN KOTNYOoPLa EMTPATTE(LWY TTALXVLEOLWY
[tabletop RPGs - tRPGs]. Av KL 6poG RPGs KATIOTE QVTUTPOCWITEVE OVO TA EMLTPANELA KL N avadopd ot
Bwreomaiyvidia xpelaldtav Steukpivnon evtog oupdpalopévwy, MAEoV ival TOoo SnUodAEC To 1606
TIoU oUVABWC avadEPOACTE |LE TOV YEVIKO OPO O€ auTA Kal SLeUKPLVIOUME yla Ta emLTpamnelLa.

Ta RPGs eivat rayvidla 6mou ot maikteg kahovvtal va avaldBouv to pOAO KATOLOU XapaKTHPa EVTOG
adrynonc. Ol oTopleg Toug we emti o mAsiotov Stadpapatifovral oe Aemtopepr] davtaoTiko ( cuvBwg
UECALWVLKO 1 GOUTOUPLOTLKO ) KOO0 BACLOUEVO GE LOTOPLKO TTOALTLOWO, OXESOV MAVTA LE KATIOLOU
eldoug umepPaivovoag SUvaung ( «payeiar» n «texvoloyla» ) WG SOULKO CUCTATIKO TOU Kal BACLKO
otowxeio TnG MAOKNG. OL XOPAKTHPEG TWV TTOLKTWV oUVABWG glval NpwLKol KAt KAAOUVTOL VAL ETILTUXOUV O€
SUOKOAEG TTPOKANOELG, APKETA CUXVO CUUTEPIAAUBOVOUEVWY EEOUOLWHUEVWY HAXWYV, EVW TOV KOGHO
XELPLIETOL O £VOC CULUETEXWV TTAKTNG Ttou amokaAeital Apnyntrg. To eidog mapapuével n cuvnBéotepn
€Tloyn yLa avamapaotoaon KOouwv Emtotnpovikng @avtaciag kat avrtaotikou, l8IKA pe Baon
SnuodIAf cuyypadika épya omwe autd Twv William Gibson kat J. R. R. Tolkien.

Dungeons & Dragons

Baolopéva otn ¢avtaoTikotnta tTwy Epywv Tou Tolkien kat davellopeva mapa moAAoUG 6poUG Kat
OTOLXELO KOTAOKEUN G KOGOU TOU, N olpa mpoloviwy tRPGs, «Dungeons & Dragons» (2)
(ouvtopeudpevo oe D&D) twv etatpewv TSR Inc (3) kat Wizards of the Coast (4) €ywve ayanntr éco
Aiyec. Ta BLBAla, oL XapaKTrPEG KL OL KOOWOL, KOl TO Ladnuatiko cuotnua pe {apla twy moyvidiwv D&D
ETIEKTAONKAV AUECWE KOL OTO XWPO TWV PLVTEOTALYVLOLWY, TOOO LLE TIOLYVISLO TTOU EUMVEOVTOL OO AUTO,
000 KL EMioNUa, LE LoTopieg TOU KOGROU Tou D&D va {wvtavelouv oTLg 000VEG TWV UTTOAOYLOTWV.

To D&D mponABe amo malyvidl TOAEUOU pE UVIATOUPEC, UE APXLKO CUOTNUA KAVOVWY QUTO TOU
rayvidlot Chainmail tou 1971 wote va EAEYXOVTOL OTOULKOL XOPAKTAPEG AVTL YL TIOAEUIKEG povadeg. H
avarmnrtuén tou Dungeons & Dragons Slakpivetal o€ ekSOTELG TTOU TteplypddouV LoTopleg oe Aemtopepeiq
$avtaoTIkoug KOGUOUG Kat aflomolouv ToAUTIAeUpa {ApLa yia Ty pabnuatiki e€opoiwon tng
TUXALOTNTAG KATA TN SLASPacH TWV TOLKTWY E TOV KOOHOo. KaBe £kSoon TeplypAdEeL Lo EMOUEVN
XPOVLKH Tteplod0 Tou GavTAoTIKOU ZUUMAVTOC Kol £XEL TTOUPOAAAYHEVO LABNUATIKO UOTN O OO TLG
T(PONYOUEVEC.

Forgotten Realms

OL ePUMETELEG TOU AapBdavouv xwpa oTto TepLBAAAoV evOg GavTaoTIKOU TTOAU-ZUUTAVTOC UE TOV TITAO
Forgotten Realms. Ot p1hocodikeg avnouyieg, Aemtopepeic Aaoypadieg, KOGUOYOVIKA Kal OpnoKEUTIKA
OPXETUTIO, NPWLKOL ABAOL, ETIKEG TIEPLIETELEG KAl NOIKA SIAApata elval pellova onueia Twv
davtaoTIkKwy LoTtoplwv. H molkAia Twv KOGUWVY, TIEPLOXWYV, XAPAKTHPWY, TIEPLTIETELWY KOL LOTOPLWVY
oUVBETOUV €vav ouyypadLkd MAOUTO OTAVLO Kol TTOAUTLUO WG UALKO yLa KaBe péoov Puxaywylag.

O UAkOg KOopoG Twv Forgotten Realms kaleital «KUplo YAo Eninedo» kal meplypadetal va
TEPLEXEL KPUOTAMIVEG odaipeg pe KABe pia vo mepléxet vav KOGHO — eMEKTAUEVO TTAAVNTIKO cUOTNUA.
Mia amno tig KpuotdMiveg Sdaipeg mepléxel to cloTnUa TG MNG Hag Kat pia GAAN to nAtakd clotnua
Realmspace, yLa to omoio ypadovtal oxedov OAeg oL TePUTETELEG. To TILO SNUOPINEC HEPOC TOU
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OUOTAMATOG £lval 0 ECWTEPLKOG MAavVATNG Toril ( poviehomolnpuévog katd tnv 'n ) KoL cuykekpLpéva n
nrnewpocg Faerln ( povteAdomotnuévn kata tnv Eupacia ). O kKOopog Tou Realmspace €xelL ApKETEG
OMOLOTNTEG UE TO NALAKO cUOoTNEA TNG NG pag ota Quotkd peyedn, evw o Toril €xel mpodaveig
mapaAAnAieg pe Toug TOALTLOROUG, KOUATOUPEC, TtapadAdoeLg Kal TexVoAloyieg Tou mAavATn Hag Katd
S510dOPEC LOTOPLKEC TIEPLOSOUG - KUPLWG LECALWVIKEG AANG e SoULKO To oTolkElo TG payeiag.

O koouog Twv Forgotten Realms SnuoupynBnke amno tov Ed Greenwood to 1967 KL EMeKTAONKE Ao
TepaoTio mMANB0o¢ vouBelwy kat Bvteomatyvidlwy Eekvwvtag amo to 1988. Mo yvwotog cuyypadEéag
Tou mepLBalhovtoc ival o Robert Anthony Salvatore (5). To peyalutepo €pyo twv Forgotten Realms
glval cuvVWVUNO e TIg TtepLloXEG TG Faerdn.

EkS00ELG

‘Eva armo Ta 1o avayvwploLpo XapaktnpLotikd tou Dungeons & Dragons sival ot ek§6oeLg Tou. Kabe
pio €xeL To 81KO TNG AOYOTUTIO KL EPXETAL UE TO SLKO TNG GUVOAO BLBALWY KaVOVWV.

©

To 1974 kukhododpnoe n mpwtn popdn tou D&D kat avadépetal wg Original Dungeons & Dragons.
To 1977 n TSR, Inc. e€é€dwoe wg 1n enionun €kdoon tou Dungeons & Dragons §Uo kKAGSoug -
Sladopornolnoelg, To Basic Set kat to Advanced.
H 2" ékdoon amoteleital amno tig e€eAifelg Twv SU0 KAASWV :
o  And 1o 1981 éwg to 1985 tO Basic Set avaBswpnBOnke Kat
enektadnke pe mAnbwpa BPALlwv péxpt to 1991 va ekdobei to )
Dungeons & Dragons Rules Cyclopedia wg n teAikn €€€ALEN Tou D“M DM
KAaSou pe pLa o mAovaota emavékdoon to 1994,
o To Advanced e€eAixOnke oto Advanced Dungeons & Dragons

=

2nd Edition to 1989. A¢loonpeiwTto elval nwg adatpednke ) Advar‘:c,sd
npoUmapyxov UALKO Tou, abikwg kat AavBaopévwe, ixe palédel ungeons\g, ragons

apvntikn dnuoaotdtnTa.
. To 1997 n oxebov mtwyxeupévn TSR e€ayopaletal anod tnv Wizards of the Coast, n onola e€eAiooel

to D&D otoxeUovtag o anAoUoTEPN, EVOTIOLNUEVN Lopdr) KaL TTPOG LEYAAUTEPN BACH OYOPOOTWV.
3.  To 2000 kukAodopel n 3" ékboon eykabidplovtag o

padnuatiko cvotnua apwwv «d20». Me thv avaBewpnor] Tng

otnv ékdoon 3.5 10 2003, Ba mapapeivel eEapeTIKA SnUodIAnRG NGEONS
Kal Ba mayLwoeL To poviépvo mpdowrno tou Dungeons & Dragons =
OTO MEPAOA otov 21° alwva. KUpLa XapaKTtnpLoTLKA To RAGONS

EVOTIOLNEVO KL EVEALKTO cUOTN A TtayviSLloU Kat éudacn otnv
TPOOLTOTNTA TIPOG EUPU SnUoypadLKd KOWO.

4. H4"ékboon kukhoddpnoe to 2008 os apvnTikr amodoyrn amno
TO KOO KaBwg BewpnBnke oAU vwpig yla va emtevduoouv og
VEO TIpOLOV.

5. To 2014 n Wizards of the Coast kukhodopel to Dungeons &
Dragons 5™ Edition enttuyydvovtag va tpaprfet peydAo mAf6og
dpEOKOU KOLVoU GNUELWVOVTAG TEPACTLA EUTIOPLKNA ETLTUXia. H

véa £k6oon oToXeVEL TN ypryopn dnuloupyia xapaktipwy,

£UKOAN ekKivnon KL 0pyavwon MePUTETELAG, TNV SLadpaoTIKA DQUNGEONS
0opyavwan tTnNg Kowotntag kat enineda matyvidlol yupw amo To (ﬁ{bRAGONS
TPOLOV, TNV gyypadr) KAL GUVEXOUEVN CUHMETOXH TWV TALKTWY O e

mavidla Tng eTalpelag, TNV AMPOCKOTTN EL0AywYH N e§aywyn
TLOLKTWV OTLG TIEPUTETELEC KAL OTNV EVIOXUGON TNG TpwToBouliag
TIALKTWV KaL apnyntwv.
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Bivreommaixvidia POAwyv

2ta Buteonatyvidia poAwv o maiktng eEAEYXEL TLG TIPALELG EVOC XOPAKTAPA I HLag Opadag anod autolg,
BuBlopévoug otov GavtaoTiko KOGHO, OTIoU N avamntuén toug cuvnBwg meplthaupavel tnv avaBadpuion
TOU HoyNTIKoU €omALopoU, TN HABNGoN IKAVOTATWY Kot TV alénon apltOunTikwy oTatloTikwy. To polo
Tou AdnynTr Kol orolacSATTOTE U TOUATOTOLNUEVNC TTPOOS0OU OTO TtaLXVidL oxedovV mavta avalapBavel
0 UTTOAOYLOTAG.

H kataokeun Bwteonatyvibiwv RPG atov SuTikd KOopo Eekivnoe ota péoa tng Sekaetiog tou 1970
(6), pe ta mauyvidta m199h (1974), Dungeon (1975/1976), pedit5(1975) kat dnd (1975), 6Aa
EUMVEUOHEVA Ao TV PWTN £kSoan Tou cuotrpatoc Dungeons & Dragons kal th cuyypadLkn
tplhoyia The Lord of the Rings tou Tolkien. To eidog edpatwBnke o VoG, GTUA KL EUTELplal KaL
TOLOTIKA eMimeda matyvidLou, Kat otnv anodoyr amno To KoLVO ayKoouiwg o peydlo Babud xdpn otig
oelpég mayviSuwv Ultima, Wizardry, Might and Magic kat The Bard's Tale .

E€QLPETIKA ONUOVTLKO Lo TV avamtuén, e€EAEN Kal avayvwplon tou idoug Atav to rawxvisdt Ultima I:
The First Age of Darkness tou 1981 amo tnv Origin Systems. EyxpwHo, ATAV TO TTPWTO TaLXvidt
UTIOAOYLOTH avoLXToU KOOUOU Kat ATav aveédptnto amno to Dungeons & Dragons. MNavw og autd
avantuxdnke n oslpa mavidlwy Ultima péxpt kat to 2013, edpatwvovtag Stadopeg VOPUES yUpw Ao
To £i80¢.

H oelpa mayvidiwv Might and Magic €xel Suo kKAadoucg , TNV KUpLa aplBunuévn oepd 10 mayviStwv
Kot emurthéov 32 titAoug Staddpwv eiboug. Exovtag yivel HEPOG 3 ETALPELWY OE EUPOG 28 XPOVWY, N
oelpa €xel ek60Oel yLa TToLKIAL KOVEOAWV KL UTTOAOYLOTWV. Ta Ttavidla Tou KUpLou KAaSou avrkouv
oto €idog Science Fantasy (Emiotnpovikn Qavtactikotnta), £yvay BeTIKWE AMOSEKTA oo KPLTEG Kal
KOLVO YLOL TOV EYAAO KOO0 TIALXVLOLOU Kal T YPOdLKA TOUG. ZTLG KOLVOTOUIEG TWV TLaXVISLWV
cuuneplAapBavovral : EMEKTACH TV aplOuntikwy mAalciwy, Bapog og AoyLkn KL emtiAuon ypidwy,
£€EALEN KATA TO TEXVOAOYLKO peUpa, KpATnon NePoAoyiou evtog matyvidiol, emhoyeg SuakoAiag,
OUVEVWON EYKATECTNUEVWV TTALXVIELWY O& £va TAOUGLOTEPO Tt VibL, KIVOUREVES KL apydTEpQ
tplodldotateg FMVs TepLKOTIEG OKNVAG, NXOG OMIALOC, TTIEPLOPLOUEVEG EKBOTELG UE CUAAEKTIKA
QVTIKELLEVA, CUVEXELA TTAOKAG KATA UNKOG Stadopwv ayviSuwy, enppon Twv §pAcewyv Twv
XOPAKTAPWY 0TNV TTAOKN KAl Hive Ttaxvidla evtog tou mayvidlou.

OL 81adopeg ekBOOELG Kal OL paVTOOTIKEG XWPEC Twv Forgotten Realms tou D&D Ba amoteAécouv
Bdon yla Yo GELPA EMUTUXNUEVWV KAL Oy QTN UEVWVY OELPWV BLVTEOTIAXVISLWY OTO SUTIKO KOG TIOU
£yKaOLEpUOUV CUYKEKPLUEVO OTUA 0TO £160G. ATO T AoV SnuodiAeic eival : Pool of Radiance (1988)
(7), Eye of the Beholder (video game) (1991) (8), Baldur's Gate (1998) (9), Planescape: Torment (1999)
(10), Icewind Dale (2000) (11) kat Neverwinter Nights (2002) (12).

Tnv apxn Opwg €kave to matyvidt Wizardry: Proving Grounds of the Mad Overlord (1981) to omolio Kat
YEVVNGE TNV OLWVU LN OELpa Ttaxviduwy. Htay moto oto Udog tou D&D xwpic va cuvbEsTal e auTo.
‘Htav 1o mpwTto £yxpwio Bvteomatyvidt pOAwV Kal TO TPWTO OTO OMOLOo 0 MALKTNG XElpileTal Kat
SleuBUuvel opada xopaktipwv. Eyve e€aLpETLKN EUMOPLKN ETITUXia Kot ayartiOnke amd Auon Katl
TEPLOCOTEPO aKOUN 0TN lanwvia 6co Alya kL anotéAeoe edpaitrplo emninedo yia tn oxediaon twv RPGs
KoL oTLG SU0 ayopEG.

H ayopd tn¢ Aciag yUpw amd ta RPGs kuplapxiBnke amo Tig mapaywyEg tng lanwviag, ol onoieg
EMNPEAOTNKAVY TOCO amo To avwtepo Slabéatpo hardware, 600 kat anod t dnuodiAia tou eiboug
Buwreomaiyvidiwv Visual Novel. H lanwvikr ayopad éBAemne oe 080veg uPnAotepng avaiuong ( €BAemav
o€ 640x400 étav n Auon €BAeme to oAU og 640x256) (13) evw n etalpeia Yamaha eixe kukAodopr ot
KAPTEG NXOU TIoU N&N EMETPEMAV NXNTLKA cUVOeoN. AUTO, 0 CUVOUAGOHO UE TNV AVATuUEn malyvislwy
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Sladdpwv bWV TpLY acxoAnBouv pe malxvidla poAwv o6rynoe otnv apxLkn mapaywyn moLkiAwv
Telpapatikwy RPGs péxpt va edpatwbel n popdn toug. Ta mpwta RPGs otnv lanwvia kukAodopnaoav To
1982 kat Atav ta Underground Exploration, Spy Daisakusen, The Dragon and Princess kat Seduction of
the Condominium Wife, 6mou 6Aa evémhekay Kat GAAa €idn maiyviduwyv atnv mAoKN i 6ToV TPOTO
maxvidlou. Tithol mou edpaiwaoav to Udog tou idoug otnv lanwvia Atav to €€ Auepikng Wizardry
(1981) kat ta Dragon Quest (1986) kat Final Fantasy (1987) ta omola yévvnoav maykoopuiwg dnuodpleic
KL ETUTUXNMEVEG OELPEG TIOU ouVeXITOUV OKADEKTEG LEXPL ONUEPQ, LLE TTOLXVISLA O€ KGO omoubdaia
KOVOOAQ KOl UTIOAOYLOTH KOl TTpolovTa Kal oy vidla og kaBe pécov Puyaywyiog.

Baldur’s Gate

To Baldur’s Gate, mpwTo mayvidL TG OLWVUHNG OELPAC, avamtuxbnke anod tnv etalpeia BioWare ki
£k60OnKe amno tnyv Interplay Entertainment to 1998.

MLoTo otov kOouo Tou Dungeons & Dragons, To matyvidt e€loTopel mepUTETELd NPWLKAC pavtaciag oTo
nieplBaAAov Twv Forgotten Realms, otn Sutikn aktoypappn tng Faer(in yupw amd tnv noAn Baldur’s
Gate, alomolwvtag pLo mapaiiayn Twv kavovwy tng Advanced Dungeons & Dragons 2nd Edition.

O maiktng koheital otnv apyn tou mavidlol va SnLOUPYNOEL EVav TTPOOWTILKO XOPOKTHPA, LE TNV
npoowvupia «the Ward», Tov Baotkd fnpwa Kot 0xnpa tg mAoKnA¢ Tne Lotopiag. Ev péow twv emthoywv
TOU, UTtOpEL va oTpaTOAOYAROEL LEXPL KaL 25 eMUTTAEOV GUVTPODOUC OTNV TIEPUTETELQ, HEPLKOL ATTO TOUG
omnoloug eival emionol KaToxUpwWHEVOL XaPaKTHPEG TwV Forgotten Realms.

H totopia tou matyvidiol Baciletal oto mpoimapyov neptBailov twv Forgotten Realms kat to
ETIEKTEIVEL TIPOCOETOVTOC XAPAKTNPEG, LEPN KO LoTOPieg. H MAOK yUpw armod ToV MPpWTAYWVLOTH
akoAouBel ta apyétuma tou Rpwa (14), omwg ta avéluoe kat o Joseph Campbell (15).

To mauwyvibl Eekivnoe tnv avamtuén tou to 1995 e tov mpwipo titho «Forgotten Realms». A6Bnke
tepaotia €udaon otnv epBabuveon oto Bactkd ouyypadikd UALKO yUpw amo ta Forgotten Realms ki
oUTO QVTIKATOMTPI{ETAL AtO TNV TEPAOTLA AEMTOUEPELD TOU KOGHOU TOU TtalyviSLoU Kal TV CUVETELD
TPOG ToV KOGHo tou D&D. Ta ypadikd tou matxvidlol Baciotnkav o mpooxedlacpéva neptBailovra,
KATL IOV aUénoe Spapatika To BApog mapaywyng aAAd Kal TNV KAAALTEXVLKE TTOLOTNTO TOU TTPOLOVTOC.

‘Htav to mpwto matxvidt mou aglomolovoe tnv WLOKTNTN nxoavn dtodldotatwy ypadikwv Infinity
Engine tng BioWare tnv onola davelos otnyv Interplay Entertainment kat otnv Beamdog yla tnv
avantuén opolwy motyvidlwv. H idta pnxovn e€elixbnke kat yia tplodidotata ypadLkd Kot
xpnotpomnodnke yia tnv avantuén mAndwpog Stadopetikwy RPGs amno tnv idla, tnv Obsidian
Entertainment kat tnv CD Projekt Red péxpt va eykataleldpBel yia tnv Frostbite Engine.
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MAar@opueg Avantuéng Bivreommaixvidiwyv — Unity

MAatdopua avamtuéng i unxavr mavidlov eivat £vog meptkAeiovtag 6pog yla pia urtodoun
AoyLlopikoU, éva aUVoAo tpoypaATwy Kat BLBALOBNKWY, Ttou elval oXeSLOUEVN KUPLWG yLa TNV
avamnrtuén ButeomatyviSiwv. To o Snuodhég ouotatikd ocuvABwc eival n unxavn anodoaong 2D katl 3D
vpadikwyv oe {wvtavo xpovo [real-time graphics rendering engine rj renderer] mou evowpatwvel, KaBwWS
Ta povtépva Bvteonalyvidia cuvnBwg avtaywvilovtal ot ypadpLkég SuvaTOTNTES Kol BEATLOTOMOLNCELG
TIOU UTIOOTNPL{OUY WOTE Va TAPEXOUV TN UPNAGTEPN MOLOTATA E TNV EAGXLOTN KOTAVAAWGN TTOPWV TTOU
SUvavtat. To (610 GNUOVTIKEG TTOPOXES ELval oL LnXaVvEG GUaIKNG, animation, Xou, KlvnuatoypadlKwy
oKNVWV (cutscenes), scripting Kat TexvnNTA¢ vonuoouvng, SIKTuwong, {wvtaving pong, dltaxeiplong
MVALNG, TTOAUVNUOTIKOTNTOG Kat YpadnUATWY oKNVAG. OPLOUEVEG NXAVEG TIOUXVLISLWV TIEPLEXOUV
povayxa renderer ) YeVIKOTEPN couita ypadLlkwv SUvVOTOTHTWY. AUTEG KOAOUVTAL « UNXOVECG YPOPLKWVY.

MA£ov oxedov kaOe mAatdoppa avantuéng Buvteomayvidlwy mapexet UPNARAG oldTnTag ypadLkod
nieptBaAAov yLa tn oUvOeTn Xprion Twv moAUTAOKWYV epyaleiwv tng, SnAadn evowuotwpévo neptBailov
avamnrtuéng [Integrated Development Environment]. H punxavr amAomolel kat SteukoAUvel Tn dtadikaaoia
QVATTUENG, LELWVEL TO KOOTOG Kol TOV XpOVO Ttapaywyng Kat tpoodEpel acadeLa yla Ta LEoa amo Ta
omola Ba TpEXeL To TaLXvidL, Kol CUVENWG dpa KAl wG evOLAETog LeTaty developers Kal MALKTWY, TOCO
oe eninedo hardware 600 kat o€ eninedo ayopag

OL o Snuodreic pnyaveg mayvidlwy Katd tn ypadr tng Statplprg eivat ot Unreal Engine (16) kat
Unity (17). H mpwtn givatl SnpodAng yla TNV KOTAGKEUA TOLXVISLWV UE Tplodlaotata ypadikd (cuvhdwg
uPnAnG eukpivelag) kabwg elSIKeVETOL 0 GWTOPEAALOTIKI QUTELKOVLON KoL AETTTOUEPELEG
niepBaAAovtog pe rendering oe uPnAn TaxUTNTA, VW N SeUTEPN €lval SNUOPIANG YL TNV EUKOALA e
TNV onola Kataokeualovtol ralyvidia yla ToAAOmAQ cuoTruato Kol KOVvoOAeC. AOUAEUOVTAC O€ LOXUPO
QVTLKELLEVOOTPODN TIPOYPOUUUATIONO, VLo TIG scripting avaykeg Toug, n Unreal Engine €xeL petaBei otn
YAwooo C++, EVW €XEL AVOKOLVWOEL EMEPXOUEVN SIKN TNG YAwooa ovopatt Verse, kot n Unity aflomolel
™ YAwooa C# evw £XEL avakolwaoel atpodn mpog data-oriented mpoypappatiopo (18).
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Unity

H unxovn mayvidiwv Unity kukhoddpnoe mpwta tov louvio tou 2005 oto cuvédplo Worldwide
Developers Conference mou Slopyavwvetal ano tnv Apple Inc., wg pnxavr matyviStwy yia Mac 0OS X.

Ao toTe €€eAiXONKE OTASLAKA WOTE VO UTIOOTN plleL TANBwpPa MAATPOPUWY OE TTPOCWTTLKOUG
UTIOAOYLOTEG, KIVNTEG OUOKEUEG, KOVOOAEG KOl EKTETAUEVN TipaypaTIkOTNTA (19). Elval e€alpeTikd
SNUOPIANRG yLo avamtuén matyviSLwy o AsLToupyLkad cuotrpata iOS kot Android, el8Lkad oo Amelpoug
TIPOYPAUUOTIOTEG Kat yio pwipa (indie) matyvidia. Aflomoleital kal yia tapaywyn Pndlokwv
TPOLOVTWYV € Blopnxavieg ekTd¢ Pvteomalyvidiwy, OMwE TALVLWY, CUTOKLVATWY, OPXLTEKTOVIKAG,
UNXAVLKNG, KOTAOKEUOOTIKAG KL STPATLWTLKEG AUVANELS Twv H.M.A..

Yto mépaopa oxedov 20 xpovwy armo tn dnulovpyia tng, ev €xeL otapatiost va e€elicostal
TEXVOAOYIKWE Kol BEWPNTLKWE KOL VO TIAPAEVEL AVTOYWVLOTIKA KoL KOLVOTOUA YLol TNV avATTTuén
AoylopikoU yia Buvteomatyvidia. Me i61o {Ao GToXeVEL OTO VA TTAPAUEVEL TIPOGCLTH 0TO LECO XPrOTN KOl
va BeATLwVEL Ka BeATioTomolel TN Agttoupyla TNG O€ LEYAAN VKA TIPOCWTILKWY UTIOAOYLOTWV.

AlaxwplleTal 0To MPOYPOULA TTIOU ETILTPETEL TN SLASpacH UE ToV Xpnotn Héow YpadLkou
niepBaAAovtoc [Unity Editor], kat otn unxavn [Unity Engine]. O Editor umootnpiletal ota AELTOUPYLKA
ocuotnuarta twv Windows kat macOS kat o€ Linux, evw n Mnxavr umootnpilel avamtuén mayvislwy yla
TepLocOTePEG oo 19 StadopeTikég MAATHOPUECS, TTOU TLEPLAABAVOUV:

e KNt TnAédwva

® TIPOCWTILKOL UTIOAOYLOTEG

e TOYKOOULO LOTO

®  KOVOOAEG BLvteomatyviSLwv

e Ewovikn KL Emauénuévn Npaypatikotnta

H mAatdopua cupnmAnpwvetal ano to Mayadl yia assets[Asset Store] tng Unity (20). To Asset Store
£XEL UTLAPEEL EEALPETIKA ONLOVTLKO, TIPAKTIKO Kal SNUODIAEC CUUMANPWHA KABWCE ETMLTPETEL OTOUG
XPNoTeg va Slakivolv, potpalovrol Kot wAolv 6,TL £€xouv avartUEel Kol eival cupBato e T phxavh.

Amo 1o 2020, €xouv kataypadel OTL teplocOTePEC amo 1,561 GUGKEUECG TPEXOUV AOYLOULKO
KOTAOKEVAGUEVO O€ pnxavn tng Unity evw umootnpiletal mwg nepimou to 50% twv mayvislwy yla
KLVNTEG CUOKEUEG PTLAXTNKE O aUTH, 0w Ta Snuodhn Pokemon Go, Call of Duty Mobile,
Hearthstone. Emtiong 6nuodAn mawvidia and autn eivat ta Cuphead, Tunic, Hollow Knight, Ori, Pillars
of Eternity, Genshin Impact k.a.

Ao 1o 2017 KU émetta GAAate n ovopotodocio Twv ek6OCEWV amod Hovo alfwv aplBud o £1og
KukAodoplag, e tnv €kdoan 5.6 va akoAouBeital and tnv ékdoon 2017. H unxavr Atav ano tnv
SOUNUEVN TAVW OTOV AVTLKELEVOOTPAdT) TPOYPAUUATIONO. ATto To 2015 emiong xpnolpomnoleital n
yYAwooa npoypappatiopol C# yia to scripting evw amd to 2020 n Unity avakoivwoe mw¢ otadlaka Ba
petaBet tn doun TN os data-oriented mpoypoUUATIONO.
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Animation - Kivoupevn Zxediaon

H Kwvolpevn Sxebiaon (Animation) amoteAei Bepélia pila Tou PHovTEpvou TTOALTLIOMOU YUpW armd Tnv
Slaokédaaon kat tn Puxaywyla mou Bacifovral otnv 6paocn. H Baoikn apxr Aettoupyiag tng eivat n
aflonoinon tng Yeudaiobnong ( oTpoPocKOTIKO AMOTEAECHA ) TTOU TIPOKAAE(TaL oTOV avBpwrtivo
gykédalo Omou pLa akivntn eyolpa epdaviletal va Kveltal emeldr autdg PAENEL pia taxiotn Stadoxn
ELKOVWV TIOU KABE pia SladpEpel eEAAXLOTA QMO TN YELTOVIKAG TNG, LE anapatnpnteg Slakomég. Kabe
OTLYULOTUTIO-ELKOVO ovopdleTal «kapé» [frame] To omolo poBAaAAetal oto HEGov mou TtapakoAouBel o
Beatng. KaBe SeutepOAemTo mpaypaTikol xpovou poBaiiovtal g ypriyopn Sladoxr €va GUYKEKPLUEVO
TA00¢ Kape - n taxUtnta evalhaynig autr Kalsitol «kapé avd SeutepOAemTo — kapé/Seut.» [frames
per second - fps].

Avahoya pe tn Stabéoipun texvoloyia dnuloupyiag Twy ELKOVWY, TIC CUVONKEG TOU LEGOU
napakoAouOnong, Twv enBoAAOUEVWY TIPOTUTIWY SLOXEIPLONG TTOLOTNTAC KAl TNG EMLBUUNTAG TEALKAG
gumnelpiag tou Beatn, To Bivteo Suvartal va tpoBalietal oe Stddopa Kapé/SeuT. e to MAEoV oUVNOEG
OTO XWPO TOU ZLVEUA TO TPOTUTIO TWV 24 Kap€/EEUT. TO OTOLO ETILTPETEL AMPOCKOTTN PON XOU WOTE va
olokAnpwvetat n Peudaicbnon tou peaAiopou. Mevikwe, ta uPnAotepa kapé/Seut. pmopolv va
MeTatpanolV o€ avtiAnyn opalotepng (kat v Suvapel duotkdTepnG) Kivnong amno tov eyképalo,
T(PAYUO TIOU AUEAVEL TNV LKOWVOTIOLNGN Tou BeaTh, EL6LKWE EAV CUUMANPWVETAL LE EVIUTIWOLAKEG OKNVEG
Spaparog i §pdong Kal TAOUCLOTEPNC TTAPOXN G 0LKOUGTIKOU UALKOU.

Jtnv npoPoAr] Tawwwy os TnAedpaon kat Kwvnuatoypddo £xel edpatlwbOel o mpodtumo twv 24
KapE/Seut. KaBWG, pall UE TIG UTTAPXOUCES YVWOELS KOL TEXVLKEG EELOTOPNONG, Kvnuotoypadnong,
avBpwrvng BloAoyiag, Ta k6ot Snuloupylag, pong [streaming] kat TpoBoAnG, KL eV LEpN TNV
T(POTLNON TOU KOLWVOU, UTIAPXEL N TTapadoxr WG LvaL APKETH KoL avayKalo cuveinKn yLa LKOVOTIOLNTLKK
TaUTION KOL CUETOXN TOU Kool oTo £€pyo. MpoomdBeleg KATAOKEUNE Kat T(POBOAAG TALVLWV A
eneloodiwv og 60 kape/Seut. £xouv KATaAREeL o€ yeviK amotuyia. 2& abAnTkA yeyovota dpwc, Omou n
AETITOUEPELQ, TO QTTOTEAECLO YEYOVOTWV KaL N {NTNON ylot {wvTovo «TTAYWHRA» TNG ELKOVAG (poBoAn tou
KOPE) elval oNUAVTLKOTEPA ATt TNV SPOUATLKI) TAUTLON TOU Kowou, £xouv edpatlwBel oL unAdtepeg
Taxvutnteg twv 30/60/120 kapé/Seut. KABwC KatamoAeouy To anotéheopa «Bololpa Kivnong».

2ta Buteonatyvidla OpwG ta mpdyuata eivat Stadopetikd. H texvoloyia twv oBovwy yla
UTIOAOYLOTEG KOt YL TNAEOPATELG KABwWGE KaL oL BLOAOYLKEG SLadIKAGLEG TTOU EUTTAEKOVTAL OTO TALXVLSL
(6mwg n anaitnon mopatipnong AEMTOUEPELWV KAL O CUYXPOVIOUOE XEPLoU/patiol) alomotouv oAl
TEPLOOGOTEPO Ta OETIKA TwWV LPNAWV KopE/SEUT. EVW HELWVOUV TO apvNTLKA Toug. OL 000Veg, dvtag
LKOVEC va TtpoBAaAlouV o€ KABe TaxUTNTA HEXPL TNV UEYLOTH TOUG, KAl Ta Ttayvidla, avaplyviovtag
OKNVEG EVEPYNG 6pAONG e OKNVEC TABNTIKAG tapakoAouBnong Bivieo, £xouv edpatlwaet Tnv taxlThTA
Twv 30fps w¢ amdAutn Baon yla tig oknveg Spaong (mou ocuvnBwg elval To LeyaAUTEPO LEPOG TOU) EVW
TA€oV 0 EMLBUUNTOG OKOTIOG elval n Taxutnta Twv 60fps. Puolkd, ta Bivteo wg ypadLlkwg po-
arnobou£veg lkovec [pre-rendered images] (6nAaér mpokatackevaopévo Bivteo kat OxL animation mou
oupBaivel o Lwvtavd XpOvo HECW TNE UNXOVAC YPOdLIKWY TOU Ttalyvidlol) KataoKeudlovtal yia va
npoBaMovtat cuvnBwg ota 24fps.

OL TEXVLKEC KLvoUpEeveG oxediaong elval cUVWVUUEG He Ta Blvteomatyvibia amd tn yévvnor toug. To
mawxvidL Spacewar!, aventuypévo to 1962 oto MIT otn mAatdopua PDP-1 (21), eixe eVIUMWOLAKEG
SuvatdtnTeg yLa tnv emoxn tou (22). To Buwteonatyvidt Donkey Kong, aventuypévo to 1981 amnd tnv
etapeia Nintendo yia tn Sikr Tng mAatddpua Arcade KL AUECWE EMELTA YLA TN SLIKK TNG TTALXVLISOMNXAVH
Famicom (N.E.S. oto dutiko kbopo), BorBnoe otnv emavaoctaocn twv Bvteomnayvibiwv. H etatpeia The
Walt Disney Company £5paiwoe KOLVOTOUEC TEXVIKEG KLVOUEVNG oXedlaong KL €depe tnv e€oikeiwon pe
Ta poldvra Toug o TtadLd Ki eVAALKEG KABe péoou volkokuploU. H Blopnxavia NAEKTPOVIKAG
Yuyaywyiag Baciletal otnv texvoloyia yUpw amd To animation Tnv omola Kal EPEUVA, KOTAOKEVATEL KL
eMeKTelvVEL SLAPKWC,.
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To mayvibL mupoPoAlopwy mpwTou mpocwrou Maze War, avenTtuyUEVO apxlkwe To 1973 amnod
pHaBntég otn NASA yLa toug mini urtoAoylotég PDS-1 (23), elxe Suvatdtnteg eloaywyng NPCs wg
avtinmalol Twv avBpwnwv MALKTWY, EVW TOo, dlag katnyopiag, matxvidt The Colony (24), aventuyuévo
opXLKwe To 1988 amo tov David Alan Smith yia Mackintosh, MS-DOS kL apyotepa yla Amiga, TepLéxeL
KwvoUpevoug NPCs kat aflomolei tplodldotata ypadikd Kat Kivnon og TpoyUatiko Xpovo.

Meploodtepa amnod 30 xpovia énctta, StatiBevral Swpedv mMAatdopueg € OAOKARPOU avATTUENG
Bteomatyvidiwv BeAtiotonotnuéva yia Stapopes MAATPOPILES, OL OTOLEG UTIOOTNPL{OVV TO OXESLAOUO,
TNV UAOTIOLNON KOL TNV ELCAYWYH XOUPAKTAPWY LE TEXVNTH VONUOOUVN, LOAELEC SUVATOTNTEG LE TWV
TAULKTWV EVTOC TOU TtaXVLSLoU KL ETUAOYEG yLa TTOAUTIAOKEG UTOVOEG LOLOTNTEC, AVTLOPACELG KalL
oupumnepldopég Toug. Nap '6Ao mtou n uhomoinon animation yla évav xapaktrpa dgv eivat AT, anii n
gUKoAn Sladikacia, MAEov umopel 0 omOLOGEATIOTE VA TO EMITUXEL LLE TTOLKIAEG SUVATOTNTEG.
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Non-Player Characters [NPCs]

Qc Non-Player Character (NPC yLa cuvtopoypadia) xapaktnpiletal Kabe yapaktipag e £va motyvist
0 omoiog 6ev eAéyxetal amo tov XprRotn 1 maiktn Tou matyvidiol. O 6pog €XEL TNV apxr TOU amo Ta
erutpanédla malyvidla poAwv, omou eAéyxetal amno tov Apnyntr / Alawtntr / Game Master, kat
€€amAWONKe APKETA ypriyopa 6€ OAN TN KOUATOUPQ TWV TIAUKTWY Kol SNULOUPYWY EMLTPATEILWY Kal
NAEKTPOVIKWVY TTAXVISLWV KAL KOT EMEKTOCN OTNV eUPUTEPN BLOKNXAVIA TWV TTAUXVLOLWV.

H evowpdtwaon NPCs elval SLakekpLévo XapakTnpLoTtikd twv Mayvidiwv POAwV ota omoia sivat
£€ALPETIKA OPYAVLKO CUOTATLKO.

NPCs og Bivreommaiyvidia PoAwyv

2ta Burteonatyvidila, évag NPC cuvnBwg eAéyxeTal amd Tov UTTOAOYLOTH KL EEQOKEL Eval
PokaBopLopEVO GUVOAO GUUTTEPLPOPWY SUVNTIKWE EMNPEATOVTAG TNV EUMELPLA TTALXVLELOU TWV
Talktwv. Xta Massively Online Multiplayer matyvidia, wg «maikteg» Sgv opilovral amAwg ol avbpwrot
mou 8tadpoulv péoa og auTd, aAAd oL GvOpwIToL TTou KaTavaAwVouV To TatyvidL wg mpoidv, os avtibeon
Le 6o0UC aVAKOULV OTLG OpuAdeC uAomoinong, Slatipnong, EMEKTAONG, CUVTHPNONG Kat tpowBnong Tou
maxvidlou ot omoiol pmopoUVv va €xouv online mapoucia evtog Tou. Av Kal XprOTEG, EMiong
xapoktnpilovral wg NPCs kabwg 6ev Bswpouvtal maikteg aAAG UTAAANAOL TNG EMLXELPNONG KalL
OUCLOOTIKA KATAOKEUATOUV TNV EUNELPLA TTALXVLELOU YLA TOUG TTOLKTEG.

‘Evag Ynolakdg kdopog evog maxvidlol mepthapBavel ovtotnteg, SnAadn dedopéva, 18LOTNTES KOl
Aettoupyleg yUpw amo éva ocadEg KEVTPO / TAUTOTNTA IOV €ival EeEXwPLoTO amod KABe dAAo. TETOLEG
OVTOTNTEG €lvat yla mapadetypa ka0 «{wvtavog» opyaviopog onwe avBpwrol, {wa, Gutd r kat
tunpata tng Guong onmwg o kapdg f to £5adog ( 1 opuades autwy, OMwg SAan, oTPATOL, AYEAEG ) iy KoL
povadika aviikeipeva onwg pouxa, omAa K.a.. Duolkd, dev UTLAPXEL oadr G TaYKOO LA SLEUKPLVNON yLa
To TL Bewpeital ovtoTnTa EVIOE EVOC TIPOYPAUUATIOUEVOU KOGHOU adol To £(60¢ Tou poypapUaTIoUoU
( Sradikaotikdg, avtikelpevootpadng, Sedopevootpadrg ) Kat ot AoyLKEC Kal LELaLTEPOTNTEG KAOE
T(POYPAULOTIOUEVOU KOGUOU emLBAAouv moAupopdia avaykwy kat bAomolnoswv. Nap 'o6Aa autd, To
MEYOAUTEPO TUAMA avArtTUENG Blvteomalyvidiwy orpepa cupPBalvel o€ YAWOOEG OV TOUAGXLOTOV
UTIOOTNPL{OUV QVTIKELLEVOOTPEDELO CUVETIWG UTIAPXEL KOLVI Katavonaon yupw amo Tov 6po. Ot
XopakTnpeg — eite matktwv (PC), elte pn nawktwy (NPC) — eival amo ti¢ mAEov onNUAVTLIKEG OVTOTNTEG OTA
Burteomatyvidla, eldikd ota Blvteonalyvidia poAwv, Kabwe avalapPavouv To HeyaAUTEPO KOUUATL
EVOWUATWONG BoUANGNG TAVW OTOV MAACHUATIKO KOOUO.

H SuvatdtnTa LG ovIoTnTog EVTOG EVOG KOOHOU TtaxviSlol va AaBel anmodpAoelg autovoua - ite o
andKpLon MPAEEWV TOU TALKTN, £(TE WG avtanmokpLon oto epLBAAAoV, €iTe WG OKNVOBETNUEVO YEYOVOG
€VTOG TOU KOGHOU -, SnAadr) xwplg va tn xelpiletat kamolog avBpwrog, Baciletal oTig xapaktnpiletat
w¢ Texvnt Nonpoouvn [Artificial Intelligence]. OL ovtdtnteg mou £xouv autr tn SuvatotnTa TOANEC
dopég kahouvral Katl w¢ Eudueicg Npdktopeg [Intelligent Agents]. Edv évag mpdaktopag ivatl EVoWUOTOG
oe ypadLko meplBAatiov ToTe anokaAeital wg «Virtual Agent».

JuvnOwg, kat e8Ik maAatotepa, Sev epappolovrav Sopég Texvntng Nonpoolvng yla t
ouunepldpopd twv NPCs, aAAG auTto AEov £xel OAAAEEL oTOL CUVOETA TPOLIOVTA, ELSLKA OOV yEyovoTa
oupBaivouv og TPAYUATIKO XPOVO KOL OL KIVAOELG TWV TTOULKTWY SEV lval ApeECO MEPLOPLOUEVEC.

H petakivnon twv NPCs otov PndLako koopo evog RPG eivat onpavtik oAAd OxL Tooo 600 ol
Suvartdtnteg SLaldyou. 2Ta To mpwipa raLlxvidia tou eidoug, oL NPCs oxedov mavta mapépevay
OTATLKOL KaL Ttapeiyav UkpoUG LOVOAOYOUG WG AVTOTIOKPLOT OTLG EVEPYELEG TWV TTAKTWV. Oc0
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e€ellooovTav oL TEXVIKEG €LOTOPNGONG, OL SUVATOTNTEG TWV EMEEEPYATTWV KAl TOU TIPOYPUUMATIONOU, TO
eninedo popdwWaonNg TWV MALKTWY, OL TEXVIKEG SUVATOTNTEC TWV HECWV KAL N KATAVOAWTLKN dUvaun Tou
KowvoU, T0o0 auavotav n {ATnon yLo 1o peydAa kot epimhoka Bvteomatyvidia pe {wnpoug Kat
TaAAOPEVOUG KOOOUG. Ot NPCs tAéov kahouvTatl va {ouv QUTOVOUQ KaL VA OVTOTTOKpivovToL SUVAULKA
OTLG ETIAOYEG TWV TIALKTWY, OKOUA Kol 0 GOLVOUEVIKWE amAoiKaA matxvidila. Ot Stdhoyol petal Toug Kal
LE TOouG IalKTeG £XOUV APEL TN Hopdr §€évipwv §Laldyou, urmopolv va SLaBETOUV Toug SLKoUG TOUG
XWPOUG OTLG TILoTEG VW 0 PNLOKOG KOOUOG UIMOopEL va eKTEAEL KUKAO NUEPAG-VUXTOG.

Evowparwon NPCs og Unity

H cwotn xprion NPCs duatkd mpolmoBEtel Tnv opbr) tomoBEtnon KL EKKivnan Toug, TNV LKavotnTa
autovopuiag toug (animation kat omola autopatomnolnuévn SLladpacn e TIG AELToUpYLeg Tou maLxvidLol
Tou Sev €aPTWVTAL AMO TOV MALKTN) KaL TV avtanokplon otn Stadpacn Ke Tov maikn.

Ye autn tn Statplpn Ba avaAlcoupe tn Suvatotntd twv NPC povtéAwv va Bpiokouv pova Toug opBa
povordtia S1o6popNG WOTE VA KTIEPTIATOVUV» GTOV KOG Tou Ttauxvidiol divovtag tnv Yevdaiobnon
™¢ euduiag kat tng tkavotntag. To animation cupmAnpwvel thv PeuvdaicOnon g duoikdTnTAC.

MNpw amno auto, n Unity umootnpllel eyyevwg tig Yndlakég Suvatotnteg

® TOU OXeSLAOMOU “UALkoU” KOGHOU TTAEOV Kal Pe uTtooThpLEn dnpoupylag anAwv 3D poviéAwy (25)

e 1n¢ efopoiwaong Quatkng

e TnG oknvoBETnoNg IKNVWV

® NG AOYLKN TNG ELCAYWYNG KL AUECNG EVOWUATWONG EPYAAELWV — KAL YEVIKWG TIAKETWV LE assets — o€
€va project

®  TNG TEXVNTAC VONUOOoUVNG e LBLOTNTEC eVpEDNC Hovomatiol, kivnong os mAnBog, Afng
anodpacewv, cuumepLdopdg avaloya e OTOXOUC Kol SEVTPWY cuTEPLDOPAC (26).

e animation péow rigging (27)

LE VEEG TEXVOAOYLEC va glval oTov opilovta Twv otoxwv T Unity Technologies.

Q¢ pépog tng mapovoa epyociag Oa eloaydyoupe NPCs g £TOLUO KATAOKEUAOUEVO project — pLa
avamrapaoctoon tng niotag «Candlekeep» tou Bvteomatyvidiol poAwv Baldur's Gate — avemtuypévo
OVTIKELLEVOOTPAD WS EVIOC TNG UNXAVAG TTALXVISLWYV Unity.

Av kat n Unity gv SLaBétel epyaleio oxedlaong 3D aVTKELUEVWY, UTTAPXEL TEPAOTLO TTARBOOG amo
assets oto Asset Store wkava KL e€omALopEVA yLa UTO Tov okoro. H eloaywyr NPCs oe project tng Unity
eival e€atpetikd amAn Stadikaoia mou mepNAUBAVEL TNV AMOKTNON OXETIKOU QVTIKELEVOU artd To Asset
Store otov Aoyoploopd ToU XproTn KL £TIELTA TO KATEROAOUA KAl TNV ELCAYWYH OTO eMLBUUNTO project.
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Eupeon MovomaTiov - Pathfinding

H owotn epeon LovomaTtiou amo pia texvntr euduia kaeitat Pathfinding. Ztov k6ouo TG
autopatomnoinong to pathfinding emttuyxdvetal pe tn xprion aAyoplBwy Kal o Lo EUPEWG
XPNOLUOTIOLOUUEVOG £lval 0 «A Star» [emiong ypadetal kat wg A* ) A-Star].

Ene§iynon Tou A*

O AAy6pBpog A” [mpodepduevo “A star’] ivat évac UTTOAOYLOTIKAC OAYOPLOOC TTOU XPOLULOTIOLELTAL
EUPEWG O€ avalnTHoELS Lovomatlwy (ouvtopotepng Stadpoprng Letafy Suo onuelwv) Kat Staoyion
vpadwv (tnv npoomélacn kabe kopudnc/koupou o’ éva ypadnua). Anuovpynbnke wg HEPOC TOU
Yxebilou Shakey (27) (ox£610 pe 0TOXO TNV AVATTTUEN EVOC LETOKLVOULEVOU POUTTOT e Suvatotnta
Ang anmoddcswv) kat katoxwpnOnke emionua to 1968 amnod toug Peter Hart (29), Nils Nilsson (30) kat
(31) tou Stanford Research Institute (mA£ov “SRI International” (32)). Mpdkettal yia pia BeATIWUEVN
ekboxn tou AAyopiBuou tou Dijkstra ( Dijkstra’s SPF [Shortest Path First] algorithm ) o omoiog untoAoyiZel
OUVTOUOTEPO OVOTTIATL LETOEL SU0 KOUPWV Kal Uropel emiong va mapaydyel Aévipo EAaxLotwy
Atadpopwvy, pe tov A* va ouvdualel emiong tig Suvatotnteg evog AlAnotou Best -First-Search
aAyoplBpuou pe tn xprion Eupetikwv Juvaptioewy [Heuristics] yla va kaBodnyel tnv €pguva tou ava
Bruo. ArtodapPavel eupeia xprion xapn otnv anddoacn KL EVGTOXL0 TOU AV Kal O TPAKTIKA CUCTAUATO
oxedlaong dtadpopwy n TafdLwy Eemepvatal ano alyopiBuouc ol onoiot mpo-enefepydlovral Tov
S06évta xaptn (wg ypadnua) mpokepévou va €xouv Kahutepn anodoon.

Meprypapn & AsiToupyia

0 A" eivat évac emovaAnmtikog aydptdpoc AmAnotiag mou epappoletol mvw o Pefapnpéva
ypadriuato oto onoia Payvoups HOVOTIATL EAAXICTOU KOGTOUG Otd LILOL CUYKEKPLUEVN apXLKr) Kopudh
[Ekkivhon] mpog pia ouykekppévn tehkn kopudn [TéNog). Alatnpel otn pvnun éva 8€vtpo pe pila tnv
Exkivnon kal to evnuepwvel pe KAadLd 600 €eTAlEL pio-pia TG OKUEG KABE epmatnévou KOUPBouU.

H Stadikaoia Eekva apytkomolwvtag SUo cUVoAa: TO «avoLXTo cUVoAo» [Avolytd] Le apXLko oTolxeio
Tou TNV EkKivnon kot to «kAelotd cUvolo» [KAELoTo] we kevo. To Avolyto Ba mepléxel Toug KOUPBoUg
urtoydLoug mpog e€€tacn evw To KAeLoTo Ba mepLEXEL TOUG KOUBOUG TToU €xouv 6N e€eTaoTel.

Ye KAOe emavaAnyn tov, pe adetnpia tov KOUPBO atov omoio Bpioketal, e€eTAlel KABE YELTOVIKO
KOpPo KL énetta anodacilel moldg Oa mpooteBel oTO LOVOTATL.

Ma kaBe kOpuPo n tov omolo e€etalel, o A* Tou amodidel 3 TIHEG HECW AVTIOTOLXWV CUVAPTOEWV :

¢ g(n): To akpLBEC KOOTOC TNG LETAKIVNONG Ao tnv Ekkivnon péxpL tov KOpBo n. Evnuepwvetal He To
Tiou ¢TAcEL 0 €vayv KOUPO n poaBETovtag Ta OXETKA BApn Tou povomatiol Ki eTAéyovtag GUCLKA
TO ULKPOTEPO ATIO OO LoVoTATLa £XOUV 08NYNOEL LEXPL TOV N.

¢ h(n): n extiunon tng EUPETIKAG cUVAPTNONG yLa TNV TBavr andotacn Tou KouBou n amno to TéAog.

¢ f(n)=g(n) + h(n): to cuvoAikd (MBavd) kboTog Tou povomatiol amnd tnv Ekkivnon mpog to TéAog mou
TtepVa amod tov KOpPo n.

Y10 TéAo¢ KABe emavaAnng, o A* emAéyel £vav KOBO KL EMEKTELVEL UE QUTOV TO povoTtdtL. Oa
eTAEEEL AUTOV TOV KOWPO n omoiog ehaylotomnolel tn cuvaptnaon f(n).

O aAyoplBpuocg teppatilel pe dVo TPOMouG : Eite 0 KOUPBOG OV MPOCOETEL OTO LLOVOTATL VA Eival TO
T€Aog, site Sev UTAPYXEL KOUPOG TIPOG EMEKTACN TOU OVOTTATLOU.

H anoteAeopatikotnta tou A* eaptatal amd tov Xaptn Kot kabopiletal amnd Ta XapaKTNPLOTIKA TG
EUupETIKNC, N omola cwoTo elval va eMIAEYETAL TTPOOEKTIKA avaAoya e To £i60¢ Tou Xaptn (Tt ToAUywva
xpnotpornotlovvtal, péyebog, 8N yVwOoTd LOVOTATLA K.0.) KoL TLG SUVATOTNTEG LETAKIVNONG MAVW OF
autdv (Umapén epmodiwy, UTtapén meploxwv e SLadopeTIKA KOGTN TPOoTIEAACNG, SUVATEG
KateLOuvoNg ot HETakivnon Kal KOOTN TOUG K.0.).
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Znueiwoeig kai OpoAoyia

o AmAnotia: AAyoplBuikn Texvikr Omou o€ kaOe Brina eMAEYETAL N TOTILKA BEATLOTN AUGH, WOTIOU OTO
teAevutaio Brpa cuvtiBetat n cuvoAikr Avon.

o BeBapnpéva ypadnpara: ypadnpota oto onolo kabe akui/tdfo Toug £xeL WG eTKETA €va BApOg
WG KOOTOG TNG HeTakivnong petafy twv 800 kopudwv/KOUBwWVY TNG.

o Movondartt : stadoxikry aAAnAouxia eVwVoUeVWY Kopudwv Xwpic KUKAOUG.

o EUPETIKN : CUVAPTNGN TTOU XPNOLUOTIOLELTAL YLA TNV TIPOCEYYLON TLLWV 1 YEVIKOTEPQ TEXVLKI TTOU
ETULTOXVVEL TN AUON €vOG TTPoBARLOTOG.

o Movondau Ehayiotou Kdotoug : Movonatt os BeBapnuévo ypadnua, ano koppBo a npog kdupo b, pe
aBpolopa Bapwv va sival ehdyloto amnod kaBs dAAo povomndti a —b.

O avv = av Kot Povov av.

o ALadoxog KOO TOu KOMPBOU n: £vag ETMOUEVOC YELTOVIKOG KOUBOG TOu N.

Aedopévwy Twv oTolyelwv @ n: e€etalOevog KOUPOC, @ s: 5Ladoxog KOUPBOG Tou N,

® G: TENOG, ® dmin(n, G): KOOTOG EAAXLOTOU LOVOTIATIOU Ao n pog G,

*d(n, s) = |g(s)-g(n)|: To k6OTOG pETAKIVNONG QO TOV N OTOV S KAl ® oTabepou aplBuou c,

LLo EVPETIKN cuvaptnon h xapaktnpiletat wg :

» BéAtotn ) TéAewa avv h(n)= h*(n)= dmin(n, G),
TIOU ONUOIVEL OTL TO EKTLLWUEVO KOOTOG Lovomatiol armd tov n mpog to TEAoG ival To PIKpOTEPO
ard O\ TO UTTAPKTA LOVOTIATLA ato TO N TtPog To G. AnAadr, 6Tav cUoXETI(EL TOV KOUPO N UE TO
UnKog eEAdxLOTOU povomartiol mpog To G.

» Anodektn [admissible] avv h(n) < h*(n)= dmin(n, G),
TIOU ONMOLVEL OTL TO EKTLLWIEVO KOOTOG [Lovomatiol armd Tov n mpog to TéAog ival LikpOTEPO amo f
00 LLE TO PAYMATIKO KOGTOG TOU EAAXLOTOU HOVOTIATIOU ard Tov n tpog to TEAOG (To PayUATLKO
e\dxLoto k6aTog uTtoAoyiletat addTou KAVOUUE ThV avaluch Tou povomatiol). AnAadn, étav dev
UTLEPEKTLUA TO KOOTOG TOU povoratioU.

» Movortovn 1| Zuvenng avv h(n) < h(s) + d(n, s),
TIOU ONMOLVEL OTL TO EKTIUWEVO KOOTOG LovomaTiol armd Tov n mpog to TéAog eival mavta
MEYOAUTEPO ATO N (00 e TNV EUpETIKA SLad0X0U KOUBOU s Guv To KOoTog Stabpopns (n, s). AnAadn,
OTAV EKTLUA TTAVTO ULKPOTEPO KOOTOG O KABE EMOUEVO KOUPO.
Mo cuvenn¢ EupeTikn givat kot amodektr, To avtiotpodo OpwE Sev LoYVEL.

» MNpooapuoopévn o KOoTog ¢ avv h(n) = he = h(n) +c.
AnAadn, mpokeLtal yla tnv idla Eupetikn h, pe évav otabepo aplBuo c va npootiBetal o KAOe
EKTLINON KOGTOUG OKUNAG.

Nwg emtnpedlel auto tov A* OuwG ; Av n EUPETLKN Tou eival amodekTn, TOTe 0 adyoplduog Ba
ETULOTPEPEL TTAVTA HE ETLTUXIA €Va LOVOTIATL EAaXioTOU KOGTOUG, EhOoOV aUTO UTTAPXEL. AV i EUPETIKN
Tou elval CUVETAC, TOTE 0 aAyopLlOpog Ba £xEL TO TTPONYOULEVO XOPOKTNPLOTIKO LLE TO TTAEOVEKTN O TOU
va enefepyaletal kabe kOUPBo povo pia dopd, kal cuvenwe Ba ekteAeital yla Alyotepo xpovo.
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Weudokwdikag

MNapakdtw mopoabetw tov Bacikd Peudokwdika mou meplypddel tov ahyoplopo :
function reconstruct_path(cameFrom, current)

{
total_path := {current}
while current in cameFrom.Keys:
current := cameFrom[current]
total_path.prepend(current)
return total_path

}

// 0 A* w¢ ouvaptnon Ba Bpioket povordtt and Exkivnon (start) mpog TéAog (goal) ue xprion tng EUpeTikrig ouvaptnong h.
// H h(n) extiud to kéotog Tou povonatiou n - TéAog

function A_Star(start, goal, h)
{

// To AvoikTo oUvoAo kOuBwv mou xpelaletal va eneéepyaotel n UEG0SOG LaC. APYLKWC, TTEPIAauUBAVEL povaya thv
Ekkivnon.
openSet := {start}

// TNa kade kéuBo n, to cameFrom[n] eivat 0 auéowg mPonyoUUEVOS KOUBOG TAVW OTO KATAYEYPAUUEVO EAGYLOTO
uovordatt Ekkivnon - n. ApXIKOTTOLE(TAL WG KEVO

cameFrom := an empty map

// yla kaOe kduBo n, to gScore[n] elvat To KOOTOG TOU KATAYEYPAUUEVOU EAGYLOTOU LovoraTiou Ekkivnon - n.
gScore := map with default value of Infinity

gScore[start] := ©

// apxikortoinon tou KAelatou auvolou.

closedSet := {}

// yia ke kouBo n, fScore[n] := gScore[n] + h(n).

fScore := map with default value of Infinity

fScore[start] := h(start)

while openSet is not empty

current := the node in openSet with the lowest fScore[] value
if current = goal

return reconstruct_path(cameFrom, current)

openSet.Remove(current)

closedSet.Add(current)

for each neighbor of current

if neighbor in closedSet

continue

// d(current,neighbor) eivat to k6otog tn¢ akuric (current,neighbor)

// trial_gScore elvat to k6oTO¢ TOU pHoVoTTaTioU Ekkivnan — neighbor, mou mepvdet artd tov current
trial_gScore := gScore[current] + d(current, neighbor)

if trial_gScore < gScore[neighbor]

// KOATAUE 0T UvAun TO TwpLvo ovoratt Ekkivnon-current-neighbor edv €xet to Atydtepo kéotog amo kdde Ao
cameFrom[neighbor] := current

gScore[neighbor] := trial_gScore

fScore[neighbor] := gScore[neighbor] + h(neighbor)

if neighbor not in openSet

openSet.add(neighbor)

// €adv 10 AVOLKTO elvat Kevo evw) & Bprike LLOVOTTATL

return failure
}
O A* éxeL moAumAokdTnTeg Xpovou O(|E|)= O(b%) kaw xwpou O(|V|)= O(bd).
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EupeTIKéG ZUVAPTHOEIS OTOV A’

EUPETIKEG ZUVAPTAOELS, I amAd EUPETIKEG, KOAOUVTAL GUVAPTHOELG TTOU XPNOLUOTOLOUVTAL YL TNV
TIPOOEYYLON TLUWV I YEVIKOTEPA TEXVIKEG TTOU £TtLtaYUvouv AUon mpoPAnudtwy, Bondwvtag mapoiuo
anodacewv og eVAoyYo Xpovo. AvtaAhdooouv BeAtiotomnoinon, mAnpotTnTa 1 akpifela tg Avong yla
TaxUTNTA KoL XPNOLLOTOLOUVTAL EUPEWG O€ TIPOPBARLATA EVPECNG LOVOTIATLOU, EKTLLWVTOS TNV TLOavn
aIOoTACN Ao KOWBO pog ITo)O0.

MNapakdtw mopaBetw SL1ddopeg CUVAPTACELG AMTOCTACNG OL OTIOLEC XpNnoLomololvTaL WS EVPETIKEC
yla TNV eKTIUNON LOVOTaTLOY, ELSIKA O€ TETPAYWVLKO XApTh. Ot Stadopeg aplOUNTIKEG TIUEC oTA
KOUTAKLO OVTLOTOLXOUV 0TO KOGTOG HETOKIVNONG amo tnv apxr Tou BEAoOUC Tpog auTd.

AoBevtwv Vo onueiwva = (ax, ay) katb = (bx, by) 0€ KOPTECLAVO GUOTNLO CUVTETAYHEVWY X — Y (1)
oAAlwg, o’ évav Xaptn), e

¢s = (k6oT0G €VOEiaG Kivong) = 1 kat

cq = (K667T0G SLayviag kivinong) = V2 ~ 1,41 ~ 1,4, opifovtat ot :

Andotacn Manhattan R Noppa L1 — Manhattan distance or Norm L:

Manhattan Distance

¢> 1 <$

=

O
V

A
W

<=

& >

DManhattan (a! b) = |ax - bxl + |ay — by|

BoAeUel 6tav Sev emttpénovTal SLaywvLeg KLVAOELS, SnAadr €xoupe kivnon 4 KateuBUvVoewy.
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Andotaocn Chebyshev i Noppa Leo — Chebyshev distance or Norm Leo

Chebyshev Distance
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if

DChebyshev(a' b) = maX(lax — byl, |ay - by|)

BoAelel Otav emLTpémovtol SLayWVLEG KIVAOELS, SnAabdn €éxoupe Kivnon 8 kateuBuvoewv.

EukAeibela andotaon ) Noppa L2 — Euclidean distance or Norm L2

Euclidean Distance

V2

\V//‘
>O<
7 A N\

NS

R

7N
/

"/

2
DEuclidean(a: b) = J(ax_ bx)z + (ay— by)

BoAgUEL Og TIPAYLATIKO XAPTN KAL LE QMOCTACELG O€ MPAYUOTIKOUC aplOpouc, Otav eMITpEMETAL
kivnon mpog omoladrmote katevBuvon.
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Awaywvia cuvtopevon — Diagonal shortcut

Diagonal Shortcut

A

Y

O
A

&

C* |ay— by| + |ay- bX|,|ay— by| < |ay- by| oo
c* |ay- byl + |ay- by, lax- byl < |ay- by|’

N

N

/
V4~
74 A\

/

\

W
Do

N

22|

DDiagonal(ar b) = { Cs —Ca
OTIOU Cs = KOOTOG €UBElag Kivnong Kot ¢4 = KOOTOG SLaywvLag Kivnong

BoAeUeL Otav emTpénetal kivnon 8 KateuBUVOEWV IE TLG SLAYWVLEG KLVIOELG TILO «AKPLBEGY.
MPoKTIKWG, oxeSLAleL Slaywvio povomatt pExpL va Bpebel og kABeTn 1 opLlovtia levlBuvaon Ue Tto ITOXO,
art’ onou Ba cuveyioel euBeia.

Tetpaywvikr EukAeidsia Andotacn — Squared Euclidean Distance

Squared Euclidean Distance

/A

7\

A
4

SED(a,b) = (ay —by)? + (ay — by)z

BoAeUel Kuplwg oTNV OTATLOTIKA avaAuaon. Agv gival opbn n xprnon tng os mpoBAnpata eVPeCNG
HovomaTlwV Kabwe, 0€ OMOOTACELS VW TOU UETPlou urkoug, N Eupetiki h(n) Ba kataAnyet va
UTIEPEKTLUA TILC ATTOOTACELC TTPOC TOV XTOXO.
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YAomoinon A* o€ Project Tng Unity

Eicaywyn

H Unity apyd oAAd oTaBepd LETOUCLWVEL TNV ECWTEPLKNA TNG KwLKoToinaon Kat Sour) mpocg to Data
Oriented Design mpoypappatiopo avti tou Object Oriented. To Monobehaviour Aouov mpokeLtatl
pueAovVTIKwE va €XeL eykataheldpBel mAnpwe, cupdwva pe ta avakowwuéva oxedla tng Unity
Technologies.

Data Oriented Design kaAeltal n MPooEyyLon MPOYPAUATLOTIKAG BEATLOTOMOLNGNG KOTA TNV OMoia Ta
Sebopéva evog mpoypapupatos (ouvBwe TOAUTTAOKOU G UATOC TIPOYPAUUATWY) 0pYOVWVOVTAL,
taglvopouvral kat Stoxwpilovral Katd nedia, pe Eudoon otn XPNOTKOTNTA TOUC Kol 0TN HETapopdwaon
Twv dedopévwy (33). Euepyetel I8laitepa Tov TOpéa avamtuéng Bvteomatyvidilwy Kabwe oToxeVEeL TN
pelwon TG MOAUTIAOKOTNTOC TOU KWSELKA KAl KAAUTEPN 0PYAVWGN KL avVayvwpLon Twv SeSopévwy.
ZuvnBwg €pxetal o cUyKpouaon e Tov AvTlkelpevootpadr) MpoypapaTiopo o onolog £xel edpatwOel
ota Bteomnatyvidia kabwg avtimapabETel amAoUoTEPO KWLKA TTOU SNLOUPYEL TILO EUEAKTEG SOUEG,
KOAUTEPN KALLAKWON KoL XELPLOUO SeSopuévwy Xwpig va emnpealovtal KaBopLoTLKA Ol ECWTEPLKES
Sopég.

H Unity avantiooel to Navigation System, ecwteplkd epyaleio yla pathfinding. Ymootnpiletat
EYYEVWG EVTOG TNG UNXOVAG, EEKvwVTOG oo TV €kdoon 2019.2 (34), kal mapexovtal documentation kat
ELOQYWYLKA OEULVApPLO o TNV (Sla kaL cuvepydteg g (35). To Navigation System sival mpoodato
epyaleio mou ektelel elpeon povomatiol povo péow MNpadnudtwyv NAEypatog MAoAynong - akoun
avantlooeTal N BEATLOTONOLNGT TOU O TOPOUC KAl XPOVOUG EKTEAEGNC. M TLG AVAYKEC TNG
mapoucioong Kal avaAuong Kol TwV UTTOAOIMwY TEXVIKWY Ba pEMeL va XpnaotpomnolnBet emutAéov
epyaleio.

H nmapouoa epyaocia ypadetat katd 1o £to¢ 2022, e TO project va avoamtuooovtal otny pwnxavr Unity
2020.3.7.f1. Ta epyaleio mou xpnotpomnotovvtal eivat ta A* Pathfinding Project Swpedv ékdoon 4.2.17
kot Unity Navigation System 2020.3.
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A* Pathfinding Project

MNa tnv vlomoinon pathfinding os project tng Unity Oa a€lomotjow to epyaleio
A* Pathfinding Project to omoio dlatiBetal katl o Swpedv £kdoan armd Tov LeTOTomMo Tou Snutoupyoul
tou, Aron Granberg (36).

Emitpénel otn Baon tou tnv ebappoyn pag amAng texvntig evduiag [Artificial Intelligence] n omola
KLveital evw amodelyel epmodia. Mo T avaykeg the mapovoog epyaaciag dev Ba emektaboulv ot
Suvartdtnteg Tou Al — auTo pmopel va mpaypatonolnOsei eite pe ouyypadn mio e€elSLkeUEVOU KWK
elte pe n xprion N enéktaocn 600 emuTA£oV scripts Tou mapéxovtal amo To epyaleio.

H kivnon €vog avTlKeLEVOU EEOOLWVETAL LLE TN HETOKIVNON EVOG TIPAKTOPA TAVW O€ €va apaxBév
ypadnua to onolo amoteAeital and éva AnBo¢ StacuvéeSepévwy onueiwy 6TO XwPOo ou Kahouvtal
Kool onueia Stadpopng.

To epyaleio emAéxBNnke kaBwG mapéxel ektevég online documentation yla 6Aa To BswpnTkO TOU
uTtoBaBbpo, BEATIOTOMOLNOELG O TTOPOUG KAl XPOVO EKTEAEONG KL akpifela mapayopevwy ypddwv, ivat
QVETITUYHEVO OE QUOTNPWG AVTLIKELLEVOOTPadn Kwdika (opolwg e To project pag), mapéxetat oe SUo
ekbO0ELG — pia Swpedv pe SLABECLUO TOV TTEPLOCOTEPO OYKO SUVATOTHTWY TOU KOl pia el mMAnpwpn mou
nipoodEpel eMMALOV €EELSIKEVUEVEG SUVATOTNTEG KOl BEATLOTOMOLACELC.

Zekivnoe yla tnv €kdoon Unity 2.0 kat ouvtnpeital, StopBwvetal, emekteivetal kat BEATLWvVETAL
ouUVEXWC MEXPL KaL TNV TeAeuTtaia ékdoan Unity Tng mapovoag epyaciog (2020). H eni mAnpwun €kdoon
Pro untootnpilel emionpwe ti¢ ekddoelg Unity 2019.3.5 ki énetta (37).

Ttnv gpyacia xpnotpomnoteital n dwpedv ékdoon 4.2.17 tou gpyaleiou.

AkolouBel cUvtoun meplypadr MPOETOLHAciag Kat Xpriong tou epyaleiou. OAeg oL 08nyieg
niephapBavouv emhoyeg BEATIOTEC yLa TO XELPLopd TG Aatdopuog Unity kat aflomoinong tou
epyaleiov. H eykatdotaon oAOKANPNG TNG MAATHOPUAG TIPAYUOTOMOLETOL 08 APOCLWHUEVO YEVLKO
dakelo («Unity») yLa OAEG TNG AVAYKEG TNG, EKTOC AUTOU GTOV OTOLO E(VaL EYKATECTNLEVO TO
AELTOUPYLKO pag Kot LOAVIKA Kot 0€ EEXWPLOTO partition amo autod, woTe va Ny ultapéel SLéveln
aodalieiog i elPUBUNG AELTOUPYLKOTNTAG.
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Aqun, Eykaractaon ka1 MpoamairoGpgeva

A*Pathfinding Project

To Swpeav epyaleio Aappdvetal anod tov Lotdtono tou dnuoupyou, Aron Granberg,
([https://www.arongranberg.com/astar/download]), evw n mio emayyeALaTikr, €l TANpwUr €kdoan
Tou amneuBelag anod to Unity Asset Store (37):

Download

Here you can download the package. A free version and a pro version is available as well as a beta version.
If you are interested in the differences between the free and the pro version, take a look at this page.

The changelog can be found here

Pro Version

If you have purchased the pro version of the package, enter the invoice number if you bought it through the Unity Asset Store or the or the serial number (which you should have received in
an email) if you have bought it on this site.
After you have submitted the form, the download button for the pro version will become enabled. Note that it might take some time to load. Please be patient.

Invoice No/Serial Submit
Free Version Pro Version
Free version of the project. Slightly more limited than the pro version, but still very powerful. Pro version with more features than the free version. Includes among other things automatic
Go ahead and try it out! navmesh calculation, specialized path types and layered grid graphs. See the free vs pro
Includes several example scenes showing how to use the system. comparison page for more info about the differences.

® Download (version: 4.2.17, last updated: 06 Nov 2021) You can find the changelog here
® Requires Pro (version: 4.2.17, last updated: 06 Nov 2021)

MpLv TNV Xprion tou epyaleiou oto malxvidt pag, Oa mpémnel va emBeBALWOOUE TN AELTOUPYLKOTNTA
Tou. lNa To oKomo auTo, Ba tpé€oupe SoKLUN 0 AUTOVOLO project.

Unity Hub v

XpnotwuomnoloUpe to Unity Hub (38) ywa tnv nuoupyia, Staxeipion kL eicodo oe projects, kabBwg kot

NV eykatactaon Stadopwv eKEOCEWV TNG Q Unity ( katd tn dnuoupyia autol tou eyypddou, n Mo
npoéodatn eival n 2020.3.7f1 ):
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[m]

Unity Hub 31

Installs Locate Install Editor

3 Installs
Learn

> Community

2019.3.3f1

2019.2.14f1

\Unity\2019.2.14f1\Editor\Unity.exe

Unity

H eykatdotaon plag £ékdoong tng pnxovng Unity ylvetal matwvtag KOLL TTPOTLULWVTAG HLa
enionun €kdoon [Official releases] n omola umootnpiletal pakpoxpoviwg [LONG TERM SUPPORT (LTS)]
yla va tatrjoou e Install. AkoAouBouUpe tig odnyieg otnv 080vn, emAéyovtag aPpOoCLWHUEVO YEVIKO
dadkelo («Unity») kL énetta ppovtilovrag kGO £kSoon va eykabiotatal og 51k ¢ dakeAo og auTOV:

Install Unity Editor

Official releases

2020.3.32f1 LTs

3 Install
Recommended version

2019.4.37f1 Lts Install

2021.2.171 Install

Néo Project og Unity

Ao tnv mAaivr pundapa eTiAéyou e «Projects» kal amo To KUpLo Tuipa eTdéyoupe «New Project».
3TN ouvéxela, amo tnv mAaivi pnapa eruhéyoupe «All templates», anod tnv avw pndpa «New project
Editor Version» emiAéyoupe tnv mio mpoodatn LTS €kdoon tng pnxavng Unity mou StatiBetal, anod to
KEVTPLKO T — templates — emidéyoupe «3D» Kol ard To aploTepo TUpa, oto PROJECT SETTINGS,
ovoudlw To project (Project name) wg «AStarPathfindingTEST» evw emiAéyw yLa tomoBeoia (Location)
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T0 PAKeAO OTOV OMolo Elval eykateoTnéEVN N €KSOOT LaG OTIOU Kot SnuLloupyw adoolwéVo pAakeAo
(«Unity/Projects») kat TEAOG motw (O =LiN g [t

H mAatdopua Ba dnutoupyroet to Project kat toug oxetikolg pakéloug kot Ba to popTtwoel
outépara :

tandalone - nity 20203711 Personal <DX11

Aokipalovrag To VEéo gpyaleio

MpLV EVOWHATWOOUE TO epyaleio oTo KUPLO project pag, KATA TLG TPAKTIKEG 0pOAC Xpriong KL
EVOWUATWONG, TIPETIEL VA TO SOKLACOUE o€ S1KO Tou project, otnv €kdoan tng Unity otnv omola
xTtilou e To KUpLO project. ESw Ba emiBewpriocou e T AettoupyLlkdTNTA, TNV amddocn Kat Thv
QMOTEAEOUATIKOTNTA TOU ( Kot TiBavwe Stopbwooupue epdaviidpeva oddpata ) . Eddoov peivoupe
LKOVOTIOLN EVOL Kal amodaciooupe OTL TalpLAlEL YLO TOV TEALKO OKOTIO Hag ( lowg Kot va €Xo0UHE aAAAeL
OXETLIKA XAPaAKTNPLOTIKA ), Ba To £€AyOUE £TOLO TIPOG XProN YLa To KUPLo project pag.

o To oKomo auTo, Ba avoifouie To VEO project Tou SNLLOUPYNOALE, UE TO OVOUQ
AStarPathfindingTEST, kot Ba dptidfoupe véeg oknvEG Omou Ba SoKLUATOUE TLG SLAdOPEG MTUXEG TOU
epyaleiou, evw Ba kataypddoupe KABs AemTopEPELQL.

Ao tnv Epappoyn tou Unity Hub
ertAéyou e to AStarPathfindingTEST, kL Omwg
napatnpouue ota 6e€Ld Tou, To EDITOR
VERSION eivat (610 pe tnv €kdoon TG LNXavng
Unity mou xpnotuorolel to Baoiko Project pag.
Auto Ba avoifet tov Editor tng Unity kot Ba tou
doptwoel to project auto.

Projects

Projects otn Unity

O Editor tn¢ Unity xwpiletal o Stadopa tunpota — mapabupalviews], dmou to kabéva emontevel
€€el8IKeUEVEG AeLTOUPYLEG KOt LETABANTEG. Ta TAEOV ONUOVTLIKA, LECW TWV omolwv Ba dLadpacoupe
otov kwdika kat Ba avantuEoupe ta project pag, elval ta mapddupa pe titAo lepapxia[Hierarchy],
Project, Zknvn[Scene], Nawvidi[Game], KovaoAha[Console] kal EmiBewpntrnc[Inspector]. MpokeLpévou va
SlatnpnBei n akpifela, Ba amokalovvral KUPLWG PE To AUBEVTIKA ayyALKA OVOUATA TOUG.
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MeTtatrTuxiakf AlaTpiBn AAEEavdpOg — AnuATpiog AaBdkn

4 Navigation  GitHub
% Wt~ Gizmos v

»  Layer Default

B - Pathfinder

Add Component

* Favorites ts > Scenes

law Assets
erpathndingPiciect . . Q Q
ehav San

Example6. samj

ripts
B Packages

O Editor Tng pnxavig Unity
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MeTtatrTuxiakf AlaTpiBn

AAEEavdpog — AnunTpiog AaBdkng

2tov Inspector tng Unity, otav xpelaletal va BEcoUE TN O€ LETAPBANTEG LLE TNV TAPAKATW popdn,

Target None (Transform)

Eikéva 1

TO KAVOUE £(TE GEPVOVTAC TO QVTIKELEVO TtOU eMLBUPOUE amod tnv kaptéha Hierarchy r Project, site
emAéyovtag amno tn Alota mou epdaviletal adOToOU ATAOOUE OTO ELKOVISLO TOU KUKAOU HE Ttaxy

KEVTPO oTa Oelld :

Q

Assets Scene

None

@ Bounds

D Directional Light
@ Ground

@ Ground Cube
@ Ground Cube (1)
D Ground Cube (2)
@ Ground Cube (3)

D Ground Parallelepiped
@ Ground Parallelepiped (1)
D Ground Parallelepiped (2
@ Ground Parallelepiped (3
D Ground Parallelepiped (4

Eikéva 2
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MeTtatrTuxiakf AlaTpiBn AAEEavdpog — AnunTpiog AaBdkng
Elcaywyn tou epyaAsiou oto project

Adotou €xel KaTEREL TO MOKETO (0€ Lopdr| .unitypackage apyeiou) mou mepthappavel 6Ao to
epyaleio, mpémet va eloaxBel 0To SOKLLACTIKO project pag.

Ao tnv undpa Asttoupyiog tou mapabipou ¢ Unity, emidéyoupe Assets > Import Package > Custom
Package.... 2to mapdBupo mepLynong mou Avolée, KateuBuvouaoTeE TIPOG TO PAKEANDO OTOV OTIOL0 €XOULE
KOTEBACEL TO TIOKETO, TO ETUAEYOUE Kal tatape [Open].

H Unity Ba avoiel véo mapdBbupo «Import Unity Package» oto omolo ¢ppovtiloupe va 1nv UTtapxeL
OTTOETUAEYUEVO KOUTAKL (UMOPOUE TIAvVTA va Ttatrioou e to koupmakl [All] otav elpaote €tolpol va
T(POXWPIOOULE) KAl maTdpe [Import].

EvVaAAQKTIKA, aTto TIC KAPTEAEG TWV EVEPYWV TtapadUpwv evtog tne Unity, eTuléyoupe To «Asset
Store» Kalt, mnyaivovrag Alyo o katw, matdpe oto «Open Package Manager».

File Edit Assets GameObject Component Window Help

Create ' @Local

Show in Explorer

Open # Scene @ Game Wl Asset Store

Delete i
Rename

Copy Path Alt+Ctrl+C

Open Scene Additive Importing your assets from the Package Manager

View in Package M ) )
0 VSO My To download or view your purchased assets, go to Window > Package

Import New Asset... A o N
Import Package S| EmEm e select My Assets or click the Open Package Manager

Export Package. VULLUIT UETOW.

Find References In Scene

Select Dependencies

Refresh Ctrl+R
Reimport

Reimport All

Open Package Manager

Extract From Prefab

Run API Updater...

Update UXML Schema To improve performance in the Editor, the Asset Store will only exist on
Open C# Project the weh

Eikéva 3

Why are we doing this?

[ < IS JTEST - SampleSc C, Mac & Linux Standalone - Unity 2020.3.7f1 Personal* <DX

= Import Unity Package
¥  [Jpivot RBlocal » Nl 1

H Scene a® Game @ Asset Store astarpathfindingproject_master_free_4_2_17_c03064
a WAIlways open in browser from menu
<€ SampleScene* H v B AstarPathfindingProject
&2 Main Camera B AstarPathfindingProject.asmdef
@ Directional Light m Behaviors
& Plane v [ ADestinationSetter.cs
& Obstacles v B Patrol.cs
9 Bounds B CHANGELOG.md
@ A* . im Core
Importing your assets from the Pag v mAl
Manager v B ABase.cs
v B AlLerpcs
. v B APath.cs
To download or view your purchased a v B AstarAlcs
go to Window > Package Manager and v [ NavmeshController.cs
select My Assets or click the Open Pac] v B Seeker.cs
Manager button below. v [ TumBasedAlcs
v [dastarclasses.cs

s M Acvainata An

|

F
g

gdd

]

E
g

]

F
2

]

-
2

I

E
g

l

Ed
g

l

Fd
g

|

F
£

|

i
b

All None Cancel

Open Package Manager

Eikéva 4

SNUELWOELS

Eav uoag Sivetat to unvuua npostdomnoinong «Use of UNITY_MATRIX_MVP is detected. To transform a
vertex into clip space, consider using UnityObjectToClipPos for better performance and to avoid z-
fighting issues with the default depth pass and shadow caster pass.», @povrtifouue va emAUCOUUE N
npoBAcouue TuyoUoeq Sleveéelc.
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MeTtatrTuxiakf AlaTpiBn AAEEavdpog — AnunTpiog AaBdkng
Anpoupyia Miotag - Stage

XpNOLUOMOLWVTOC OAO T TTOPOKATW, UIMOPW VO OXESLACW TOV TPLOSLACTOTO XWPO WOTE EMELTA VA
Aettoupyrow tov aAyoplOpo tou A* :

B AStarPathfinding TEST - - PC. Mac & Linux dal - Unity 2020.3.7f1 Personal <DX11> a *x
File Edit As:

GameObject Component Window Help
oI @ X &r

Eikova 1
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MeTtatrTuxiakf AlaTpiBn AAEEavdpog — AnunTpiog AaBdkng
IknvA

AnuoupyoU e véa Zknvr [Scene] n onola epdaviletal oto mapdbupo Twv Assets Kat Tnv
TtornoBetol e evtog Tou pakéAou Scenes.

To epyaleio £XEL TPOETOLUOOUEVEC 6 OKNVEG, 0TO PAKEAO
Assets\AstarPathfindingProject\ExampleScenes, kd0e pia kotaokevaopevn yla va emideifel
OUYKEKPLUEVEC SUVATOTNTEG ypadnUATWY KOl Scripts KIVAGEWV, E TOV TPAKTOPA VO KLVE(TAL quTOpaT
T(POG TOV OTOXO:

e Example2_Terrain : To €5adog eival terrain tng Unity, meplapfavel mAnpws avwpaio £6adog,
Alpvn pe Eexwplotn eTikéta edadoug, dUo eundsdia mou Kvouvral {wvtavd, LLE ToV oTOX0
TIPOGKOAANUEVO OTOV KEPOOPA.

e Example5_PointGraph : Mapouaciaon ypadnuatog onueiwyv pe Eexwplota pLovomatia
SnuLoupynUEéVA KATA AUTOMATN KAl XELPOKLvNTN Snpoupyla OKUWY, LE TOV OTOXO MPOCKOAANEVO
oToV KEpoopa

e Example6_Navmesh : Etolun oknvn ypadnuatog mAEYUATog A YNoNG TPOKATAOKEUACUEVO LECW
recasting.

e Example9_Penalties : Mep\apPBavel Vo neplox£g mou opilouv SladopeTikn moLvn
TLEPTIATNOLUOTNTAG, |LE TOV OTOXO MPOCKOAANEVO GTOV KEPGOPOA.

e Examplel2_Procedural : To mapddelypo KATaokeUALEL ( ATEPUOVO ) KOOUO KATA SLASLKOOTIKA
Snuioupyia (procedurally generated world) pe epmodia.

e Examplel5 2D : H povn diodiaotatn oknvr, alomolel emituxnuéva to script kivnong AlLerp og 2D
ypadnua mAéypatog.

Moapadelyuatika STiyuLtotuna

B AStarPathfindingTEST - SampleScene - PC, Mac & Linux Standalone - Unity 2020.3.7f1 Personal* <DX11>
File Edit A'ksets GameObject Component Window Help
W Create > Folder

Show in Explorer C# Script

Open 2D >
Delete Shader >
Rename Testing >
Copy Path Alt+Ctrl+C Playables >
Open Scene Additive Assembly Definition

View in Package Manager Assembly Definition Reference
Import New Asset... TextMeshPro >
Import Package > Scene

Export Package... Scene Template

Find References In Scene Scene Template From Scene

Select Dependencies Prefab

Refresh Ctrl+R Prefab Variant

Reimport Audio Mixer

Reimport All Material

Extract From Prefab Lens Flare

Render Texture
Lightmap Parameters
Lighting Settings
Custom Render Texture

Run APl Updater...
Update UXML Schema
Open C# Project

Properties... Alt+P

Animator Controller

Eikova 1
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MeTtatrTuxiakf AlaTpiBn AAEEavdpog — AnunTpiog AaBdkng
Layers
Anuoupyou e duo véa layers:

Emléyoupe Edit : Project Settings... kat Snptloupyoupe Vo véa layers ta omoia ovopati{ovpe wg
«Ground» kat «Obstacles».

Moapadelyuatika STiyuLtotuna

B AstarPathfinding TEST - SampleScene - PC, Mac & Linux Standalone - Unity 2020.3.711 Personal® <DX11=
File Eclit Assets GameObject Compenent Window Help

Project Settings...
Preferences.
Shorteuts.

Clear All PlayerPrefs
Graphics Tier

Unda Remave Light Ctri+Z §
Reda Ctri+Y
Select All Ctrl-A
Deselect Al Shift D
Select Children Shift-C
Select Prefab Root Ctrl+Shift+R
Invert Selection ctrlil
Cut Ctrle X,
Copy cl-¢
Paste Crl=V
Faste As Child Ctrl+ Shift+v
Duplicate ctrl-D
Rename

Delete

Frame Selected F
Lock View to Selected Shift+F
Find Ctr+F
Play Ctrl-p
Fause Ctrlshift+ P
Step Cirl+Alt=P
Sign in

Sign out

Selection

Grid and Snap Settings...

Eikéva 5

Tags and Layers

Tag0

Eikéva 10

EUpeon MovotraTtiol Euguwv Mpaktépwy otn MAar@opua 1ng Unity

Tags and Layers

Tags

Ground

User Layer

Eikova 11
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MeTtatrTuxiakf AlaTpiBn AAEEavdpog — AnunTpiog AaBdkng
ESadog

Anuoupyoupe plane yia to €8adog : otnv lepapyio kavoupe g€l kA Kt ertthéyoupe 3D Object >
Plane.

Jto Inspector tou, oto cuotatikd Transform, B£toupe Position.X = 0 = Position.Y = Position.Z
(apxkomoinon oto onueio Mpogéhevon — Origin — 0,0,0) kat Scale.X = 10, Scale.Y=1, Scale.Z = 10.
Emt\ekTikd, pmopoupe va aAAA€ou e To UALKO Tou plane pag.

Opolwg, umopoUpe va dnuloupynooupe terrain yla €6adog : otnv lepapxia kavoupe Se&l KALK KL
emAéyoupe 3D Object > Terrain.

210 Inspector Tou, oto cuotatiko Transform, Oétoupe Position.X = -50, Position.Y = 0 kat Position.Z = -
50.

270 Inspector Tou, 0To cUCTATLKO Terrain, emhéyoue To ikovidlo B wote va epdaviotel to
umtooUVoAo emhoywv settings kat oto ultocUvolo Mesh Resolution (On Terrain Data), 6£toupe
MeshResolution.TerrainWidth = 100 kat MeshResolution.TerrainLength = 100.

AuTO Ba kavel To terrain pog va eivat LooSuvapo pe to plane og B€on kal éktaon.

v lepapyia, SnuLoupyou e Eva abelo avtikeipevo (Se€l kKALk og kevd xwpo K&tw amno to Hierarchy,
emAéyoupe Create Empty) kat to ovopaloupe «Ground». TomoBetoUpe ta Plane kat Terrain péoa oe
auTd (emAéyovTtog Kol GEPVOVTAC Ta TTAVW TOU) WOTE va eival tatdid tou. Téhog, O¢toupe Layer =
Ground kat cupdwvoUE GTO va TTAPOUV TNV TLUA QUTH Kol Ta motdLd Tou.

Moapadelyuatika STiyuLtotuna

B AstarPathfindingTEST - SampleScene - PC, Mac & Linux Standalene - Unity 2020,3.7f1 Personal <DX11> o *
File Edit Assets GameObject Component Window Help
Create Empty
Create Empty Child
Create Empty Parent Cirl+Shift-G
3D Object Cube
Effects Sphere
Light Capsule
Audio Cylinder
Video Plane
ul Quad
Camera Text - TextMeshPro
Center On Children Ragdoll..
Make Parent Terrain
Clear Parent Tree
Wind Zone
Set as last sibling Ctrl+- 3D Text
Move To Vi (8
Ctrl-Shift-F
rSeript
Alt+Shift+A

fore the first fra

Eikéva 2
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MeTtatrTuxiakf AlaTpiBn
O Inspector =]

@ v Plane Static v

v

Tag Untagged ~ Layer Default ~

o Transform e
FH Plane (Mesh Filter) 0
B8 v Mesh Renderer 9 -

Materials 1

Element O ® Default-Material
+

Select Material

a|
Assets Scene

None
FrameDebuggerRenderTargetDisplay

& Default-Diffuse

Il Default-Line

® Default-Material

# Default-Particle

* Default-ParticleSystem

b Default-Skybox
Default-Terrain-Diffuse
Default-Terrain-Specular
Default-Terrain-Standard

B Sprites-Default
Sprites-Mask
SpatialMappingOcclusion
SpatialMappingWireframe

Default-Material
WEICIE]
| Resources/unity_builtin_extra

Eikéva 3

AAEEavdpog — AnunTpiog AaBdkng

Position

Rotation

Scale

Eikéva 4

= v Terrain

Terrain Settings

Eikéva 5

Mesh Resolution (On Terrain Data)
Terrain Width 100

Terrain Length 100
Eik6va 6
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MeTtatrTuxiakf AlaTpiBn AAEEavdpog — AnunTpiog AaBdkng
Epnodia & OpLa

‘Enetta Snuioupyoupe epmddia mou Behoupe va eprtodilouv tn Stadpopn tou Al kat va oploBstolv
v miota pag. MNa auto To okomo Ba XepLloToU e amAd TPLOSLACTOTA AVTLKELEVA TTOU TIPOGdEPEL N
Unity, akplBwg 6mwg kat to plane mou £xoupe GpTLdatel.

ErmAéyw va Snuoupyriow 3D Object : Cube to omolo kit apyikomolw oto onpeio 0,0,0 evw TO
KALlLOKWVW Kotd 5, aAhalovtag avtioTolya TIG TLUEG OTLG apapETpouC Position kal Scale oto edio
Transform tou Inspector, kat Tou Bétw tag = Obstacles.

Ouolwg dSnuoupyw kat aAa 3D aviikeipeva, ite emAéyovrag ano tnv katnyopia 3D Objects ta
Cube/Sphere/Capsule/Cylinder, eite kKAwvornowwvtag untdpxovta 3D Objects, kat ta onoia tomoOstw oTO
plane o dltadopeg BEoelg BETovtag katd to Sokouv onotadnmote petafAntr tou Transform.

Jtnv lepapyia, SnuLoupyou e Eva abelo avtikeipevo (Se€l kKALk og kKevo xwpo Katw armo to Hierarchy,
emAéyoupe Create Empty) kat To ovopdlw «Obstacles». TomoBetou e ta 3D object mou Ba elvat
€UMOSLa yLa TO A.l. Léoa o€ auTO (EMIAEYOVTAG KOl GEPVOVTAG TO TIAVW TOU) WOTE va eival motdLd tou.
TéAog, B€toupe Layer = Obstacles kat cupdwvoUE GTO va TAPOUV TNV TIUA AUTHA Kal To otdLd Tou.

Me tov 610 Tpdmo kataokevalw telxn/opla otnv niota xelpaywywvtag 3D Objects ta onoia
TomoBetw oTa OpLa Tou 8APOUC KL EMELTA TO OpyavwVw Onwc ta Obstacles oto Hierarchy, Bétovtag ta
wg «maudLa» evog empty Game Object ovopatt “Bounds” kat B€tovrag layer = Obstacles yLa auto.

Mapadetyuatika Stiyutotuna

© Inspector e
@ v Obstacles Static v
i Tag Obstacles v Layer Obstacles v
Eikéva 2
Eikéva 1
Change Layer -
E Do you want to set layer to Obstacles for all child
objects as well?
Yes, change children No, this object only Cancel
Eikéva 3
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MeTtatrTuxiakf AlaTpiBn AAEEavdpog — AnunTpiog AaBdkng

MNpooB£tovtag évav MPAKTOPa TEXVNTHG VONHooUVNG

Oa pooBEécouple Eva oA TPLOSLACTATO LOVTEAO TO OTOL0 Ba EVOOPKWOEL TNV TEXVNTH vonuoouvn
wote va eplSLlaPel Tn oknvh avApECO OTA EUMOSLA.

ANULOUPYOUUE L0 TPLOSLACTOTN KATIOOUAQ, KAVOVTOG KALK O€ ULa KEVN) tepLoxr Tou Hierarchy kt
erthéyovrag 3D Object > Capsule. To ovopdZoupe «Player» kat otov Inspector tou kKdvoupe 6€i kALK
otnv unadpa tou Transform ki emiAéyoupe Reset wote va epdavicBei oto KEVTPo TG oknvng pac. Enetta
To TonoBeToU e o€ Omolo onueio BéAoupe, BEtovtag tn petapAnth Transform.Y = 1 wote va elval dvw
Tou oplopévou edadouc.

Mo to mopadelypd pag, to Player Ba sivatl tautdonpo pe tov maiktn / texvntri vonuoolvn mou
kaAeital va eptdlopel to pkpd tomio tng miotag pog.

Yto player Ba mpocB£cou e TEcoepa cuoTaTLKA-scripts : éva e€elbikeupévo collider pe emloyEg ya
™ SLdtpeén Tou povomnatiou otny niota ou Aéyetal Character Controller, £va script ovopatt Seeker to
omnolo aoyoAeital e TIG KANOELG UTTOAOYLOLOU LLOVOTTATLOU KOl TOUG TPOTIOTIOLNTEG TOU, €va script
Kivnong petau twv AlPath, AlLerp kat RichAl, kat té\og to AlDestinationSetter to omoio UToXPEWVEL TO
Player va. akoAouBei éva GUYKEKPLUEVO QVTIKELEVO.

= Hierarchy 3 1 @ i @ Inspector 2 Navigatiol GitHub

+~ C 2 £ S

v Player
Q SsampleScene - Grid Graph H . Eav g

era g Player Layer Default

A Transform

Cylinder (Mesh Filter)
Mesh Renderer

Capsule Collider

Character Controller

Seeker

AlPath (2D,3D)

AlLerp (2D,3D)

Al Destinati er (Script)

<

<

Simple Smooth
Funnel

1.4.0

Raycast Modifier
ity\github-unity.log

Alternative Path

i
=
0
O
B
8
B
8
B
B
8
e

De al (Material)

Eikova 1
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MeTtatrTuxiakf AlaTpiBn AAEEavdpog — AnunTpiog AaBdkng

Collider

l'a Toug okomou¢ mapouaciaong tou epyaleiou Sev Ba mpocBéooupe dpuatko collider tng Unity oto
tplodldotaro avilkeipevo tou Player. NMap’ 6N autd, onwg Ba Sol e apyodtepa, To Character Controller
Sev mapepPaivel otn Aettoupyeia Twv eyyevwy colldiers kat 6ev toug epumodilel otn Stadpaon Ue Tov
KOOHO.

Character Controller

To cuotatiko Character Controller amotelel eyyevég otolxeio tng Unity. Xpnotpomoteital kupiwg yla
£\eyY0 TtaiKTN XWPLG Xpron Kal ePLopLopo Gpuoikng evog Rigidbody cuotatikol. Mpdkettal yla évav
collider tng Unity, o oxua kamoouAag, o omoiog KLveital eUKoAa Kot arAd amnod GAAa scripts xwpig va
nieplopiletal ano ouykpoLoelg [collisions], avtidpd o€ SUVANELG artd LOVO Tou Kal eMSpa ag AAAa
avtikeipeva pe Rigidbody ouotatiko.

MetaBAntég / 1616TNTES

. Limit KAion e6adouc, o poipeg, dvw TG omoliag to avtikeipevo dev okapdawvel.
ope Limi
P JuvnBwg BoAevet Slope Limit > 45.

YPog mpwTtou oKaAloU OKAAAG, LEXPL TO OTIOLO TO AVTIKELUEVO ETILTPEMETAL VO EEKLVIOEL
Step Offset va okapdoAwveL.
MpéneL Step Offset < Height.

Babog, og mpaypatikd aplBuo, ano tnv enidavela tou collider €wg to omoio emLTpEneTal
va elo€pyxetal évag aAog collider (mou pmopei va €xeL emiong mapopota puBuLen) 6mou

Skin width daivovral va «BuBilovrar» o évag péoa otov AAov.

JuvnBwg BoAevel SKin width = Radius - 10%.

. EAGyLoTN amdotaoh, o€ MPAYUATIKO aplBuod — povadeg Unity, n omoia, av dev kaAudOei

N!m Move . pLo povada xpovou tng Unity, Ba undeviotel.
Distance ., , ] .

Sxebov mavra Bétoupue Min Move Distance = 0.

To onueio yUpw amo to onolo oxedialetal to collider oXETLKWE UE TO AVTLKELEVO TOU.

Center AUvatot dnhadn, to collider va punv eddmntetal og auto.

JuvnBwg To adrivoupe oto 0,0,0.

To UAKOG TNG OKTIvaG e TNV omola oxedlaletal To oxnua tng kanoouAag tou collider
Radius HEOW TNC ECWTEPLKAC YEWUETPLKAC ouvaptnong tng Unity.

MNna 1 < Radius to oxua KataAnyeL o€ aplyws odalpiko.

To U OG TOU OXNUATOG LE TO OMoio oxeSLAlETAL TO OXAHA TNG KAoouAag tou collider
Height MEOW TNC ECWTEPLKAG YEWMUETPLKNAG ouvaptnong tng Unity.
JuvnBwg Bétoupe Height = 2.
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MeTtatrTuxiakf AlaTpiBn AAEEavdpog — AnunTpiog AaBdkng

Poutiva YrtoAoyilopoU BéAtiotou Movonatiov

Seeker

Eival BonOntiko script mou Kavel KAAOELS yLa povortatio artd aM\a scripts. Mrmopei emiong va xelplotet
TPOTIOTIOLOELG KL OLOAOTIOLH OELG LOVOTTATLWV.

MetapAntég / 1616tnTEG

To script Tou XpNOLUOTOLEL TO CUCTOTIKO. MTIOPOUHE VA €XOULE TTIOAATTAG
Script ouotatikd Seeker aA\ & skteleital povo éva ava idto Script.
ESw B€toupe Script = Seeker.

Evepyorolei to {wypadlopa (o MPAGLVO XpwHLa) Tou TeEAeuTaiou
Draw Gizmos UTTOAOYLOHEVOU LOVOTIATLOU Xpnotponolwvtag Gizmos tng Unity.
ZuvnBwg Bétoupe Draw Gizmos = True.

Evepyomolel 1o {wypadilopa (o€ MoOPTOKAAL XpwLa) TOU TEAEUTALOU

(= True) , , \
UTLOAOYLOWEVOU, N HETA-ETEEEPYACHEVOU, LOVOTIATLOU.

Detailed Gizmos
JuvnBwg Bétoupe Detailed Gizmos = True.

Start Point TomoBétnon apytkol onpeiou.
g Snapping Kpataue Start Point Snapping = Closest on Node Surface.
3 TomoBétnon teAkol onueiou.
§ End Point Snapping , nen . he .
X Kpatape End Point Snapping = Closest on Node Surface.
: Evepyomolel Tnv mpooOnkn emutAéov onuelwv mpoomélaong avti
5; Add Points QVTLKATAOTACNG TWV UTIAPXOVIWV.

Kpataue Add Points = False.

Ta ypadraTa mou UMopel va XpNoLLOTOLHOEL TO oUOTATIKO. KaAo yia
Traversable Graphs e&eldikeupéva ypadrpata pe moAarAa Seekers oto iSto Player.

Zuvbwg Bétoupe Traversable Graphs = Everything.

Tag Ta tags Ta omola pmnopet va dltacyioel to Seeker.

Penalty H mown) otnv kivnon oto avtiotolyo tag. O A* xelpiletal BETIKEG TLUEG LOVO.
o Traversable Evepyomolel tn duvatdtnta Sldoxiong yla To tag.
éq Avolyel To Inspector Tou avTikelévou A* otnv meploxn Settings : Tag names,

[Edit names] . . . .
WoTe v aAAAEOU UE OVOOTO TWV AELOTIOLOUUEVWY tags.

[Reset all] O¢tel Penalty = 0 og kabe dvw tag.
[Set all/none] EvaAdooel Traversable = True/False og kdBe avw tag.
SNUELWOELSG

Ot enidoyéc Start End Modifier tporomotouv to povondtt ota onueia (Tng emtpaveLag) tTwv kouBwv
QIO TOL OTTOLA TIEPTITA TO QVTIKEIUEVO TOU Seeker, WOTE va Unv SLEPYOUNOTE ATTAWC oTTO TAL KEVTPX TOUG.
H unoboun tou pathfinding yaptoypapei Tnv meprationun enipavela SLapwvtac tnV o€ kouBoug,
LyvnAatwvtoag SLadpoUEG Ue onUEl TAVW OTLC ETLPAVELEG TwV KOUBwVv. OAec oL emAoyEg apopouv TV
TOIoUETNON TWV ONUEIWV QUTWYV AVAPOPLKA LUE TA KEVTPA TWV SLadoyIKwV KOUBWY TOU CUUUETEXOUV
otn Stadpoun.
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Kivnon Npdktopa Texvntig Nonpoouvng

H SuvatoTnTa YL QUTOUATOTOLNEVN KIvNon TOU TIPAKTOPA TAPEXETAL LEoA Ao Tpla scripts Ta
onola neplypadovral mapakdtw. Avoahapupavouyv tnv avalntnon Lovomatiou Tpog ToV 0TOXO Kol TO
TLEPTATN O OE QUTA.

Av KalL N Xprion Toug lval TPOALPETIKN KABWE UmopoULE va X0V E EVPECH LOVOTaTIOU XwpLg script
Klvnong 1 va KoaTaokeUAGOULE TO SLKO pag, armoteAoUV e€alpeTikr Baon yla t Snuloupyla
AELTOUPYLKWV TIPAKTOPWY KAL TTAPOUCLATOUV LE TANPOTNTA Kot cadnvela T Aettoupyla kat SuvATOTNTES
Tou epyaAeiou.

OL Baotkeg S1apopOTOLAOELS TWV TOPEXOUEVWY Scripts Kivnong eival oL €€AC :
AlPath

*

Ipatpikwg KaAo script kivnong mou Soulelel og kaBe TUTIO ypadUATOG.

AkoAoUBEL TO povomATtL opaAWE KL avTamokpivetal ota pucikad epediopata tng Unity.
Yriootnpilet kot SOUAEVEL KAAWG LIE TOTIKY artoduyn).

Yrnootnpilet kivnon og 3D kat 2D moayvidia.

* & o

RichAl

¢ IxeSLOOUEVO OTTOKAELOTLKA yLa ypadrpata MAEYUaTog TTAORYNoNG Kal recast.

¢ KaAUtepo and to AlPath otnv akoAouBnon povomnatiwy, otnv €£060 amod tnv apxLkni mopeia, oTo va
0KOAOUBE( OpHAAWG TO HOVOTIATL, OTNV UTTOOTAPLEN EKTOC-TIAEYUATOG CUVOECUWV.

¢ Ymootnpilel kat SoUAeVEL KAAWG LLE TOTILKN amoduyr).

¢ Ymootnpilel kivhon povo os 3D mauyvidia.

AlLerp

¢ Tayxwoto script tou Soulevel oe kABe TUTO YpadrLaTOG.

¢ kaBwg extelel garmAn kivnon aAAd.

¢ Xpnoluomolel ypappikn mapepBoAn (to ovopd tou Byaivel amd tov 6po Linear Interpolation ) yia va
KwnOel e€alpeTikd armAd, pe akpiBeLa KoL xwpig kapia armdkALon KOTd HHKOC TOU LovomaTiol, Xwpig
va xpnotpomnolel Quotkn Kat apa xwpeig va mapéxel GuoLko peaALopO.

¢ Asv unootnpilel tomkn anodguyn).

¢ Ymootnpilel kivhon og 3D kat 2D moayvidia.

2to Shape €xouv opadomnoinBei dUo emAoyEG yLa TNV avtiAnyin ToU OXNLOTOG TOU TIPAKTOPA KATA TO
script. M'evikwg, BéAoupe va avtlypddel | akolouBei tic Staotdoslg tou Collider tou player.

2to Pathfinding £xouv opadomnolnBel emhoyég avadopikd pe Tnv meplodikn eVpean BEATLOTOU
LOVOTTATLOU KATA TOV XPOVO £vapéng Tou matyviSLol f Kol O€ TPOYLOTLKO XPOVO.

2to Movement £xouv opadonolnBel emloyég mou adopolv TNV Kivnon Kat tn cupunepldpopd Tou
MpAKTOPO KOTA TNV LETAKIVNGN TOU GTO UTTOAOYLOMEVO LLOVOTTATL.
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AlPath(2D,3D)
Texvntr vonuoouvn yla tThv kivnon oto povomartl. Asv elval amapaitnTo yla to project, ald pog
ETUTPETEL VO EVIPUPIOOULE OTLG KOL VA ETUAEEOU LE AETITOUEPELEG OTN CUUTIEPLDOPA TOU TIPAKTOPA WG

2D / 3D avTLKEL|LEVO TIOU KLVEITOL OTO LOVOTTATL.

MetaBAntég / 1616TNTES

H aktiva tou mpdktopa katd tnv avtiAnyn tou script, og povadeg KOGUOU.
Radi Ontkomnoleitat oto Scene View wg Kitplvog KUAWVEpoG yUpw amo to player.
adius JuvnBwg B€Nou e va akoAouBel T Slaotacelg tou Collider tou player.

ESw, Bétoupe Radius =< Collider. Radius > kL auto cuvnbwg eivar 0,5.

Shape

To Uog Tou MPAKTopa KATd TNV avtiAnyn Tou script, o€ Lovadeg KOGUOU.
ih Ontkomnoleitat oto Scene View wg Kitplvog KUAWVEpoG yUpw amo to player.
Height JuvnBwg B€Nou e va akoAouBel T Slaotacelg tou Collider tou player.

ESw, Bétoupe Radius =< Collider. Radius > kL auto cuvrnbwg eival 0,5.

EmAoyr) TOALTLKA G CUXVOTNTOG EMAVOUTTOAOYLOHOU TOU LOVOTTATLOU avd
SeuTeEPOAENTA 1 AV LETAKLVONKE 0 0TOXOG.

JuvnBwg Bétoupe Recalculate paths automatically = Dynamic.

Recalculate paths
automatically

Altdotnpa og deutepOAenTa PETALY TWV QUTOATOTIOLN LEVWV

(= Every N Seconds) ; )
EMAVUTIOAOYO WYV TOU LOVOTIOTLOU.

Interval JuvhBwg B£toupe Interval = 10.
MéyLoto SLdotnpa oe SeUTEPOAENTA LETOEY TWV QUTOUATOMOLNUEVWY
E (= Dynamic) v ™y poherra petag H nu
S| . ETIOVUTIOAOYC LWV TOU LLOVOTIATLOU.
& Maximum Interval , , .
g JuvnBwg Bétovpue Maximum Interval = 2.
]
_ H evawoBnoia, o mpayuatikd aplbuo, Tou mpdktopa o PeTaBoAEC Oéong
(= Dynamic) Tou oTOXOU (o€ avtiotpodn avaAoyla) MPLV UTTOXPEWOEL O
Sensitivity €MAVAUTIOAOYLONO TOU povoraTioU.

JuvBbwg Bétoupe Sensitivity = 10.

Evepyorolel Tnv omtikomoinon tou Sensitivity (w¢ pavtlévra KUKAOG), oTto

= Dynamic . , , ,
(= Dy ) Scene View gvw TPEXEL TO TTALXVIOL.

Visualize Sensitivity , , . . L
YJuvnBwg B€toupe Visualize Sensitivity = False.
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Can Move

Max Speed

Orientation

Enable Rotation

(= True)
Rotation Speed

(=True)
Slow when not
facing target

End Reached
Distance

Always Draw
Gizmos

When Close to
Destination

Constrain Inside
Graph

Gravity

Debug Info

AAEEavdpog — AnunTpiog AaBdkng

Evepyomolel Tn SuvatdtnTa KIvnong TOU QVTLKELLEVOU.
JuvnBwg B£toupe Can Move = True.

Mé£yLoTtn TayUTNTA TOU AVTLKELUEVOU, O Hovadeg ava Ssut/mro.
Edw, Bétoupe Max Speed = 31 kal 5.

Max Acceleration

Emtidoyn yla e160¢ HEYLOTNG EMLTAXUVONG TOU QVTLKELUEVOU.
ESw, Bétoupe Max Acceleration = Default.

(= Custom) Max Acceleration

Méylotn emitdyuvon, o€ Lovaseg avd Ssut/mto?.

Emidoyn katevBuvong, og atova, EUMPOcdLOC Kivnong Tou TPAKTopa.
JuvnBwg eivat o G€ovag Y oe 2D matyvidla kot o Z o 3D.

Edw, B¢toupe Orientation = ZAxisForward (for 3D games).

Evepyomolel TNV autopatonoLlnévn neplotpodr| mpog Orientation.
JuvnBwg Bétoupe Enable Rotation = True.

Méylotn taxVtnta neplotpodnc, o poipeg ava deut/mro.
Edw, Bétoupe Rotation Speed = 360.

EVEPYOTIOLEL TNV QLUTOUATOTIOLNLEVN EMLPBPASUVON TOU QVILIKELLEVOU OTAV eV
KoLTAleL TPOC TNV KateLBUVON TOU GTOXOU.
Edw, Bétoupe Slow when not facing target = False.

H euBeia andotaon, o mpaypatikd aptBuo — Hovadeg unity, anod tov

.| Pick next TIPAKTOPO OTO EMOWEVO CNUELD-0TAOUS MAVW OTO Povomatl. xedLaleTal oTo
5| waypoint dist Scene View w¢ UtAe KUKAOG YUpw amo to player.
§ Edw, Bétoupe Pick next waypoint dist = 1.
§ Anootaon amno To TEAOG TOU HLOVOTATLOU, O€ TPAYHATLKO 0pLlBO — LOVASEG
Sl'owdown unity, 6mou o mpaktopag Ba Eekvrioel va emBpaduvel.
Distance

ESw, Bétoupe Slowdown Distance = 0,6.

Amootoon amnod To TEAOG TOU LOVOTIATIOU, O TIPAYHATIKO aplBuo — Hovadeg
unity, Omou o mpaktopag Bewpel Mwg To £dTace.

ESw, Bétouvpe End Reached Distance = 0,2.

Evepyomolel To povipo {wypddlopa Aemtopepwy gizmos ato Scene View
(ave€aptrTwg TOu av Sev £XOUUE ETUAEYUEVOV TOV TIPAKTOPA).
Edw, Bétoupe Always Draw Gizmos = True.

Erthoyn cupmnepldbopdg Tou mMpdktopa OTav N andoTachn oo Tov 6TOXO0 lval
pLKkpoOTePN amo End Reached Distance.

Edw, Bétoupe When Close to Destination = Stop.

ETlAoyn yLa UTTOXPEWTLKNA Ttapaovr) Tou player péoa otn Slaoxioun
emupavela Tou navmesh.

Edw, Bétoupe Constrain Inside Graph = False.

Erihoyn yia ) Baputnta nmou Ba emnpealel to player.
Edw, Bétoupe Gravity = Use Project Settings.

(= Custom) Gravity

H Baputnta, wg didvuoua, mou Ba emnpedlel to player.

‘Eva un 61a6pacTtikd cUVOAo METABANTWY Kat LLOTATWY TToU XpNoLomoLouvTal

E0WTEPLKWG OO TOV KWALKA, ATTOKAELOTIKWG TTPOG apakoAouonaon.
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SNUELWOELSG

Eav 1o player €xet Rigidbody ouotatiko tote n kivnon tou Sa unoAoyiletatl evtog tne pedodou
FixedUpdate, aAALw¢ evtog tne uedodou Update. AUTO UITOPEL va EMNPEXOCEL TNV KLVNTIKOTNTO OE TOAU
unAa kape.

H emtdoyn Constrain Inside Graph eivat (Staitepa xprnowun yLa Torikn ano@uyn UETaél moAAwv
NPAKTOpwWYV. A€ CUVIOTATAL LA ypa@nuata grid pe tpormomnointi funnel. H ypnotuotnta tou os
voapnuata navmesh/recast avtikadiotatal and to script RichAl. AvartoteAeoUATIKO OE Ypapiuata
onueiwv.

ZXETIKA UE TIC ETUAOYEC yLa Tn uetaBAnth Gravity, ue tnv emidoyn None e Ga ypnowuomnonei
Baputnta kot e Vo ekteAeotel raycasting mpog EAeyxo Sieicbuonc oto €5apoc kat ue tnv emttAoyn Use
Project Settings Ga yivel xprion tou api Physics.Gravity tng Unity.

RichAl

Texvntr vonuoouvn yla TV Kivnon oto povomartl. Aev elval amapaitnTo yla to project, al\d pog
ETUTPETEL VO EVIPUPIOOULE OTLG KOL VA ETUAEEOU LE AETITOUEPELEG OTN CUUTIEPLDOPA TOU TIPAKTOPA WG
2D / 3D avTLKEL|LEVO TIOU KLVEITOL OTO LOVOTTATL.

MetaBAntég / 1616TNTES

H aktiva tou mpdktopa kotd tnv avtiAnyn tou script, og povadeg KOGHOU.
Radi Omntkomoleitat oto Scene View wg Kitplvog KUALWVEpog yUpw armo to player.
adius JuvnBwg B€Nou e va akohouBel T Slaotacelg tou Collider tou player.

ESw, Bétoupe Radius =< Collider. Radius > kL auto cuvrnbwg eivar 0,5.

Shape

To Uog Tou MPAKTopa KATd TNV avtiAnyn Tou script, o€ Lovadeg KOGUOU.
ih Ontkomnoleitat oto Scene View wg Kitplvog KUAWVEpoG yUpw amo to player.
Height JuvnBwg B€Nou e va akohouBel T Slaotacelg tou Collider tou player.

ESw, Bétoupe Radius =< Collider. Radius > kL auto cuvrnbwg eivar 0,5.

EmAoyr) TOALTLKA G CUXVOTNTOG EMAVOUTTOAOYLOHOU TOU OVOTTaTLoU ava
SeuTEPOAENTA 1 AV LETAKLVONKE 0 OTOXOG.

JuvnBwg Bétoupe Recalculate paths automatically = Dynamic.

Recalculate paths
automatically

Atdotnpa og deutepOAenta PETALY TWV QUTOATOTIOLN LEVWV

(= Every N Seconds) ; )
EMAVUTIOAOYO WY TOU LOVOTIOTLOU.

Interval JuvnBwg B£toupe Interval = 10.
MéyLoto Stdotnua oe SeuTePOAENTA LETOEY TWV QUTOUATOMOLNUEVWY
K (= Dynamic) 1% T pohenta petat H N
S| . ETIOVUTIOAOYC LWV TOU LLOVOTIATLOU.
& Maximum Interval , , .
g JuvnBwg Bétoupue Maximum Interval = 2.
]
_ H evawoBnoia, o mpaypatikd aplbuo, Tou mpdktopa o PeTaBoleC Oéong
(= Dynamic) Tou oTOXOU (0€ avtiotpodn avaAoyla) MPLV UTTOXPEWOEL O
Sensitivity €MAVAUTIOAOYLONO TOU povoraTioU.

JuvBwg Btoupe Sensitivity = 10.

Evepyorolel tnv omtikomoinon tou Sensitivity (w¢ pavtlévra KUKAOG), oto

= Dynamic . , , ,
(= Dy ) Scene View gvw TpEXEL TO TTALXVIOL.

Visualize Sensitivity , , . . .
JuvnBwg B€toupe Visualize Sensitivity = False.
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AlLerp

MetaBAntég / 1616TNTES

Emtthoyn) TOALTLKA G cUXVOTNTOC EMAVOUTOAOYLOHOU TOU povomatiol ava
SeutepoOAenTa 1) av LeTAKIVAONKE 0 0TOXOG.

JuvBwg Bétoupe Recalculate paths automatically = Dynamic.

Recalculate paths
automatically

Atdotnua oe deutepdAenta LETAEY TWV QUTOUATOTIOLNUEVWV

(= Every N Seconds) ; )
EMAVUTIOAOYO WY TOU LOVOTIOTLOU.

Interval JuvnBwg B£toupe Interval = 10.
% (= Dynamic) Méyloto SLaotnua o€ SeutepOAenTA PETAED TWV AUTOUATOTOLNUEVWY
S| Y ETAVUTIOAOYO LWV TOU povoratiou.
& |Maximum Interval , , ]
5 JuvnBwg B£toupe Maximum Interval = 2.
8
& H evawoBbnoia, og mpaypatiko aplbuo, Tou mpaktopa o€ PETABOAEC BEong
(= Dynamic) Tou 0TOXOU (0€ avtiotpodn avaAoyia) MPLV UTIOXPEWOEL O
Sensitivity enavainoAoyLopd tou povornoattou.

JuvnBwg Bétoupe Sensitivity = 10.

Evepyomolel tnv omrtikomoinon tou Sensitivity (wg pavtiévra kUkAog), oto

= Dynamic . . , .
(= Dy ) Scene View gvw TPEXEL TO TTALXVIOL.

Visualize Sensitivit
i JuvnBwg Bétoupe Visualize Sensitivity = False.

Speed Tox0TNTA TOU OVTIKELUEVOU, OE LOVASEG avd Seut/mro.
ee
P Edw, Bétoupe Max Speed = 3 1 kat 5.

Evepyomolei tn Suvatotnta Kivnong TOU OVTLKELLEVOU.
Can Move , ,
JuvnBwg B€toupe Can Move = True.

Evepyomolel TNV autopatonolnpévn meplotpodn npog Orientation.

E i , , .
nable Rotation JuvnBwg B£toupe Enable Rotation = True.

Emloyn kateuBuvong, o dgova, epmpdoblag Kivnong Tou mpAKTopa.

. (=.True) JuvnBwg eival o afovag Y og 2D mayvidia kat Z og 3D.
Orientation o . . ]
B Edw, Bétoupe Orientation = ZAxisForward (for 3D games).
1)
§ (= True) Méyilotn taxVtnTa nepLotpodnc, o€ Hoipeg ava deut/mro.
N .
$ Rotation Speed ESw, Bétoupe Rotation Speed = 360.
Interpolate Path ' Em?\?yr] yla s’Kts}\scn napsuBo)\nq’onors l{T[OAOIVLZEEal VEO LLOVOTTATL,
Switches woTte V' anodelyetal «TNAEUETODOPA» UIKPNG ATIOCTAONG.
Edw, Bétoupe Interpolate Path Switches = True.
(= True) H tayutnta, o mpayuatiko aplbud, ektédeong napepuBoing énote
Switch Path umoAoyiletal véo povomartL.
Interpolation speed  E£5(), adrvoupe Switch Path Interpolation speed = 5.
‘Eva un 61adpactikd oUVOAO PETABANTWY Kot LOLOTATWV Ttou
Debug Info XPNOLLOTIOLOUVTAL ECWTEPLKWE ATO TOV KWELKA, OTTOKAELOTIKWG TPOG
napakoAouOnaon.
SNUELWOELS

O ouvbuaoudg tou AlLerp ue tpororotnteég Simple Smooth n Funnel kau Start End ue emiAoyég
Start/End Point Snapping=Node Connection umnopei va 06nynoet g avertduuntn CUUITEPLPOPA.
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AkoAoUOnon otoxou

To Player mpénel va B£Tel onUela-0TOXOUG TPOKELUEVOU VOl LETAKLVELTOL TTPOG AUTA. TO OKOTIO QUTO
g€unnpeTouv ta mapakdtw SVo scripts. To Al Destination Setter mapéxetal anod to epyaleio, evw To
MoveToTarget ypadtnke yLa TIG avAyKES TOU TTaLXVLSLoU Onwe Ba mapoucTlaotel 0To kKedAAato
Elcaywyn Tou A* g Bvteomatyvibil. AUTO TO CUCTATIKO TIPEMEL va €XeL pooTteOel og Avtikeipevo padl pe
script kivnong (6mwg ta mapexoueva AlPath, RichAl i AlLerp).

Al Destination Setter

Script to omnolo Bétel tnv B€0n EVOG CUYKEKPLULEVOU OVTIKELUEVOU WG TIPOOPLOUO EVOG A.l. Kal TO
UTIOXPEWVEL VA LETAKLVNOEL TPOC AUTO, EVNLEPWVOVTOC TNV Kivnor) Tou avd KaBe evnuépwaon KopE.

MetapAntég / 1610tnTEG

To script mou XpNOLLOTIOLEL TO CUCTATLKO.

Script  ESw Bétoupe Script = AlDestinationSetter, éxovrag emiAé€el amd ™ Alota Twv MonoScript
apOTOU TIATHOOUE OTO ELKOVISLO TOU KUKAOU HE Ttaxy KEVTPOo ota 6£E€LA TN TLUAG.

To avtikeipevo mpog To omoio mpEmet va KwvnBel o Mpdktopag.

Target E§w Oétoupe Target = Target(Transform), site oépvovtag to avtikeipevo and to
Hierarchy, eite emiAéyovtag to ano t Alota Tranforms.

MoveToTarget

Script To omolo B£telL TNV B£0N EVOC CUYKEKPLUEVOU QVTLKELUEVOU, ETUAEYUEVOU A0 GUVOAO KOUB WV,
£VOG WG TIPOOPLOO VO A.l. KOL TO UTTOXPEWVEL Vo LETAKLVNBEL TPOg aUTO, EVNUEPWVOVTAC TNV Kivnon
TOU avd KABe evnuépwon Kape. Mmopel va emihexBel kat évag armAd avilkeipevo xwpic maldia, to onolo
Ba mapapeivel o povadikdg 0TOXOG TOU PAKTOpa PEXPL ELTE TN AU oN TNG OKNVNAG ) €lte va To alaéel
KAToLo AAAO yeyovag.

MetaBAntég / 1616TNTES

To script mou XpNOLULOTIOLEL TO CUCTATLKO.

Edw éxoupe Béoel Script = MoveToTarget, éxovtag emAégeL amo tn Alota
Twv MonoScript adOTou TATACOUUE OTO ELKOVISLO TOU KUKAOU pE TtaxV KEVTPO
ota 6e€Ld TNG TLUNG.

Script

To AVTIKELLEVO-YOVEQG TOU GUVOAOU TWV KOUPWV TTPOG TOUG OTtoloug TIPETEL
va kwnBel o Mpaktopag. Edw Bétoupe Target = Nodes — Walkable —
Root(Transform) , eite cépvovtacg To avtikeipevo and to Hierarchy, eite
emAéyovtag to amno t Alota Tranforms.

Target Root

Alota pe ta matdid tou Target Root, ta omoia Ba aroteAolUv 0TOXO Lo TOV

Targets , .
TIPAKTOPA LA.

Pick Target Randomly Emloyn yla va eTUAEYEL e TuXaio TPOTIO O TIPAKTOPAG TOV EMOKEVO OTOXO
from Targets Tou, péca amo tn Alota Targets.

O xpdvog mapapovig, o SeUTEPOAEMTA — OKEPALO apLOUO, o€ KABe KOUPBO
Delay HEXPL va eETUAEEEL VEO TIpoOPLOUO amo tn Alota twv ratdlwv tou Nodes -
Walkable - Root.

Index

Destination O TWPLVOG KOUBOG-TIPOOPLOHOG TOU TIPAKTOPA.
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MNpooOnkn tou A* kat xprion Npadnuatwv

Adotou dnuioupynoape Evav A.l. ipakTopa Kot tiota, £6a¢d0o¢ WOoTe va OTEKETAL 0 Al TPAKTOPAG HaG
KoL eumodia yia va anoduyel, Ba mpooBéooupe o A* Pathfinding System otn oknvn.

Jtnv lepapyia, SnuioupyoUpe €va adelo aviikeipevo (8e€l kALK o€ kKevo Xwpo KATw aro to Hierarchy,
emuhéyoupe Create Empty) kot To ovopdloupe «A*». EbOcov To £xoupe emAeyévo, oTo Inspector Tou
natape oto [Add Component] (evaAlaktikd, Menu bar : Component > Add...), otnv unapa avalntnong
mAnktpoAoyou e Pathfinder kot emMIAéYOULE TO OLWVUO OTOLXELO WOTE va tpooTeOel oa cUOTATIKO TOU
game object. EmiBeBatwvoupe nwg elval TomoBeTnUEVO TNV apXh TWV afOVWV ETIAEYOVTAS TO,
ninyaivovtag oto Inspector tou, kavovtag SmAS KAk oto TuRpa Transform ki ermAéyovtag Reset.

To cUOTATLKO AUTO TTPocBETeL Stadopa edia 0To aVTIKELPEVO. Ta TTLO ONUOVTLIKA YL To project pog
eival n meployn Graphs (Fpadriuata) kot to kouprni [Scan] (2apwon) oto katw UEPOC.

H meploxn Graphs kpatel 0Aa ta ypadruata tng oknvng. MmopoUe va EXOUPE HEXPL 256 EexwploTta
ypadniuarta, aAAd cuvnBwg 1-3 Ba sival apketa.
To epyaleio pmopei va mpocBéael kat xelpLotel 3 eldwv ypadrpota :

e [padnuata Tetpaywvicuévou MAEyuartog [Grid Graphs]
e [padnuata NAéypatog NMAorynong [Navmesh Graphs]
e [padnuarta Inueiwv [Point Graphs]

To kouuri [Scan] evnuepwvel ta Snuiloupynuéva ypadruota. H evhuépwon twy ypadnuatwy propel
emniong va cupBel katd TNV ekkivnon g ebappoyng (ektog av autr eival cached) evw pepikd
ypadniuata To Kavouv autopata otav aAddalouv pubuiocelg toug. H Zapwaon dev Snuioupyet
kaBuotépnan otnv edapuoyn.
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MeTtatrTuxiakf AlaTpiBn AAEEavdpog — AnunTpiog AaBdkng

Koupot ko Ztoxog

To epyaleio amnattel tnv UTtapén KOUPWV - onueia oTov TPLOSLACTATO KOGHO TNG OKNVAG Ao OMou
Tepmata to Player- Kol MPETEL TOUAAXLOTOV £VaG Ao AUTOUG va €lval TOXOG YLa TOV TPAKToPA.

O kGBe koppog Ba avtimpoowneuBel amod £va TpLoSLACTATO avTLKEpevo onoloudnmote peyéboug n
OXAMOTOC 1 UALKOU, KatBwg La oTtTikr avamnapdotach 8a Bonbnoet otnv mapakoAolOnon tng
Sladikaotag.

Jtnv lepapyia, emAéyoupe to avtikeipevo A*, matdue g€l KAk KL emAéyoupe «Create Empty» to
omnolo ovouafoupe «Nodes - Walkable - Root». Autd Ba 6npLoupyroel €va avTIKe(LeVo wg aldi tou A%,
mou Ba eival yovéag OAwY Twv KOUPwV Tou Ba KATAoKEUATOULE. EMIBEPALWVOULE, OTTWCE KAl e TO A¥,
OTL elval TomoBeTnéEVO OTNV apXr] TwV aEOVWV.

Q¢ madi tou «Nodes - Walkable - Root», dnpoupyoupe éva 3D Object omowwvénmote
XOPOKTNPLOTIKWY, KOTA TPOTIUNON EVUEYEDECG KL XpWUATIOMEVO (EUKOAA LECW TOU UALKOU TOU) val
Eexwpllel anod to €6adog, Kal To TOMOBETOUE 0TN OKNVI KAToU Ttdvw oto £€5adog tou plane. ESw,
erléyw 3D Object > Sphere, dpovtilw va €xet Transform.Scale = 1.1.1 (wote n SLAUETPOG TOU va givat
ton pe tn dlapetpo tou Player ) kat yia To UALKG Tou To e€omAilw pe £va oto omoio Ba Beow
Material.Rendering Mode = Transparent kat Color=38A5A8.

To ovoudloupe «Target» kot oto Inspector Tou amo-emnAéyou e to cuotatikd Box Collider wote to
Player va pmopei va $TAoEL 0TO KEVTPO TOU OWHATOC Tou Target, kaBwg auto Ba Bswpeital To onueio -
0TOX0G TNG eVPEDNG povomatiol péow Tou pathfinder amnd to A.l. pac.

‘Enewta, dnpioupyol e €va SUTAGTUTo autol (otnv lepapyia emiAéyou e Tto Target Kol mAvwW Tou
natape 6e€l KAK kL eTitAéyoupe «Duplicate» ) to onolo petovopdoupe kat@AAnAa (Omwg yLa
napadelypa «Node»), aAAdlou e To UALKO Tou o€ dAAO dpovTilwvtag va €xeL GAAO XPWHA KoL TO
tornoBetol e pe TIG 18Leg mpoumoBéaoelg tou Target. 3tn cuvéxela emavalappavoupue tn Sladikacio
aUTHA Kol yeuiloupe tn oknvr pe SuTAdTuTa ToU TTPWToU autol KOUPBou, KatdAAnAao tomoBeTnuéva wote
va uropel va ta mpoomnehdoel to Player.

Mapadeyuatika STiyutotuna

Transform

Cube (Mesh Filter)

~ Mesh Renderer

Add Component

Eikéva 1
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Graphs ~ lpadnipata

Grid Graph - Tpadnpa Tetpaywvicpévou MAEypatog

‘Eva Mpadnua Tetpaywviopévou NAEypatog dnpoupyel aAemAAANAOUG KOUBOUG OL AKUES TWV
omnoiwv oxnuatilouvv mAgypa. Mevva €va opBoywvio MAEypa Tetpaywvwy dtaotacswv Width X Depth,
Omou KAOe TeTpdywvo eival évag KOUPoC. Talpldlel KaAwg OTav XPNOLUOMOLE(TaL O KOO0 Ttou AN
Baoiletal og mAgypa yla petakivnon.

Oplopéva XapaKkTnPLOTIKA TG uAomoinong :

e  Mrmopel va evnuepwVEeTaL KOTA TN SLAPKELA EKTEAEGNE TOU TTPOYPAUHATOG (runtime)

e Elvol 0pKeETA amAO WOTE va EUTINPETNOEL ypryopa OnoLaSATIOTE ZKNVA.

e Ymootnpilel raycast kat tov alyoplBuo BeAtiotonoinong funnel.

e To potifo mou dnuloupyel eivat apketd mpoPAEPLuO.

o  Mmopel va epapudoet TOWVEG Katl SuvatdTnTeS Kivnong MAapUEVEG A0 KATIOLO ELKOVA TIOU TOU
SlaBétoupe.

e AYoyo ylLa KOOUOUG LE terrain, adol Umopel va XapaKTnploeL TEPLOXESG WG LUN-TIEPTIATIOLUES
avahoya He TNV KAron tou edddoug.

e  MmopoUE va T(POVONCOUE KATA TNV avaBeon Twv SLaCTACEWY TWV KOUPBWV WOTE QUTOL Vo Xwpave
TOUAGXLOTOV aKPLBWE TOV PLKPOTEPO O OYKO TIPAKTOPA TIPOKELUEVOU N TEALKN) TOU Kivnon og autolg
va elval opaAOTEPN.

Ma to mapadelyud pag Ba xelplotovpe éva Mpadnua Tetpaywviopévou MAEypatog.
270 eMIAEYUEVO QVTIKEIEVO A¥, oTO Inspector Tou, 0To cuoTatiko Pathfinder, otov topéa Graphs, kdtw
arnd tnv tapnéla Add New Graph, mataue [Grid Graph].

MOALg mpocBEcape £va Grid Graph oto A*. Kavovtoag KA tavw othv taunéla Grid Graph
eudaviletal o emBewpnTnC YpadnLATOG.

To Mpadnua Tetpaywviopévou MAEYHATOC YeVVA €va 0pBoywVLO ALY TETPAYWVWY SLOCTACEWV
Width X Depth, 6mou kaBe tetpdywvo elvat évag kouPBog. Avvatal va tonoBetnBel omoudrmote otn
KNV KaL va eplotpadel OMwe eMBUUNOOULE.
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MetapAntég / 1816tnTEg

ErttAoyr oxXUaToC yLa To ypAddnuad Hag.

Shape

2D

ESw, B¢toupe Shape = Grid.

Emloyn unoxpéwong tou ypadnpatog pag va sivat Stodtaotaro.
ESw, B€toupe 2D = False.

MAdrtog, o€ kKOUPoug, Tou Mpadruatog. OEAoupe va repikAeietal 6Ao to plane

Width (nodes) ToU £6ddoug pag.

Edw, Bétoupe Width (nodes) = 100.

Babog (unkog), oe kGuPoug, Tou MNpadnuatog. OEAoUE va TEPIKAELETAL OAO TO

Depth (nodes) plane tou edddoug pog

(Shape = Isometric Grid,Advanced) (Shape = Hexagonal)

Edw, Bétoupe Depth (nodes) = 100.

Emloyn Tpomou oplopoul tou peyéBoug e€aywvikol KOUBou.

Hexagon Dimension , , ] ] .
JuvnBwg Bétoupe Hexagon Dimension = Width.

H andotaon, o€ mpaypatikd aplBuo, Letaty Suo amévavtl TAEUPWV

Hexagon Width .
Tou e€aywvou.

H andéotaon, o€ mpaypatikd aplBuo, Hetatl Suo amEvVavTL aKUWY ToU

Hexagon Diameter ,
eaywvou.

Node size H KALLAKWON, 0€ TIPOYULATLKO aplBud, Tou peyeBoug tou e€aywvou.

H mAgupd Tou TeETpOyWVOU KABE KOUBOU, O MPayUATIKO aplOpo —
povadeg koopou, Tou Npadiuatog.
N i . A .
ode size Edw, Bétoupe Node size = 1.

Width (nodes)
Depth (nodes)
aplOUO. XprioLo €dv Exoupe SLUPOPETIKEG KALLAKWOELG OTOUG AEOVES
TOU ypadnaToc.
JuvnBwg Bétoupe Aspect Ratio = 1.

KAtpdkwaon tou Adyou Katd tov dfova X, o€ TpayLATIKO

Aspect Ratio

. ETtAoyn yla T ywvia LoopeTpLKnG TpoBoAnG.
Isometric Angle , ) . .
ZuvnBwg Bétoupe Isometric Angle = Isometric(=54.74°).

. H T Tng ywviog Loodetplkng mpoBoAng, o poipeg, tou emBUOUE.
Isometric Angle , , .
ZuvnBwg Bétoupe Isometric Angle = 45.

To onueio-kévtpo, o€ TPLOSLACTATEG CUVTIETAYUEVEC, YUPW Ao To omoio Ba
oxnuatilotel to ypadnua. To oxnua ota Se€Ld emiAéyel To onpeio poomélaong otnv
erudavela kabe kopPou. Octoupe Y = —0,1 (yia akpipela, A*. Pathfinder. Center.Y =

Center Ground.Y — 0,1), av avnouxoUue yla Tuxovta odpaApata untoSLaoTtoAng oe Stadilkaoieg
onwg n pidn aktwvwv [ray casting] katd tov éAeyxo voug.
ESw, Bétoupe Center = 0,0,0.

Rotation Meplotpodn, oe poipeg, Tou ypadnuatog. Av 2D = True, téte n petapAntn opiletal

povodidotata, aAAlwg TLpoAoyeitat otoug agoveg X, Y, Z.

EUpeon MovotraTtiol Euguwv Mpaktépwy otn MAar@opua 1ng Unity >eANida |50



MeTtatrTuxiakf AlaTpiBn AAEEavdpog — AnunTpiog AaBdkng
Nodes Usability — Xpnotikotnta twv Koppwv

Emhoyn tou mARBoug Twv cuvdécewv KABe KOUBOU e TOUG yelTOVEC
KOuBoug. Av Shape = Advanced, T0te €xoupie TNV EMUTAEOV €TUAOYN

Connections Connections = Six.

Edw, Bétoupe Connections = Eight.

Emloyn yla “kOPLuo” Twv pn MEPTATHOLUWY YWVLWYV YUpw amod
eUnoSLa. Eav kaBe kOUPBOG ouVEEETAL LECW 8 DKWV KLE TOUG YUPW
Tou, TOTe 80 amévavil KOPBoL pmopouv va cuvdeBouv e aKpr) TTou
KOBeL TN ywvia.

(= Eight)
Cut Corners

ESw, Bétoupe Cut Corners = False.

H péylotn amootaon, 0 MPAYHATLKO aplBud — Hovadeg KOGLoU,
(Use 2D Physics = False) onueiou amnd to ypadnua, péxpl tnv onola Bewpseital avappixiotpo. H
Max Climb Tiun 0 umoSnAwvel co.

ESw, kpataue Max Climb = 0,4.

(Use 2D Physics = False, Khion ebadoug o poipeg, dvw tng omolag to avtikeipevo dev
Height testing = True npoxwpdel (okapdalwvel).
Max Slope suviBwg Bolevel Max Slope > 45.
MANBoc dpopwv, og aképalo apltBuod, mou to ypadnua
«SLaBpwVETALY ETELTA ATTO TOV UTTOAOYLOUO Tou, SnAwvovtag KaBe

Erosion iterations TEPTIATAGLUO KOUPO YeLTOVA UN-TEPTIATAGLUOU, WG ETLONG KN
TLEPTIATOLLLO.

ESw, mpotwolpe Erosion iterations = 1.

(> 0) Emhoyn yla xprion tags avti SAAwong wg Un-mepmatroLou o Kabe

KOUPO, e Tun to mMARBo¢ SLaBpwaoewy OTOU £XEL CULUETACKEL.
Erosion Uses Tags , , .
Edw, mpotpovpe Erosion Uses Tags = False.

(= True) Emiloyn evég tag amo tnv Alota, wg mpwTtou.
First Tag ESw, mpotpoupe First Tag = 1.
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Collision Testing —EAgyx0¢ ZUYKPOUGEWV

‘Otav tonoBeteital £vag KOUPBOC, AUTOG EAEYXETAL VLA TIPOCTIEAQCLUOTNTA EAEYXOVTAG OV KATTOLOU
eldoug tpLodlactato oxrpa (Collider kdmolou TUTIOU) TO OMOLO AVTLOTOLXEL OTO AVTIKELUEVO TO oTtoio Ba
KLWeltal xypnotpomolwvtag to A.l., xwpdel va otabel otov xwpo tou Koupou.

Ta StaBéoipa oxnuata-Colliders sivat 2daipa (Sphere), Kanooula (Capsule) kat Aktiva (Ray). Evag
Collider €xeL Staotdoslg koL edw opilovral pe tig petapAnteg Diameter (Alduetpog) kat Height/Length
(bdog yla tnv KamoouAa, LAKOG yLa Thv AKTivay).

H petaBAntn Offset B£tel mdoo mo mavw amo to £6adog Bpioketal o Collider. Autd mMpakTikwg BETeL
To eUnOSLo autol tou KOUPBoU we €dadog av ival mio xapunAd amno to offset tou Collider evw pmopel va
StatnpnBel epumodio yla xapunAotepoug KOUPBOUG.

Use 2D Physics Emloyn yia xprion tou evowpatwpévou APl tng Unity «Physics2D» (39) yia
£\eyxo ocuykpoUoewv o §U0 SlacTAoelg avti Tou mpoemiheypévou «Physics» (40)
YloL TPELG.

Edw, B¢toupe Use 2D Physics = False.

Collision testing  Emihoyn yla epdavion Lot Twy yio EAeyxo cuykpoUoewv LeTall Tou
ypadAaTog Kol TwV umodiwy tng niotag.

Edw, B¢toupe Collision testing = True.

. Emtthoyn yia to eidog/oxriua twv collider twv epmodiwv.
Collider type L .
Edw, Bétoupe Collider type = Capsule.
H SlapeTpog, o mpayUatiko aplBpo — urikog KopBou, tng
(Collider type + Ray) odaipag/kanoouvlag r Tou KUKAOU Tou oxnuartog tou collider. Thv
Diameter au&avoupe av emBupou e eplBwplo.
’“g ESw, adprivoupe Diameter = 1.
& (Use 2D Physics = False,) To UPoG 1 UAKOG, OE TIPAYLOTIKO 0PLOUO — HOVASEG KOGLOU,
Il |\ Collider type + Sphere ) tou kuAivSpou 1] Tng aktivag Tou oxnuoatog tou collider.
D, .
£ |Height/Length ESw, adrvoupe Height/Length = 2.
-~
© B A A . A . A
3 (Use 2D Physics = False) T,o vyog, oe npa\,/uanxc? aploud —,uovaésg Koouo’u, navw and
g Offset 1o £€dadog oto onoio Ba yivovtal oL EAeyXOL CUYKPOUCEWV.
= se
= Edw, Bétoupe Offset = Diameter/2 = 0, 5.
S Eridoyn, oe layerMask, twv emunédwv [Layers] ta onoia Ba sivat
Ta oUvoha Twv eumodiwy, yia tov EAeyxo Youg. NMpoacéxou e va
Obstacle Layer Mask unv erAé€oupe To layer tou edadoug av Offset < Diameter/2.
O¢toupe Obstacle Layer Mask = Obstacles.
Preview C,)T['[LKr] avarmopactoon, o€ meplypaupata, tou Collider emi tou
edadouc.
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MeTtatrTuxiakf AlaTpiBn

AAEEavdpog — AnunTpiog AaBdkng

‘EAeyxog’YYoug — Height Testing

Mpokelpévou va tornoBetnBouv oL KOUBoL 6To owaTo UYPOG, To cUaTNUA A* ATTOCTEAAEL AKTIVES
€vavTiov TNG oKNVAG Kal BAETEL TTOU XTUTIAVE. AUTEC €lval ol puBuioelg «Height Testing». Mwa aktiva,
KOTA TIPOTLLNON TIOXLA OE avTiBeon amo pLa ypaupn, pUtTtetal mpog ta KATw amno uog povadwv Unity
lowv pe tn petaBAntr [Ray Length]. Onou xtunrosl tonoBeteital £vag kOpBoc. Eav Sev ouvavtroet KATL
KaTd tn Stadpopn tng tote, av n Aoyikn petafAntrh [Unwalkable When No Ground] eivat aAn6ng, to
«&8adog» yivetal pun-rmepnatiolpo, evw av sivat Peudng, évag kOuPog tornobeteital o UPog Y=0
QVOAOYLIKWE UE TO MAEYUAL.

(Use 2D Physics = False)

Height Testing

True)

(Height testing

Ray length

Mask

Thick Raycast

(= True)
Diameter

Unwalkable when no
ground

Erttdoyn yia EAeyxo Youg Tou ebadoucg, xwpig Tov omolo To
TETPAYWVLIOUEVO TIAEYHa Oa eival olyoupa emtinedo.

Edw B¢toupe Height Testing = True.

To P0G, O IPAYUATLKEG LOVASEC, Ao TO OTOLO EKKLVATAL O
kotakopudoc EAeyxog Youg.

JuvBwg Bétoupe Ray length = 100.

Ta enineda, oe layerMask, evavtia ota onola ekteAeital to Ray
Casting Tou EA£yyou Youc.

JuvnBwg Bétoupe Mask = Ground.

Emloyn yla maxutepn Stapetpo aktivag tou Ray Casting katd tov

‘EAeyxo 'YWoug. Mpaktikwg ekteAet SphereCast.

JuvnBwg Bétoupe Thick Raycast = False.

Aldpetpog g aktivag/odaipag, o kOpPBoug, tou Thick Raycasting.

JuvriBwg Bétoupe Diameter = 1.

Emloyn yla XopoKTNPLOUO KOUBWY WG N-TIEPTIATICLUWY €AV O

‘EAeyxog Youcg bev Bprike €dadoc.

Juvnbwg Bétoupe Unwalkable when no ground = True.
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Erloy£g oxebiaong Kot ToLWEG LETOKIVNONG

(Show Graphs = True)

[Show surface] [Show Outline] [Show connections]
Emthoyn evepyomoinong twv Erthoyn evepyomoinong twv Emthoyn evepyormoinong twv
gizmos oxedlaong tng gizmos oxediaong tou gizmos oxediaong twv
Tepmationng empAvELOC TOU (teTpdywvou) MepLypAULATOG OUVOECEWV HETALY TWV KOUBWV.
TIAEYLOTOG. TwV KOUBWV.

Erloyr mpooBeang tng noootntag (1 — cos(angle)PoWer) - Factor,
OTPOYYUAOTIOLNUEVN OE AKEPOLO, OTN TIOVNA SLATPeEnG yLa kaBe koo, omou
Angle Penalty angle : n ywvia tng emibavelag katd tov EAeyxo Yloug. ApvnTikeg TLuég Ba
npéneL V' amodpeuyxBoulv.

ESw, Bétoupe Angle Penalty = False.

(= True) Factor KALAKwOoN TNC TOWVAG, O€ TIPAYUOTIKO apLOuo.

(= True) Power |ox0¢ TnNG mowr|g, oto mpaypatikd Siaotnua [0,1 — 10].

Emloyn mpooBeong tng moodtntag (Position. Y — Offset) - Factor,
OTPOYYUAOTIOLNEVN O€ OKEPOLO, OTN Ttowvr SLatpe€nc yla kabe koupo.
ApPVNTIKEG TIUEG UMOPOUV va uTtoxelhioouv og uTtepBoAkd UPNAEG.

Position Penalty

Advanced
Penalty Modifications

Edw, Bétoupe Position Penalty = False.

(= True) Offset 3taBepd peiwong TNg MOLWVAC, O MPAYHATIKO aplOuo.

(= True) Factor KALLAKWGN TNG TOLVNG, OE TIPAYLATIKO aplOo.
Use Texture N/A
ApXLKNA TIOLVY), 0€ aKEPALO aplOps, SLatpeéng OAWV Twv KOUBWV Tou ypadou.
Initial Penalty  TiBetat katd to [Scan].
ESw, B€toupe Initial Penalty = 0.

Twpa OAa eival £ToLUa YLO VO CAPWOOULE To Ypadnua pag. Natdue [Scan] kat o€ eAdyLoTo XpOvo
£xeL SnuioupynBel to mMAgyua.

SNUELWOELG

H kAaon Pathfinding meptAauBavel kat Ti¢ ouvteTayueveg tortodeaiac, X,Y,Z, yia kade kouBo. AUTEg
TIPOKUTITOUV OUTTO TIC TIPAYUATIKEC OUVTETAYUEVEG Unity aipOTOU UETATPATTOUV KATH TOV TUTTO
x/y/z=(int)System.Math.Round(position.x/y/z -FloatPrecision). H uetaBAntrj Precision urtoSeikvUeL ThV
akpiBela kata tnv omoia urtoAoyiloue Tic amootaoelc. Suvndwe kpataue Precision=1000, eéilowvovtag
™V akpiBela pe autr Twv YIALOOTWY Tou METPLKOU SUCTHUATOC YL TNV anmootaon waote 1 unit=1 u€tpo.

API : Application Progrtamming Interface : Eivat €vac pecalov mpoypouuUa ITOU EMLTPENEL O€ SUO
EQPAPLOYEC VA EMLKOLVWVNOOUV UETAEU TOUG, ouvnBw e Ue To EAdytoto mANYog anapaitntwyv SeSouEvwv.
Kaide popa rmou xpnolUomoLEeic EQapUOYES TTOU oUVSOEOVTaL O€ Evaly eEUTTNPETNTI KAL UETAPEPOUV TA
debouéva ou {nTouvtal armo Kot TPo¢ TNV TEPUATLKY) CUOKEUT Ontw¢ To Facebook, dtav oTéAvelc va
QUETO UNVUUD 1) EAEYXELS TOV KALPO OTO KLVUNTO 00U, XPNOLUOTOLEIC Eva API.

Ot 6pot layerMask, Thick Raycast/SphereCast noapatidevral w¢ unepoUvdeoiol mpog thv Tekunpiwon
t™n¢ Unity.

Ot colliders twv 8€vtpwv Snuloupyolvtal avtouatononueva oo T Unity kata t Stapkeia
EKTEAEONC (runtime) Tou mayvidtoU. N’ auto 10 Adyo, To ypapnua SV UWTOPEL VA TOUG XELPLOTEL EKTOG
¢ Asttoupyiac mawyvidiouU, ouws Ba Toug avayvwpiost LOALS To mayvibt EekivrioeL.
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MeTtatrTuxiakf AlaTpiBn AAEEavdpog — AnunTpiog AaBdkng
Navmesh Graph - Tpadnua MAéypatog MoRynong

Ta Mpadruarta MAéypatog Mhonynong aflomololv tn dopr| «mAéypa thoynong» [navigation mesh —
navmesh] yla va mapayayouv Ti¢ 0€0elg Twv npoomeAdoipwy KopBwy. Eva navmesh avamnaplotd tov
KOO0 Xpnaolomolwvtag moAlywva (oto mapov epyaleio, Tplywva) Kol meplypadovtag Tig
TIEPTIATIOLUESG ETUPAVELEG TOUG HUE TIEPLOCOTEPEG MANPOodopleg Kal akpifela. Mmopouue va
TapayAayoupe €va navmesh eite SnLOUPYWVTOG LE TO XEPL ATO TNV apXn, ELTE He TNV
autopatomnolnpévn dtadikacia Tou recasting (ypadnua recast — recast graph). H Unity eniong
npoodEpel tn Suvatdtnta va mapdyoups Navmesh tng miotog mou SouAeVoupE.

Oplopéva XapaKTNPLOTIKA TNG UAoToinong ypadnuatwy navmesh :

e Hopahomoinon ue funnel mapdyet TOAU 1o opaAd plovortdatia eTeldn £xeL v SOUAEPEL Le
TIOAUYWVA aVTL yLo onpeio.

e Hé£peuva og autd eival oAU ypryopn.

e JUYKPLTIKA e ta ypadrpata Aéypatog, xpetdlovtal Alydtepol KOpBoL yia va eplypadei n idla
mepLloxn.

e To pathfinding o€ auto xpnotuomnolel apketd Alydtepn Uvnun an’ ot o€ éva ypadnua mAEyUOTOG.

e MmopoUv va avanapactriocouV toAuemnineda neptBarlovta, KATL TOU Ta anmAd ypadrpata
mAéypatog 6ev Suvavtal.

e AmnattoUv oAU TIEPLOCOTEPO XPOVO yLa va TtapaxOouv am’ otL ta ypadiuata mMAEYUATog (akOun Kot
10 dopég mapandvw).

e Eivol OXETIKWG OTATIKA, KABWG N EVNUEPWON AKOUN KL EVOC ULKPOU TUAUATOG TOUG eival apyn
Sladikaoia.

e XpNOLUOTIOLWVTAG TNV TEXVIKA SnuLoupyiag topwv [navmesh cutting] pmopou e va KAVOUpE
YPNYOPEC EVNLEPWOELG TIEPLOPLOUEVOU EUPOUC.

Mo va dnuloupynooupe éva Mpadnua NAéypatog MAorynong:

210 emAeyuévo avTikelpevo A*, oto Inspector tou, oto cuotatikd Pathfinder, otov Topéa Graphs, kdtw
arntd tnv tapnéla Add New Graph, matdue [Navmesh Graph].

MOAL pocBéoape éva Navmesh Graph oto A*. Kavovtag KAk mavw otnv tapnéla Navmesh Graph
eudaviletal o emBewpnTAC ypadRUATOG.
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MetapAntég / 1616tnTEg

‘ETOLO TIAEY Ol OTTO TO OTIOLO KATAOKEUALETAL TO havmesh.
Source Mesh

ESw, TO adrjvou e KeVO.

H Sladopd oTLg TPLOSLACTATEG GUVTETAYUEVEG, O€ TIPAYHATIKO aplBuo ot
TPELG SLAOTACELG, Ao To onpeio Tou A*, anod omou Ba ekiva To navmesh

Offset wac.
ESw, Bétoupe Offset = 0,0,0.
H meplotpodn, o€ ywVIieG 0TOUG TPELG AEOVEG, YUPW ATIO TO CNUEio
Rotation ekkivnong tou navmesh pag.
ESw, Bétoupe Rotation = 0,0,0.
Scale H KALLAKWON TOU MAEYLOTOG LG, OE TIPAYILATIKO aplOuo.
= ESw, Bétoupe Scale = 1.
% Nearest Node Queries Emloyn yla €peuva KOVTIVOTEPOU KOUPBOU amokAELOTIKA oto Ttedio XZ.
% in XZ space Edw, Bétoupe Nearest Node Queries in XZ space = False.
§ Emloyn yla va ertavunohoyifovral ta Normals Bewpwvtag ot n
S |Recalculate Normals ~ KateuBuvon mpog ta dvw TauTiZeTaL pe TNV pog Ta E§w.
ESw, B¢toupe Recalculate Normals = False.
Affected by navmesh Eriloyn yla evepyomoinon gykupotntag twv Navmesh Cuts.
cuts Eéw, B¢toupe Affected by navmesh cuts = True.
[Show surface] [Show outline] [Show connections]

Emthoyn evepyomoinong twv
gizmos oxediaong tou
(moAuywvikoU) meplypaupaTog
TWV KOUBwWV.

Emhoyn evepyomoinong twv
gizmos oxedloong tng
€MLPAVELAG TOU TTAEYLATOG.

Emloyn evepyormoinong twv
gizmos oxediaong twv
OUVOECEWV HETALY TWV KOUBWV.

ApxLKn TIoLvr), o€ aKképaLo aplOpd, Slatpeéng OAWV Twv KOPBwWV Tou ypadou.
Initial Penalty TiBetal katd to [Scan].
Edw, B¢toupe Initial Penalty = 0.

Twpa 6Aa glval £TOLUA YLOL VO CAPWOOUE To Ypadnpa pag. Natdue [Scan] kal g eAdyxLoTO XpOvo
€xeL SnuoupynBel to mMAEyua.

ZNUELWOELG

H emidoyn Nearest Node Queries in XZ space peyaAwvel tnv arodoan tou aAyopiduou oe
uovodiaotarta meptBaidovra alda eivat avakptBég os moAuvdiaotata kot AaviavelL Oe TEPLECTPEUUEVA
ypapnuata apou to tedio XZ ev avtiotolyel oto €5apoc TAEOV, OUOLWC KL OE TIAQYLEG ETILPAVELEC.

Normal, otn Mewpetpia, kaAsital avtikeipuevo mou eivatl kadeto otn Baon ano tnv onoia Eekva. 2To
e€etbikevuévo mAaioto ¢ xprionc Navigation Mesh mpokeitat yla Stavuoua ki akoAovOel eElowoelc
TToU mepLypagovral otn Atavuouatikny Newuetpia. Eival onuavtikog 0pog, eLOLK av 1 EMLQAVELX Elval
TPLOSLAOTATN KOl TTOAUTTAOKN LUE QVTLOLOUETPLKES TTEPLOYXEG OTTWG LULA TIEPTIATIONIUN opaipa.

H texvikn tou Navmesh Cutting meptdauBavet tn dnutoupyia touwv (tpunwv) oto MNAEyua kata
karoto Stodtaotarto oxnua, dSnAadn tnv apaipeon ToAUYywWVwWY Tou. AUTO ETILTPETEL TTOAU YpHyopa tnv
eVNUEPWON TOU MAEYUATOG YLa UN-TIPOOTIEAACULUES TIEPLOYEG KAl EUTTOSLY, OTIWG YL TUPASELYUN OE EVa
TaLyvidL oTpaTNyIKNG TPAYUATIKOU XPOVoU OTav SnuLoupyeital éva ktrpto mou eunodilel StéAeuon and
UEoa Tov. H texvikn autn ouvdualetal Ue tnv avtidetn teyvik) Navmesh Adding kata tnv onolia
npootidevral moAUywva av Kal Ue EEALPETIKA TTEPLOPLOUEVEG SUVATOTNTEC (YLa mapadetyua, dnutouvpyia
VEQUPWV).
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Point Graph - Tpadnua Inueiwv

To Mpadnua Inpeiwv eival n mo anAn Sopn ypadbnpatog. Ot kopPol eival arAd Stacuvdedeuéva
onueia oto xWpo xwplc kamola ecwteptkn dopn, 6Mwe oto Tetpaywviopévo NAEyua r oto NAEyua
MAonynong, aAAd TomoBetnuéva amo Tov XpRoTh Kol Xwplg meploplopo o Uoc. e avtiBeon e ta
TiponyoUpeva mopadeiypata, opi{ouv onueio mPoomeAaoILOTNTOG KL OXL TEPLOXEG. TaPLATEL KOAWG
Otav XpnoLoToLELTOL O KOO0 Ttou 16N BaoileTal o MAEyUA yLo LETAKIVNON.

Oplopéva XapaKTNPLOTIKA TG UAomoinong :

e ETUTPEMEL TNV MEPLOCOTEPN TIAPAETPOTIOINON amod kABe aAAo eidog Mpadnatoc.

e Toa povomatia tou umoAoyilovtal péoa oe Mpadpnua Inueiwyv eival onaviwg opaAd.

e OLkOpPoOL xpelaleTal va pnv ivat apalws SLAoKOPTILOUEVOL WOTE, OTO EPWTI AT EUPEDCNG
KOVTLVOTEPOU KOUPBOU, va unv 800el wg KOVTLVOTEPOG KATTOLOG TToU BploKeTaL oW amo eunodia.

e Hodpwon pmopel va givat xpovoPopa xwpig BeAtiotonoinaon.

Ma va Snuoupynooupe éva Mpadpnua Inueiwy :

210 eTIAEYUEVO QVTIKEIEVO A¥, aTO Inspector Tou, 0To cuoTatiko Pathfinder, otov topéa Graphs, kdtw
arnd tnv tapnéla Add New Graph, matdpue [Point Graph].

MOALg mpocBEcape £va Point Graph oto A*. Kavovtag kALk mavw othy Taumnéla Point Graph
eudaviletal o emBewpnT G YpadLATOG.

MetaBAntég / 1616TNTES

H mapaywyn Twv KOUPwWV — TPooTEAACLUWY onUeiwy — yivetal pe SUo tpodmouc edw : eite B£tovtag
KABE €vav WG AmOYoVo VOGS AVTLKELLEVOU «plla - Root», elte B€Tovtag o€ KABE Evav KON TOUTEND —
tag. Enewta a€lomoloU e ray casting (1e duvatotnta va yivel kol oto Xpovo eKTEAeonG Tou Tayvidlou)
WOoTE va avayvwploBolv ta epumodia.

O yovéag OAwv Twv KOUBwWV Tou ypadnuatog. Me autov A tn xprion tags
Root avayvwpilovtal ot aflomotroLpol KopPolL oto ypadnua.

ESw, B¢toupe Root = Nodes — Walkable — Root.

Emtidoyn yla emavaAnnrtikn péBodo €psuvag matdlwy tou kopPou Target — Root,
Recursive KOTd TNV omoia Bewpei mpoomeAACLHOUC KOUBOUG KAl TA TTALSLA TWV TTaLdLwy Tou.

ESw, Bétoupe Recursive = True.

Emidoyn], wg avilkelpevo amo Alota, TnG €TIKETAC Tou Ba kabopilel wg

Tag 0€LOTTOLAGLUOUG TOUG KOUBOUG TTOU TNV £XOUV.
"§ ESw, Bétoupe Tag = Untagged.
§ H péylotn andotacn, o MPAyUaTiko aplBuo — povadeg kdopou Unity, petagd
-§ 800 KOpUBwWv, pHEXPL TNV omoia Bewpolvtal cuvdedepévol. Max Distance = 0 &
<

Max Distance Max Distance = co. Tiur} Max Distance < 0 amevepyomolei tnv npocOnkn
VELTOVWV PETAEY KOUBwWV.

ESw, Bétouue Max Distance = 0.

H péylotn andotacn Katd Toug TPEL AEOVEC, O€ TIPAYLATIKO TPLoSLAoTATO
Slavuopa — povadeg kdopou Unity, petat 0o KOUBwWv, LEXPL TNV omoia
Max Distance Bewpoulvtal cuvdebepévol. Max Distance (axis aligned) = 0 =
(axis aligned) Max Distance (axis aligned) = co. Tyuy Max Distance (axis aligned) < 0
QIEVEPYOTMOLEL TNV PGB KN YELTOVWY PETAEY KOUPWV.

Edw, Bétoupe Max Distance (axis aligned) = 0,0,0.
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Ray Casting

ESw, N texvikn pidng akTvwV KATa TN 0Apwaon avoyvwpeilel Ta epmodia Hetafy OAwv Twv KOUPwWVY Tou
ypadnuaTog KL emopévwg opllel oot Ba evwvovtal pe euBUypapa TUAMOTA LETALY TOUG,
kaBopilovtag To MAEypa TwV KOUPBWV-onELWY oTa omola pnopel va kateuBuvOel o mpakTopa.
MPOTLHOUHE VoL EXEL TLAXOG TOUAGXLOTOV 000 0 AEMTOTEPOG TIPAKTOPAG Hag, 6nAadn Raycast Radius >
Player. AIPATH(2D, 3D). Radius.

Emloyn yla €Aeyxo eykupotnTag Twv cuvdeéaswy, nhadn éleyxo yla epmodia, Ue
Raycast Texviki pldng akTvwv avti tng xpriong ETIKETAS.
Edw, B¢toupe Raycast = True.

Emtthoyn yla xprion Tou evowpotwévou APl tng Unity «Physics2D» (39) yla
pldn aktvwyv o 60V0 SLAOTACELG aVTL TOU poeTIAeYUEVOU «Physics» (40) yla
TPELG.

Edw, Bétoupe Use 2D Physics = False.

Use 2D Physics

Ertthoyn yia maxUtepn SLAUETPO aKTivag TNG pldng aKTWVWY KOTA ToV
Thick Raycast Raycast. Mpaktikwg ektelei SphereCast.

Edw B¢toupe Thick Raycast = True.

Aktiva tn¢ aktivag/odaipag, o mpayUatiko aplBud — povadeg koopou Unity,

(=True) tou Thick Raycasting.
Raycast Radius

Raycast = True

Edw B¢toupe Raycast Radius = 2.

Ta enineda, oe layerMask, evavtia ota onolia ekteleital to Ray Casting tou
EAEyxou Youg. Dpovriloupe elte oL kOpPoL va €xouv teBel PnAdtepa Tou

Mask ebadoug, eite Mask # Ground.

JuvnBwg B£toupe Mask = Obstacles.

Nownég el oyEg

H emidoyn Nearest node queries find closest SiatiBetat otnv ékdoaon Pro povo.

Emthoyn tou cuvolou atolxeiwyv, KOUPBoL 1 akuEG, e Ta omola

Nearest node queries umoAoyiletal To KOVTLVOTEPO CNELD Ao ToV MPAKTOPA TTPOG To ypddnua.

find closest , , . .
Edw, adrivoupe Nearest node queries find closest = Nodes

ApxLKA TIoWVN), o€ aKkEpaLlo aplOpd, SLatpeéng OAWV Twv KOUBWV Tou
Initial Penalty ypadou. TiBetal kata to [Scan].
Edw, Bétoupe Initial Penalty = 0.

Twpa 6Aa glval £TOLUA VL0 VO CAPWOOULE To Ypadnua pag. Natdape [Scan] kal og Alyo xpovo £xel
SnuoupynOel To ypadpnua pog.
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Settings ~ PuBuioelg

MetaBAntég / 1616tnTEG

AAEEavdpog — AnunTpiog AaBdkng

Pathfinding

Emloyn tou mMARBoug Twv vnuatwy ota onola ekteleital to pathfinding.

Thread Count

ESw, adrvoupe Thread Count = 1.

H péylotn andotaon, o€ mPaypatikd aptBuo — povadeg Unity, amd to
onueio mou Bpioketal To player LéxpL TNV omola emitpEnmeTal va eTUAeXOeL o

Max Nearest Node

enoduevog kOUPBoC petakivnong.

ESw, adrvoupe Max Nearest Node = 100.

Emloyn, ano Alota, TNG EUPETIKNG CUVAPTNONG TToU Ba XPNGOLLOTIOLROEL O
Heuristic oAyopLBuog A* yla tnv eUpeon BEATLOTOU LOVOTATLOU.

ESw, adnvoupe Heuristic = Euclidean.

(# None) H kAlpaka, og TpayUatiko aplBud, TG EVUPETLKAG CUVAPTNONG.
Heuristic Scale Edw, adrvoupe Heuristic Scale = 1.
Ertthoyn yla evepyoroinon evnuépwaong tTwy ypadnuAatwy tou
Batch Graph Updates TLOULYVLOLOU ava SECHEG QVTL OELPLAKA KOTA TiEpioTaon.
Edw, B¢toupe Batch Graph Updates = False.
(=True) O g\dxL0TOG XPOVOG, o€ SEUTEPOAETTA, LETAEY TWV
Update Interval(s) EVNUEPWOEWY TWV YpadnudTwy avd dsopida.
Erihoyn yla tripnon mpoTtePALOTNTOC OTNV EMAoyN
Lo h ypadnUATWY, KOTA TNV avalTnon Lovonatiol, ava 0eLpd ToUg
v Prioritize Graphs otov EmBewpn .
Q
E Edw, adrvoupe Prioritize Graphs = False.
;% (= True) MéEyLoTn EMLTPEMT aOOTOON, O TIPAYHATIKO aplBuo —
Priority Limit KOUPOUG, peTafy TIPAKTOPO KAL ETIOUEVOU KOVTLVOTEPOU KOUPBOU.

Full Get Nearest Node Search

Scan on Awake

Ertthoyn yia ektéleon €peuvag o OAa Ta ypadipaTa The
oKNVNG, kaBe dopd mou avalnToU e yLa KOVTLVOTEPO KOUBO.
ESw, adpnvoupue Full Get Nearest Node Search = False.

EmAoyn yla evepyormoinon tng QUTOUATNG 0APWong
ypadnUATwy Katd tn SLdpKeLa ekkivnong Tou mayvidlou.

ESw, Bétoupe Scan on Awake = True.
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Debug

Ol emAoy£G 6w adopoUV ATTOKAELOTLKA TA LUV LOTA OTNY KOVGOAQ KOL TPOTIOUG XPWUOTIOHOU TWV
ypadnuatwy yia to Scene View.

. Erttdoyn yla mAnBog debugging pnvupdtwy kovoolag.
Path Logging . . .
Edw, emAéyoupe Path Logging = Normal.

. EmAoyn yla Tov TpOMo XPWHATLOMOU TwV YpadnUATwy.
Graph Coloring ) . . i
Edw, emhéyoupe Graph Coloring = Solid Color.

(= Solid Color) To XpwHa LLE TO oMol XpWHATI{OVTAL OL OKUEG TOU YpadnLaTOG.

ESw, ermthéyoupe Color = 1E66C9 emiléyovtog T Awpida XpwHaTog Kot

Color ) , .
kataxwpwvtag oto nedio Hexadecimal.
( Graph Coloring ) N ETF?OVT] v’La auroiarn gvaeson tuliw\’/ ota ( ayw K(;L\L KC'XT(U ) (c)ipla ;nq
= G H,F,Penalty wpidag xpwpatog. Exel Stadopetiko vonua ava emhoyn tou Grap

o Coloring.
Automatic Limits , , oL
ESw, emAéyoupe Automatic Limits = True.

H aplOunTIK T KE TNV omola LooUTaL To KATW OpLo, OTIoU 0 KOUBOG

2 (= False) ) ,
§ Floor XPWHOTL{ETAL TTPACLVOG.
Edw, adrvoupe Floor = 0.
(Automatic Limits H aplOunTIKN T KE TV omoia LooUTal To avw OpLo, OTIOU 0 KOUBOG
= False) XPwHaTIZETOL KOKKLVOG.
Roof ESw, adrivoupe Roof = 1.

Emhoyn yla epdavion tou SEVIpoU €peuvag KATA TN SLAPKELD TOU
Show Search Tree  UTtOAOyLOpOU TOU.
ESw, adrvoupe Show Search Tree = False.

Show Unwalkable Emhoyn yla epdavion Un-mepmaticllwyv KOUPwv.
Nodes ESw, adrivoupe Show Unwalkable Nodes = True.

MéyeBog, o mpaypaTikd aplBuo, Twv KOKKVwY KUBWV rtou epdaviovrat
oTn B£0N TWV UN-TIEPTIATIOLUWY KOUBWV.

(= True)
Size

ESw, adnvoupe Size = 0,2.
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Colors

Tag Names

Editor

To xpwHa e TO omolo xpwuatilovtal ol aKpEG Tou Ypadripatog.

Solid Color AkpLBwg idta petaBAntr pe tv Graph Coloring =

Solid Color.Color.

Unwalkable Node To xpwpa eVOC N TEPTOTAGLUOU KOUBOU.

Bounds Handles

Connection Gradient (low) To xpwua Tou KATw opiou.

Connection Gradient (high)  To xpwpa tou dvw opiou.
Mesh Edge

Awadadvela, o€ mpaypaTikd aplOpo, Twy entdavelwy ( Twv
TIOAUYWVWV ) TOU TAEypaTog TAonynong.

Navmesh Outline Opacity Aladavela, o€ MPAYHOTIKO aplOUO, TWV AKLWY TOU YpadiLATOG.

Ataddvela Twv TPLOSLACTATWY OVTIKELUEVWY OTAV KOAUTITOUV
oTolXElD TWV TtapayOUeEVWY ypadnUaTwy.

Navmesh Surface Opacity

Opacity Behind Objects

Area 0 (not used usually) To ypwua tng meploxng 0 evog ypadiuatog.
[Add New] [Remove last]

MpocoBrkn LeETABANTC XPWHOTLOUOU Adaipeon PeTABANTAC XPWHOTIOUOU yLOl
TieEpLOXNG ypadruatoc, Katd avwv aplOpd. |meploxn ypadnparog, katd ¢oivwy aplduo.

Custom Area
Colors

Tag 0 To amoBnkeupévo Gvoua yla T eTikéta 0.

a

& Edw, adrivoupe Tag 0 = Basic Ground.

Tag1-31 To amoBnkeupéva ovopaTa yLa TIC ETIKETEG 1 €wg 31.

Emloyn yla evepyomoincn opaAwv LETABACEWY KATA TLG ETUAOYEG TOU
Smooth Transitions EmiBewpntn.
ESw, adnvoupe Smooth Transitions = True.

[Enable Js Support]

Erthoyn yia evepyormoinon umoaotrpténg kat Unityscript otig KAOELG YLat EUPECH LOVOTATLOU.
AMGLeL T Soun Twv dakéAwv.
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SNUELWOELSG

Eav uag anaoyolsi va kataokeuaoouue peaAlotiko A.l., GéAovue va eflowoouue Ti¢ TLuEG te Max
Nearest Node ue autég tng mpoBAEMOUEVNE OPAONG TOU TPAKTOPA.

H kAluaka Heuristic Scale tn¢ eupetTiknc pag, aAAalel tn oUUTEPLPOPA TIC.
la Heuristic Scale=0, o A* pépetat ocav adyoptduoc tou Dijkstra ki tcoduvael ue Heuristic=None. Mo
™V npoemiAeyuévn tiun Heuristic Scale=1, n eUpeon povomnatiov ekteAsital toopponnueva. Ma
O<Heuristic Scale<1, o aAyoptduoc Sa Yayvel yia neplocotepouc kopuBoug kade opa kat Ja eival
apyotepog. la 1<Heuristic Scale, o aAyoptBuoc Sa enekteivel Aiyotepouc kouBoug kataArnyovtag
ouvnBwg o€ ypnyopotepn eVpeon povormatioU kat un BEATIOT povoTmTaTiaL.

H evnuépwaon ypapnudatwy ava deouidec kata to Batch Graph Updates BeAtiwvel Tnv amodotikotnta
T0U aAyopiduou €i¢c Bapoc Tou xpovou UETAEU aiTnanG yLa EVAUEPWON Kal EKTEAEDNC TnG. Epapudletal
VLA QUTIOELC OE OUYKEKPLUEVO TAaiOL0, dAAA UELWVEL TN XPOVOKXTUOTEPNON TWV VNUATWVY KAl TN XPHon
Kvriung.

Av n enttdoyn Prioritize Graphs givat aAndri¢ t0te, kale @opa mou avalntatal EMOUEVOC KOVTIVOTEPOG
kouBog, eéetalovral ot kOUBoL o€ amdéoTAC UEXPL TNV TIUN TNG Priority Limit, ki emA€yetat 0 kouBog Tou
ypaupnuatog mou Bpioketal uPnAdtepa atnv mPotepaldTNTA O0TNH AloTA ypapnudtTwy atov Emdswpntn.

H emidoyn Full Get Nearest Node Search urmtoxpewvel tnv épeuva ( o€ KArjon yLo EVPECH ETTOUEVOU
KOVTLVOTEPOU KOUBOU ) o€ kade ypapnuo oTn oknvh avti o OmoLo emAEYINKE aTNV TPONYOUEVN
Epeuva. ExeL ouvépyela ue yparuata navmesh/recast elbika eav gyouue 9ot
Pathfinding. NavMeshGraph.accurateNearestNode=True, evw SV TPOTPEPEL KATL OE YpaPNUATA
onueiwv.

Ot erttdoyéc ( kat to rendering ) twv Graph Coloring kot Limits £xouv va KAVOUV QITOKAELOTLK LIE TO
Scene View atov Editor tng Unity kai OxL e TNV EKTEAEDT) TNG. Agv EMNPea{ouV TNV EUTELPL TOU
nayvidlou o€ kauia mepintwon n entdoyn. Ixetifovral ue tn padnuatikn Jewpia nicw amo tov
aAyoptduo A* kat T ouVAPTNCN KOOTOUG TOU LOVOTTATIOU OTO OTT0L0 CUUUETEXEL 0 kKOUBo¢ n, f(n)=g(n) +
h(n). Moto cuykekpiuéva, évac kouBog n xpwuatiletal :

yta Graph Coloring=G, avdAoya Ue To KOOTOC g(n) TNG AMOOTAGCNG QIO TNV EKKIVNGTI TTPOG QUTOV.

vl Graph Coloring=H, avaAoya ue to koatog h(n) TG amooTaonc oo auToV PO TOV OTOXO,
Kota TNV emAeyuévn EUPETIKN ocuvapTtnoN.

yta Graph Coloring=F, avaloya ue T0 oUVOALKO KOOTOG f(n) TOU povoratiov.

vt Graph Coloring=Penalty, avadoya ue tnv tedeioa mowvn uetakivnone ( aoxEtwe emAoywv
Twv TauneAwy tags ).

vl Graph Coloring=Areas, Omou auTOog KL oL YEITOVES TOU ExouV (5o xpwua.
vl Graph Coloring=Tags, avaloyo U TNV TaUMEAQ TOU.

yta Graph Coloring=Hierarchical Node, avaloya ue tepapyia tou.

Unityscript eivat uto yAwaooa auyypaeng unAou entmedou UETAPPALOUEVOU KWELKX TTOU
XPNOLUOTTIOLE(TAL ATTOKAELOTIKA EVTOG TNG Unity. Miueiton tn ouvraén tng Javascript xwpic ouwc va
umnopei va aélormotei B1BA1oVrkeg tnC.

EUpeon MovotraTtiol Euguwv Mpaktépwy otn MAar@opua 1ng Unity >eANida |62



MeTtatrTuxiakf AlaTpiBn AAEEavdpog — AnunTpiog AaBdkng

Save & Load ~ Zwolpo & Qoptwpa

Emhoyn yla evepyormoinon anoBbrikeuong Twv ypadnuatwv (addotou £xouv
napayBel) otn pvrun cache kot AUTOUATO GOPTWUA TOUG KATA TNV EKKIVNGN TOU

Cache startup AURVLELOU

Edw, Bétoupe Cache startup = True.

To apxelo mou meptAapBavel TL¢ mAnpodopleg TwV AMOBNKEUUEVWY TNV VAN
GraphCache cache, ypadnudtwv.
ESw, adrvou e To TPOETIAEYUEVO OPXELO KOBWE EVNUEPWVETOL QUTOATOTIOLNUEVAL.

[Generate cache] [Load from cache]

Anuoupyia S£60UEVWV TWV TWPLVWV Doptwon twv SeSopuévwy, KAl AVTLKATACTOON

ypadnuATwy, TN Pvrun cache. TWV TWPLVWY ypadbnudtwy, amno t uviun cache.
[Save to file] [Load from file]

ATOBRKELON TWV TWPLVWV YpadnUATWY O
EexwpLoTto apxelo o Seutepeliovuaa HVAUN. Doptwon Twv ypadnUATWY i KoLl TwV
Aidetal n emutAéov emhoyn va anobnkeVooUE Sebopévwy Twv KOUPBwV amo apyeio oe
Kol ta SeSopéva Twv KOUPBWVY avti wovo Tig Seutepeliouoa pvAaun.

pubuioeig pog.

Optimization ~ BeAtiotonoinon

Agv Ba Mo pouCLACOUUE TIG ETILAOYEG BeATLoTOTONONG KAOWG ElVaL XAPAKTNPLOTIKO ATTOKAELOTIKA TNG
un dwpedv £€kdoong Tou epyaieiou.

About ~ IXETIKWG

ESw avaypddovtal to dvopa Tou epyaleiou, To Gvopa Tou Snutoupyol ToU Kal N TwpeLvh €kdoon He
v omoia SouAeloupe. MAVwW Kal KATW armd auto To MAaioLo UTIApXEL UTTEVOULON YLa EVUEPWON, OTAV
umapyxet StaBéatun. To mapdv epyaleio evowpatwOnke otnv €kdoon 4.2.17.

[What’s new ?]

Metadopd atov LoTOTOomo Tou gpyaleiou, otn oeAida mou meplypdadel Tig aAAayEg Ttou emidEpouy ol
EVNUEPWOELG LEXPL TNV Tapovoa £kSoan (n omola avadépetal otnv kopudn g ZeAidag )

[Click here to find out more]

Metadopad atov Lotétono [https://www.arongranberg.com/astar/].

[Download new version]

Metadopd ctov Lototormo [https://www.arongranberg.com/astar/download]

[Documentation]

Metadopd atov Lotdtorno [https://www.arongranberg.com/astar/docs/].

[Project Homepage]

Metadopd otov otdtorno [https://www.arongranberg.com/astar/].
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Edappoyn kat Statpeén

‘Exovtag KAveL OAa TO MOpAnAavw, AV tatrioou ue Play Ba mapatnprjooupe ato mapdBbupo g IKNVAG
Twg to A.l. pag, to Player, kweltal mpog tov otd)o Tou, To Target, katd Tayxutnta Max Speed,
TLAPAKAUTITOVTAG TOL OToLa EUTOSLA eVvw PUCLKA Ba PEVeL PEoa ota MAaioLa TG mioTag.

Mével va e€eTA0OUHE TIG SuvatoTnTeC EEOUAAUVONG TOU OVOTATIOU WOTE va SeiXVeL Lo GpUGCLKO.
‘Emelta Ba eloaydyou e To epyaleio 0To, APKETA LeEyaAUTEPO Kal oadwg Lo TTEPITAOKO, TaLXVidL pag,
KoL Ba oAokAnpwaooupe TNV evowpdtwon twv NPCs ekel.

E€opdaAuvon

To pathfinding kataAnyetL o éva povomdrtt mou anoteAsital amd suBUYypaUO TUAUATO EVWHEVA KATA
YWVIEC. ITNV MPAYUATIKOTNTA, Ol BLoAoyLkol opyaviopol mou KaAoUUAoTE va eE0LLOLWOOUE LE TN Xpron
Texvntg Nonpoouvng, omaviwg eKTEAOUV KLV OELG €TOL. MTopoU e va eEOUAAUVOULLE TO LOVOTIATL,
SnAadn va petatpéPouple TG ywvies (1 kat eubeieg) o€ KOUMUAEG, WOTE N SLATPEEN KATA UIKOG TOU Vo
Seiyvel o duoik).

Ta scripts mou kaAouvtal va Kavouv auTh tn §ouAsLd ovopdlovtal Tpomomnointég Movonatiou [ Path
Modifiers ] kal mpootiBevtal wg cuotatikd oe game objects Ta omola mepAaBAVOUV TO GUCTATLKO
Seeker. MmopoUv va xpnotponotnfouv moAamAd mapdAAnAa kat akoAouBoUv Sk Toug
T(POTEPALOTNTA LETOEU TOUG, TPOTIOTOLOUV TA LOVOTIATLA TIPLV 1) LETA TN dnoupyia Toug amd to Seeker
Kol TipLv erotpadouv otn HEBodo mou Ta KaAEL.

Edv tpé€oupe TV edpappoyn Eava petd tnv pocBnkn evog Tpomomolnth, Ba mapatnprjooupe OTL To
povomadrtt mou akoAouBei to Player givat oAU 1o opaAo, SnAadr éxel meplocotepes aPAeieg ywvieg oL
Omoleg Telvouv va KAvouv TNV Kivnon Tou Tio KAUmUAn Kot apa 1o Guaotkh.

H mpoaoBrjkn Toug emITUyXAveTal eMAEyovTag To EMBUUNTO game object ( mou mepléxel 16n Seeker)
Kol oto Inspector tou emihéyoupe Add Component > Pathfinding > Modifiers cuveyilovtag e tov
g€opaduvtr ou entBupou e, amno toug Alternative Path, Raycast, Funnel kot Simple Smooth.

TUTILKWG, TO CUOTATLKO Seeker eVOwHATWVEL Kal S1KO TOU UTIOXPEWTLKO TPOTOMOLNTH, To Start End,
Tiou B€TeL TO onpueio mou Ba mepnatdpe otnv emipavelag kabe kopBou.

EmutAéov, n €kdoan Pro tou epyaleiov cupneplappavel Tov tpomomnolntr Radius o omoiog Aappavet
ut’6YPinv Tou TNV aktiva tou collider Tou avTikeLéVOU TOU KATA TNV TAORYNON.

To script RichAl Ba ayvorogL TOUG TTEPLOCOTEPOUG TPOTIOTOLNTEG KOBWE EVOWUATWVEL EEELEIKEUEVN
£kboon tpomomnolnth Funnel.
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Simple Smooth

MpOKeLTAL yLO TPOTIOTIOLNTH LETA-ETIEEEPYATIAG TOU EMLOTPEDOVTOC LOVOTTATLOU.

Yrodiatpet emavaAnmrika ( mAnOog emavaAnPewv 0o pe tnv Tn Tng LeTaBANTAG Iterations ) éva
povorartt os tunuata ( eite popég ioeg pe to subdivisions, elte €éwg 0Tou METUXEL LOOHOPPO UNKN ), UE
KAOe éva va gival PLKpOTEPO ard £va cUYKeEKPLUEVO URKoG ( Max Segment Length ). Emetta e€opallvel (
LE LOXU lon pe Strength ) To LOVOTTATL LLE TO VOl LETAKLVAOEL TA TUAMOTA TILO KOVTA PeTaf TOUG A val
OVTLKATOOTHOEL TO eVBUYpAUO TUA MO UE KAUTIUAN Bezier. H emloyn aAyopiBuou opadonoinong
yivetal petagu twv Simple, Bezier, Offset Simple kat Curved Non Uniform.

O aoAy6plBuog Simple opalomolei to povordrtt ekteAwvrag SUo evépyeleg : uTtoSLaLPEL TO povordrtt
WOoTE va SnLoupynoeL TteplocOTEpa onpela Kal oxeSLalel OAa ta onpeio Lo Kovtd Petafy Toug.
XpeLaletal mpoooxn oTig eTAOYEG, KaBwg dev yvwpllel tn B€on Twv epmodiwv | To EUPOG TOU
T(PAKTOP O KOL UTTOPEL OL KAUTIUAEG TOU Vo KOYoUV TLG ywvieg umepBOALKA OTEVA YL VA XWPAEL O
T(PAKTOP A,

O aAy6plBuog Bezier opalorolei to povordrtt ekteAwvrag Simple katd emtBupuntd mAR6og
UTIOSLALPECEWY, AVTIKAOLOTWVTAS Ta EUBUYpAUA TUAMOTA LE KOUTTUAEG Bézier mou mepvave anod Kabe
onueio tou. EkteAel mapepPoAr Héow KUBLKNAG KOUUANG Bézier Teoodpwv onueiwv EAEyXOU Kal OTTOU

ota eVOLAETa onUeia P1 Kol P2 XpPnoLomnoLlouvtal ol epaNTOUEVEG TOUG. OEAeL LOLaitepn poooxn
KaBWG oL KapmuAeg puropei va Eeplyouv elkoAa armod Ta 6pLa TN MLOTOC KAL TO LOVOTIATL VO KOTAAAREEL
UN-T(POOTIEAACLUO.

O aAyopBuog OffsetSimple opadomnolel To povonatt ekteAwvtag Simple katd emBupnto mAnBog
enavoAfPewv aA\d e TO VEQ TUNHATO VA €lval KOUMUAWIEVA oo TNV €€w TAEUPA TWV KOUPWV WOTE
Vo LELWOEL TO KOYLUO TWV YWVLWV.

O aAyoplBuog Curved Non Uniform opalorolel to povomdtt ekteAwvtog Simple katd t.oopopda HAkn
TWV TUNUATWY, SNULOUPYWVTAG AUENUEVN KOUTTUAGTNTO OTA TTOPOYOUEVA T AT KOTA TOV
UTIOAOYLOMO TWV UTIOSLALPETEWV.
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MetapAntég / 1616tnTEg

AAEEavdpog — AnunTpiog AaBdkng

Smooth Type

(Smooth Type = Simple)

)

(Smoath Type
Bezier

Smooth Type = )
Offset Simple

(

)

Smooth Type
Curved Nonuniform

(

Uniform Length

(= False)
Subdivisions

(=True)

Max Segment Length

Iterations

Strength

Subdivisions

Bezier Tangent Length

Iterations

Offset

Max Segment Length

Factor

Erttdoyn), amno Alota, Tou alyopiBuou e€opdiuvonc.
ESw, Bétouue Smooth Type = SimpleSmooth.

Emloyn yla mapaywyn TUNUATWY LloOopdou UHKOUG.
ESw, O¢toupe Uniform Length = True.

To mAnBog Twv dopwv, og aképalo aplBuo anod 1 €wg 6, ou Ba
UTIOSLALPECOUE Ta EVBUYPAUA TIAOTA TOU LLOVOTIATLOU.

Edw, O¢toupe Subdivisions = 6.

To LAKOG, O TPAYHUATIKO aplBuo, Twv Lodpopdou UAKOUG TUNUATWY
TOU OMOAOTIOLNEVOU LOVOTIOTLOU. XAUNAOTEPO CUVETAYETOL
OMOAOTEPO LOVOTIATL PE KOOTOG O€ XPOVO.

ESw, Octoupe Max Segment Length = 1.

MANBog dopwv, oe aképalo aplBuo, mou Ba epappootel o
aAyopLBpuog opadomnoinong, SnAadn, ol emavaAnPelg tng Stadikaoiag
mapeUPoANG.

Edw, B¢toupe Iterations = 5.

Mapdyovtag, o€ MpaypaTikd aplBuo ano 0 €wg 1, e Tov onolo
noAanAaotdletal pépog tng e¢lowong mapeBoAng. OpileL tnv
KOUMUAWGON TWV YWVLWV KATA TNV opaAomnoinon.

Edw, Bétoupe Strength = 0.5,

To mARBog Twv dpopwv, og aképalo aplBuo anod 1 éwg 6, mou Ba
UTtOSLALPECOUE Ta EUOUYPAUA TUALOTA TOU LOVOTATLOU.

ESw, O¢toupe Subdivisions = 6.

O mopayovtag, 0€ MPAYLOTIKO aplBud, Le Tov omolo
oA amAaoLaovral To LRKN Twv SU0 ePATITOUEVWY YPAUUWY TIPLY
gloaxBolv otny e€lowon mapeuBoAng .
E&w, B£toupe Bezier Tangent Length = 0,1.

MANBog dopwv, og akeépalo aplBuo, mou Oa epappootel o
oAyopLlOuog opalomnoinong.

ESw, O¢toupe Iterations = 5.

O nmapayovtag, o BeTIKO MPAYUATIKO aplOUo, e Tov onoio Ba
TOAQIMAOGLACTEL TO SLAVUCHA TOU TUNUATOC TNG KAUTTUANG, WOTE TO
véo va TeBel and tnv £€w AeUpd Tou KOUBOU.

ESw, Bétoupe Offset = 0,2.

To WAKOG, O TPAYHATIKO apLOpO, TWV TUNHATWY TOU
OpOAOTIOLNUEVOU povomaTiol. XaunAOGTEPO CUVETIAYETAL OLAAOTEPO
LOVOTATL e KOOTOC o€ Xpovo.

Eéw, Bétoupe Max Segment Length = 1.

Moapdyovtag KOUMUAGTNTAG, O TPAYUATIKO 0plOuo, Tou
opoAomotnpévou povomatiov. Tuun peyalitepn tou 1 pnopsei va
BydAeL Tov TTPAKTOPO LOKPLA OO TO BEATLOTO OVOTTATL.

ESw, Bétoupe Factor = 1.
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SNUELWOELSG

O aAyoptduog Simple 9¢tet Subdivisions < 10, Max Segment Length > 0.005.

H koumuAn Bézier eivat UL mapaueTPLKY KAUTUAN QPKETA SNUOPIANC OTA YPAPIKA UECW
YroAoytotwv. Ovoudotnke amo tov FaAdo unyxaviko Pierre Bézier (41), o omoioc Ti¢ xpnoLUomoLoUoE Katd
T Sekaetio Tou 1960 010 OXESLACUO TWV KUUTTUAWY TOU CWUATOG TWV aUTOKLVATWVY Renault. MAgoy,
XPNOLUOTIOLOUVTOL EUPEWG OTO OXESLAOUO YPAUUATOTELPWY, OTA KIVOUUEVA OXESLA, OTNV eMeéepyaoia
glkovwy, atnv eéopoiwon Quotkrig, otnv BEATLOTN KiVNGN POUTTOTIKWY UEAWV K.OL.

MopaUeTPIKN KAUTTUAN KAAE(TAL ULal KQUITUAN OTaV aUTH ek@PaleTal amo Eva oUVoAo eEl0WTEWY TTOU
0p(louV duUEDA TLG CUVTETAYUEVEG TNG UE KOWVOUS ayvwoTouc ( EAeUTepeC UETABANTES - MOPAUETPOUG )
ouvndwe Alyotepoug amo to mARY0¢ TWV CUVTETAYUEVWV
( yla mapadetyua, o KUKAOG WG MAPAUETOLKY KOUUTTUAN EKPPALETAL QO TIG MTAPAUETOLKES EELOWOELG
x =costkaty = sint ).

O aAydpibuog OffsetSimple ekteAsitat opoiwg ue tov Simple, pe Uniform Length = False kat
Iterations < 12. Ynodtatpei to apyiko povomnartt pe nAndoc onueiwv iowv ue path.count
Snutoupywvrag éva véo ue mAndoc onueiwv iowv ue maxLength = (path. count — 2) - 2iterations 4 o
omou 6ot ot k6uBot Tou apyikou Ba nepilaubavovral oto TeAKO. Emelta eQapudleL Tn ouvaptnon
KaUmUuAwong Ue mapayovta To offset.

Mapadeyuatika Stiyutotuna

Eikova 1
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Funnel

MpOKeLTAL yLO TPOTIOTIOLNTH UETA-ETIEEEPYATIAC TOU EMIOTPEDOVTOC LOVOTATIOU, OTOV N UNXOVA
mayvidloU KLVEL ToV MPAKTOPO OE TPAYUATIKA armootach KL OXL 08 CUYKEKPLUEVEC B€aelc. A¢lomolel Tov
aAyoplBpo Funnel pe eicobo €va umtoloylopévo BEATIOTO povomartt o popdn Stadpopou ( kopupot ot
omolol KAAUTITOUV ML AVELA OTO TIEPTIATAOLLO XAPTH ), EMEEEPYATLOG XPNOLULOTIOLWVTAG «TIUAEG ( OL
OKUEG TWV ETULPAVELWV TWV KOPBWV oI’ OTIOU TIEPVAEL TO HLOVOTIATL ), YLa VoL EMLOTPEWPEL APKETA ypriyopa
KOl UE HeyAAn akpifeLa £val OKOUN TILO ALECO LOVOTIATL O popdn euBsLwv.

Anuoupyel ta KoAUTEpA amoteAéopata o€ ypadrpata Tunou navmesh kat recast 6mou ot koot tou
0pXLKOU povomatiol KaAUTTouV entdpavela, Sgv amAonoLlel mAvTa Ta LoVomaTLa o€ ypadnuata TUTou
TETPAYWVLIOUEVOU TIAEYLLATOC OTOU OL KOUBOL KAAUTITOUV onG eMLPAVELOG TETPAYWVA KOl SEV EXEL VOO
va xpnolpomnoleital og ypadnuata onpeiwv kabBwg ot kOpPBol Tou Aettoupyolv oxedov oa onpeia.

ESw, &ev umopet va SouA£Pel kaBoAou os Point Graph kaBwg eival acUpBatol oL KWSOLKES TOUC.

MetaAntég / 1610tnTEG

To script mou xpnoLpomoLel To cUOTATIKO. Ta avalntd MPWTIoTWS otov GAaKeAo
Script Assets : AStarPathfindingProject : Modifiers.

Edw B€toupe Script = FunnelModifier.

ETttAoyn yla LETOTPOTA TNG EL0GS0U Tou opaAomolnT and tpLodldotatn
emupavela o Slodlaotatn popdn. MPakTikwe, «EESUTAWVEL» TO LOVOTIATL Ao
Unwrap Tov XYZ xwpo o€ medio XY kat ektehel Tov alyoplBuo ekel. Amapaitnto av
Souleloupe og 2D KOGHO.

Edw, Bétoupe Unwrap = False.

ETlAoyn KATAOKEUTG TEALKOU LOVOTIATIOU MECW KOTAOKEUNG KO EVWONG
Split At Every Portal €uB0ypapuwy tpApata avd oAn, avti avd ywvia.

ESw, B£toupe Split At Every Portal = False.
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Raycast

MpOKeLTaL yLa TPOTIOTIOLNTH UETA-ETIEEEPYAOIAC TOU EMIOTPEDOVTOC LOVOTOTLOU, TTOU XPNOLUOTIOLEL
pidn aktwvwv. To ray casting xpnotpomnoLeitat ylo va eKteAeoTel oelpd eAEyxwv PEow euBeiwv ypappwy,
TIAVW OTO LLOVOTTATL, EVAVTIWVY eUmodiwy, WOoTe va avtlkataotabouv ol KOUBol TEBAACUEVWY TUNUATWY
TOU poVOTaTLoU UE auToug TG euBeiag tou ray casting.

To epyaleio pmopei va xpnotpomnotioetl To 81k Tou ray casting yla ypadniuata eAéyxovrag yla
eunodia, kabwg kat to api Puoikng tng Unity eAéyxovtag yia colliders evavtia otn ypoaupn. Moapéxet
emhoyn ya Stadopa enineda noldtNTAG e AVILOTOLXO KOOTOG OE XPOVO.

Elval kuplwg xproLog o ypadaTa TETPAYWVIOUEVOU TAEYUATOG ( KAl O TIOAATMAWY CTPWUATWY )
KL {owg kat o€ ypadrpata onpelwv péow tng Quoikng tg Unity. Edv xpnoipomnoinBel tautoxpova pe
Tov Tpomomnolnth Funnel, Ba ekteAeotel 6eUTEPOG, KaL TOTE CUVAOWG TO LOVOTIATL KATAANYEL VA
akoAoUBEL Lo KovTa Ta OpLa Tou ypadrpatog. H emthoyn xpriong ray casting ypadnuatwyv Soulevel
LOVO O€ YpodHLOTA TETPAYWVIOUEVOU TAEYUATOG, TAEYUATOG TAONynong Kot Recast.

MetaAntég / 1610TNTEG

Emloyn, ano Alota, Tou emunmédou moldtnTag .

Quality Edw &ekvape pe Quality = Medium kat aAaoupe avaloya pe TNV anodoon
0T0 oUOTNUA pOg.

. . Ertidoyn xpriong tou api Quotkng tng Unity yia ray casting.
Use Physics Raycasting L, . .
ESw, B£toupe Use Physics Raycasting = True,

. Emthoyn xpriong tng kAdong Physics2D oto ray casting avti tng Physics.
Use 2D Physics L .
ESw, B¢toupe Use 2D Physics = False.

. Emtthoyn mpooBnkng sphere casting kotd tn dtdpkela tou Raycasting.
Thick Raycast L )
Eéw, B¢toupe Thick Raycast = True.

H aktiva g odaipag, oe mpaypatikd aplBuod, tou sphere cast. @éAouie va
. . pnVv eivat peyaAutepo amo to VoG Tou A.l. TPAKTOPA KO VOL NV XTUTIAEL TO
Thick Raycast Radius £6adoc evw taldevel tapdAAnia o’ auto.

Eéw, B¢toupe Thick Raycast Radius = 2.

Anootoon, o 3D GUVTETAYUEVEC, Ot TO ONUELO/KEVTPO EKTEAEONG TOU
Raycast Offset raycasting.
Eéw, aprvoupe Raycast Offset = 0,0,0.

Eridoyny, and Alota Layer Mask, Twv cuvoAwv avtikelpévwy ta onoia Ba
Layer Mask BewpnOouv wg epumodia yLa To okomd Tou ray casting.

Edw, emihéyoupe Layer Mask = Ground, Obstacles.

Emloyn mpoaoBnkng ray casting ypadnuatwy Katd tn AELtoupyia tou
Use Graph Raycasting OHo)orountr|. Aertoupytkd povo otnv Ek6oon Pro tou epyaleiou.

Eéw, B¢toupe Use Graph Raycasting = False.
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SNUELWOELG

To apytko onueio / kEvipo amo to omoio ekteAeital To ray casting 6w eivai n 9¢an tou A.l. mpdktopa
KoL To TEAsUTaio onueio / oToxoc¢ givat 0 oTOX0¢ TOU HovomaTioU.

Avaloya ue tnv emidoyn tng tétotntag Quality, ekteAovvral :

Quality = Low : 1 emavdAnyn, ue adyopiSuo anAnotiag.

Quality = Medium : 2 enavaAiyetg, ue aryoptduo aninotiog.

Quality = High : 1 emavaAnyn, ue alydptduo SuvautkoU mpoypauuatiouo.
Quality = Highest : 2 emavaAiyeig, pe atyoptduo Suvauikol mpoypapuaTiopuou.

H extéAean vPnAdtepng moldtntag Ja ExeL EMINTWON OTO CUCTNUA O,

H emidoyn Use 2D Physics Ga avtikataotnost tn xprion tne kAaonc Physics pe tnv Physics2D tng Unity
oto ray (line) casting. Mpaktika, o éAeyxog evavtia o€ colliders Sa yivetat oe 2 Siaotaoelg, avti yla
TPELg. Xpriowuo o€ diobiaota mayvidia.

To kawvoviko raycasting (line casting) da ekteAeital mavra e@pooov €xel evepyornotndei to Use Physics
Raycasting akoun ki evepyomnotjoouue to Thick Raycast (sphere casting) yta 6Uo Adyoug :

e 10 sphere casting &V UMoOpEe(l va EVTOTIOEL EUNTOSLA EVTOC TNG OQPAIPAC LUE KEVTPO TO ONUELO
poEAeUONG

e 10 line casting glval TTLO OLKOVOULKO, OTTOTE TO XPNOLLOTTIOLOULUE VWPITEPX WOTE VA EKTEAECTEL TO
sphere casting yLa AlyOTEPEG YPOUUES EMELTA.

Kata tnv ektéAeon tou Thick Raycast, o aAyopiOuog Ga ekteAéoet Evav emtumAéov éAeyyo [ CheckSphere
] yta colliders evtog tng Stauetpou e opaipag tou sphere cast e KEVTPO To apyLlko onueio piYng tng
aktivag petatorniougvo kata to Raycast Offset, ayvowvrac colliders twv layers emiAeyuévwy otn
uetaBAntn Layer Mask.

Elvoi onuavtiko va unv enLOTPEPEL TO UNOEVLKN G KALonG €6apog w¢ eumodio evw Taéldevet
napdAAnia o’ auto, ormtote JéAeL mpooox ato UYog oto omoio mupodotouvtal oL akTives (dnAadn to
UY0¢ TOU MPAKTOPQA) KoL OTO UNKOG THC OKTIVOG TNG 0Qaipac.
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Alternative Path

MpOoKeLTaL yLa TPOTIOTOLNTH UETa-eTieEepyaciag Tou emoTpédovTog LovomaTiol, 0 Omoiog TpooBETEL
TIOLVA OE OXETIKWE TUXALOUG EMOUEVOUG KOPBOUG TWV LOVOTOTLWY TIOU enetepydleTal, WOTE VA LNV
erAéyovral. Onwg éxel avaluBel o€ mponyoULEVN EVOTNTA, O UTIOAOYLOUOG BEATLOTOU povoTaTLol
pmopet va kaAeital ToAAEG GOopEG amd TOV TPAKTOPA TIPOG (6L0 0TOXO, KATA TLG ETUAOYEG OTO
AlPath(2D,3D).Pathfinding.RecalculatePathsAutomatically. Népa ano tnv TuyoudtnTa KATA TN Kivnon
€VOC PAKTopa A.l., ETUTPETEL HLa LOVASIKOTNTA TNV TAUTOXPOVN Kivnon MOANAAWY TPOKTOPWY
eneldn kabe évag Sev Ba emAéyel KOPBOUC EVOG AANOU.

To epyaleio Asttoupyel BEATIOTA 600 Kapia GAAN tnyn Sev avaBETEL AUETA TUUEG OTLG TIOLVEG
TIEPTIATNOLUOTNTAG TWV KOUPBWV, OTIWGE YLOL TTOPASELY L OTOV KATIOL OVTIKELUEVA NSEVIIOUV TIOLVEC
KOTA TN SLAPKELA TNG EVNUEPWONC EVOG YpadAHOTOG. Edv oL aAAayEG elval OXETIKEG, OTIWCE OTaV
npooBadarlpolvtal ovES aAAd OxL OTav TIOEVTAL 08 CUYKEKPLUEVES TLUEG, 0 Tpormomolntr ¢ SouAsUEL
opBwc. Otav kataotpédetal, Katd tn dlaxeiplon UvnRUNg — cuAhoyn okourdlwy, adatpei Le opbo
TPOTIO OMOLASHTIOTE TTOLVY| TTPOoEBETE.

Elval Kuplwg XprOLLOG O€ TILOTEG OTIOU £XOULE TAUTOXPOVN Kivnon oA WV Tpaktdépwv A.l. kabBwg
KAvVeL Tov KaBeva va Seixvel povadikog e o ¢puatkr kivnon, adou akoAouBel EexwpLoTtod povomatt
arno KaBe dAAov .

MetaAntég / 1616TNTEG

To script mou XpNOLLOTOLEL TO CUOTATLKO.

Edw B€touue Script = AlternativePath, €éxovtag emiAé€el and tn Alota twv
MonoScript adbOToU MATHOOUE OTO £LKOVISLO TOU KUKAOU UE TtayV KEVTPO ota Se€Ld
NG TLAG.

H moodtnta tng mowvng dlatpeéng, o€ aképato aplOud, mou Ba npootebel o€ KOUBOUG
Penalty TOU TIOPOVTOG OVOTIATLOU.

ESw, aprivoups Penalty = 1000.

Script

Méyloto mAnBog Stadoxikwv KOUBWYV Tou ayvoel o aAyoplBuog katd tnv mpoodnkn
Random Step TWV OWWV SLATPEENG.
Edw, adrivoupe Random Step = 10.

Logging

To cuotatiko AlPath eival mpo puBuiopévo va ektelel emavalnPelg Tou umoAoyLopol Tou BEATIoTOU
povoratiov. MNpoodEpetal n Suvatdtnta va mpoaotiBetal anod pia Kataxwpenon otnv KOVooAo OMOoTE
oautd oupBaivel, £1¢ BAPOG TWV MOPWY TOU CUCTHUOTOC €V wpa Asttoupyiag tng ebapuoync. Auti n
€AoY UTIAPXEL LECW TOU EMBewpnTh Tou avtikelpévou A*, oto tunpa Settings, otov touéa Debug.
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Eicaywyn Tou A* og BivreomaiXvidi

Q¢ teAko kedahalo Ba SoU e WG ELOAYAYOULE AELTOUPYLKWGE TO EPYAAELO O€ £TOLUO aLXViSL. Oa
XPNOLLOTIOL)COUE TNV ETOLUN TpLodldcotatn niota «Candlekeep» onwg avédepa.

Mo TV ELoaywyr KWWoUUEVWY XapakThpwy Ba XpnoLUomoLiow To TOKETo assets ovopott Medieval
Cartoon Warriors to omnoio StatiBetal Swpedv oto katdotnua tne Unity (42).

MepLEXEL 3 OMTIKWG APOEVIKOUG KAl 3 OMTIKWG BNAUKOUG Xapaktrpeg pall ue 12 kwvnoelg [animations]
kot 8 Eidn. Eniong mapéxovral scripts yLa eMKOAANGCN TWV LEAWY OCWHATOG O€ OKEAETO. AUvartal N
KOTOOKEUN) VEOU XOPAKTAPA UE ETAOYN TWV ITOSLWY, KOPHOU HE XEpLa, KeaALol Kal LoAALWY artd Toug
TEPLEXOLEVOUG.

l'evikwg n opBn mpoacéyyLlon mpog t XPHon eEWTEPLKWV TTAKETWVY € CUYKEKPLUEVO project elval va ta
Sokuaoupe og S1KO TOUG project, OTIWG KAVOLLE LLE TO AVw €PYAAELD, VA LEAETI|OOULE TN
AELTOUPYLKOTNTA TOUG KAL TNV ATMOTEAECUATIKOTNTA TOUG, VA dAAAEOULE 0TOV KWELKA TUXOV A0TOXIEG KL
£TELTA VA TO £EAYOUE ETOLUO YLO EYKATACTAON OTO GUYKEKPLUEVO project. ESw Sev £XoUpE KAVEL
oA\ayEg oto epyaAeio TTou SOKIUACOUE, CUVENWG SeV XpeLAleTal va To EEAYOUUE oo TO SOKLUAOTIKO
project tou. MMopoUlE VO TO EVOWOTWOOUE KaTeuBeiav oto mawyvibt pag pe tn Stadikaoia mou
niepypadape oto Anbn, Eykatdotacn kat Npoamaltoveva.

AdOTOU €YKATAOTHOOULE TO TIAKETO OTO project Tou matyvidlol, emavaAoBAVOULE TO OTHOLUO TOU
A* otn oknv Tou TavidLou :

DOPTWVOULE TN ZKNVI TIOU BEAOULLE VO TIEPLEXEL XOPAKTHPEG LLE QUTOVOLN Kivnon.

Elcayayoupe toug NPCs wg avtikeipeva.

Anpoupyolue ta layers “Ground” kat “Obstacles”.

Opovtiloupe wote KAOE QVTIKELLEVO-EUTOSLO YL Kivnon LETO Ao auTO va aviKeL oto layer

“Obstacles” kal avtiotolya kKdOe plane rj terrain yla £6adoc va avrkel oto layer “Ground”.

E. Ztnvlepapyia tng Iknvng, Ba dnuoupyncou e éva adelo avTikeipevo mou ovopatilouvpe

«NonPlayerCharacters».

Q¢ madi tou «NonPlayerCharacters» SnuioupyoUpe ta avtikeipeva «A*» kat «Characters».

G. Qg malditou «A*» dnuiloupyoU e to avtikeipevo «Nodes-Exterior», o omoio Ba mephappavel
OAoucg Toug KOpBou kal mBavoug mpooplopouc (avtiotolya pe To «Nodes - Walkable - Root»)
twv NPCs yla ostplakn 1 tuxaia mpoomnélacn. KataokeuAa{oupe we maldld tou Toug KOpPBoug
ToU pog evbladépouv.

H. Q¢ mawdid tou «Characters» Ba eloaydyoupe 6coug NPCs emiBu OV LE va €XOUME OTN ZKNVA.

Dpovriloupe kKABe €vag va TEPLEXEL ETTIONG KABE GUCTATIKO TOU TtepLlypaape ota kedahata

MpooBETovTag évay MPAKToPa TEXVNTAC Vonuoouvng Kat E€opudAuvan. ATEVEPYOTIOLOUE TO

script AlDestinationSetter epdoov xpnotpomnoloupe to MoveToTarget.

oo wmp»

mn

MA£ov, n miota elval étolpn wote ot NPCs pag va pmopouv va KivnBouv npog Stddopouc atdyous —
TOV MaliKTn, aVTKe{Ueva TN ioTag, onpeia ou éxoue opioel pelc.
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Zupniepdopara - MepiAnyn

H eloaywyn evog NPC pe ) Suvatotnta yia pathfinding otn Unity mA€ov eilval apketa
auTopaTtomnoLlnévn dladikacio e TTOAU LKAVOTIOLNTLKA anoTteAEopaTa. Ol GUYXPOVEG OVAYKEG KOl
SuvatotnTteg Twv BlvteomnalyviSiwy {ntouv tn duvatotnta va Bplokel To SpOpOo Tou Evag eUDUNG
TIPAKTOPOC OE ELKOVLKO TtepIBAANOV xpnaotpomolwvtag navigation mesh graph kat autod mapéxetat mAéov
600 amno tn Unity, 6co kat and tnv Unreal av kat ta epyaleia Toug €xouv moAl xwpo yla eEEALEN Kol
BeAtiotomoinon. TETolo AoYLopLKO Sev elval EUKOAO VO KATAOKEUAOTEL OO TOV HECO XPprOTH KABWG
arattel pa pién yvwong ano Madnuatikd kat MAnpodoptk akOUn Kat yla emidaveLakr) KATavonaon tg
Stadikaoiag.
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