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MpoAoyoc

H mopovoa mruylokn epyocio aocyoleitor pe 1t ovlmruén evodg  motyvidlon
YPNOOTOIDVTAG TNV pnyovn oavartuéng moatyvidiwv Unity3D kot toug ML-Agents
(Machine Learning Agents) mov EVGOUATMOVEL.

H Unity3D givon pio amd Tig ONUOPIAESTEPES UNYOVES OVATTUENG O VIOV KOOMC ivar
TOAD QIAIKT TTPOG TOV YPNOTN 0G0V apopd To TePPAlov avanTuEng mov drabétel. Eivan
OPKETA EVKOAN Y10 AITOLLOL TTOV UTTA{VOLV Y10 TPAOTN Popa 6T Ydpo Tov Game Developing
Kol TOAD 16YLPN Yo TOVG E101KOVC. 'Exel mhpa mToALEC duvaTOTNTEG KOl EIVOIL TKOVY Y1l VoL
TPOLYLOTOTTOUGEL OTTOLAONTTOTE 10£0L.

OtML-Agents givat éva ovoryTol KOJIKO EPYO TOL EMTPEMEL GTO, TALYVIOLL VAL AEITOVPYOVV
oo TEPPAALOVTO Y10, TNV EKTOLOEVGT EVELVOV TPAKTOPWV. TETO101 TPAKTOPES LITOPOVV VL
EKTAOEVTOVY HE O1APOPEG TEYVIKEC VTOAOYIGTIKNG VONUOGUVNG KOOMG Oev LTAP)EL
KavEvog Teploplopds. Mmopovv va ypnoiponomBodv v moAAATA0DS GKOMOVS GE £val
ToyVidl. XNV TOpPOVcH TTLYLOKY €pyacia. Bo avoidoovpe 1O TPOTO LE TOV OMOi0
ypnoonomoape toug ML-Agents yia vo avartdEovpe To oy viol pHog Kabdg Tov kmouko
OV €YOVLE YPAWYEL TPOKEEVOL 0 Agent pag vo pdbet avtd mov tov €xovpe Bécel cav
610Y0.



MNeplAndn

YKomOG TNG TOPOVoAG TTUYLOKNG €ival 1 avamTuén evog moryvidoh pe ™ Pondeta g
unyoving Unity. H Unity tvot tkav] vo ovortoéet 0160100ToTo Kot TPIedtdetato oty viot.
To moyvidt mwov ovomtoydnke oto wAaiclO TG TTVYOKNG €PYOCIAG 0QOPA £€val
TPLGOACTOTO TTOLYVIOL Yy DOVOV GLTOKIVITOV OOV d1(pOpoL EVPLEIC TpaKTOopES Oa Bpebovv
avTimahot 6TV 1010 ToTo, MOTE VO S0VUE TOC OAANAETIOPOVV Kot TOV YpOVO oL Hal KAvel
0 kG0 €vag Yo vo TEPUATICEL.

Emiong o wdvovpe por avoeopd oty 1otopia TV PVIEOTALYVIOIDV, TOV HNYOVOV
oy vidlov Kot edwotepo oto Unity3D. Oa dovpe avaivtikd to meptBdAlov avantuéng
¢ Unity kaBdg kot T1g Asrtovpyieg Tov Toyvidiov. Znv mapodoo TTuylokn Bo dodue
AVOALTIKG TOG VOGS EKTOOEVIEVOG TTPAKTOPaS £xEl LABEL Vo 0dNYel Eva avToKivNnTo GE pia
OPKETA TEPIMAOKT TioTO e EUmOOLN KOOMG Kol pe ALOVG TPAKTOPES TAVTOYPOVA, OGO TO
duvatdv pe kaAldtepo xpovo. Eniong Ba avaldcovpe AeTTopEP®OG TOV KOKA TOV EYOVLLE
avantoéel ko’ OAeg TIC @AcEl TG eKmaidELONG Kot GAA®V TOPAUETP®V OTMG M
KOTAUETPNON TOL YpOvoL Yo kdBe gveur| mpdaktopa. [ToAd onpaviikd eivar kol o
nepPAALoV TG ekmaidevong, omdTe Ba Yivel KOl AVOAVTIKY TEPLYPAPT] ALTOV.



Abstract

The purpose of this thesis is to develop a game with the help of the Unity engine. Unity is
capable of developing 2D or 3D games. The game developed for this thesis is a 3D car
game where several intelligent agents will be opponents on the same track, so that we can
see how they interact with each other as well as with the environment and the time each
one will take to finish.

We will also make a reference to the history of video games, game engines and Unity3D
in particular. We will look in detail at the Unity development environment as well as the
game functions. In this thesis we will see in detail how a trained agent has learned to drive
a car on a rather complicated obstacle course as well as with other agents at the same time,
with the best possible time. We will also analyze in detail the code we have developed
throughout the training phase and other parameters such as the time count for each
intelligent agent. The educational environment is also very important, so a detailed
description of this will be made.
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Kedbalaio 1: Eloaywyr) otic Baolkeg Evvoleg

1.1 T{ elval Bivteomatyvidt

Buvteomouyviotl eivon éva nAektpovikd moryviolr 1o omoio meptAapfavel aAANAETIOpaon pe
TOV ¥PNOTY, INAad divel TV duvatdTTa HECH LG JIETOPNG YPNOTH, VO ONUIOVPYNCEL
po. oAAnAemiopaocn petad Tov avOp®TOL Kot Tov HEGOV TPOPOATC TOV TTALYVISIOD OTMG
Yo TOPAOELY Ol piat 000VT) . XKOTO £XEL TNV TAPOY®YN UIOG OTTIKNG AvASpOoNG GE L G-
okevn Pivteo. o va Katovoncovpe amdAvta TV £vvolo BvTeomonyviol TPETEL Vo, avalD-
ocovpe T1g AéEeig and Tig omoieg amoteAeitat. To Pivreo ko to mayvior. H AéEn Pivteo oto
Bvteomaryvidl ovapEPETOL GE LU0 GLOKEVT] ELPAVIONG YPAPIKDOV TOTOV raster. XTo ypopikd
TOV VTOAOYIGTOV KOOMG KOl GTNV YyNnOlokn eotoypagio, £vo ypaeikd raster givot pio d1o-
ot EWKOVA A0 TETPAYMVA EIKOVOSTOLXELN, Ta pixels, opat| amd kdmolo péso mpofo-
Mc. H mo dnpoeiang ypnomn tov dpov Prvreomaryviot ivar Eva MAEKTPOVIKO Tatyvidt To
omoio pumopetl va marytel o€ KABe TOUTOL GLGKELT OV UTOPEL VAL OTEIKOVIGEL H1G01A0TOTA 1)
TPLEdLAoTATA YPAPIKA. To NAEKTPOVIKG GUGTILLOTA TOV XPTGLOTOIOVVTOL Y10 TV OVOTTOL-
paymyn evog Prvteomaryviorov ovopdlovior mlateoppes. Tétoteg mhatpdpueg pmopet va
etvat Tpoo Kol VITOAOYIGTES, TayvidounxaveS arcade 1 Kot KOVGOAES YEPOC.

1.2 lotopia Twv BLvteomayvidlwy

H wotopia tov Bvteomayvididv kdvel Ty euedvion g ota TEAN g deKaeTiog Tov "40.
Yvykekpyéva 1o 1947 o Topog I'kdiviomd kot ‘Ectie Pér Mav gepnopav tig Oeppikég
BaAPideg epumvevopévol amd v TEYVOLOYia TOV pavTap, TOov NTav £vag COAVOS Kabodt-
KOV 0KTIVAV KoL YPNCLLOTOMONKAY Yo TNV KOTAGKELT TOV TPATOV PVTEOTOLYVIOOD Kot
ovopdotnke cathode ray tube amusement device. Htav pio avadoyiky cuoKeLT TPOGOUO1-
wong Tpaviwv. Enétpene otov 4pfotn va eAEYYEL Lid KOVKIdO Y10 TV TPOGOUOImGoT) EVOG
BAnuatog o€ kKamola otabepd ewkovoototyeia oe pio 006vn CRT.

Mepwd ypoévia petd, 1o 1951 o Kpictopep Xtpértot mpoomdnoe vo dnpovpynoet €va
emrpanéllo moyviol TafAlon otovg vroroyiotég Pilot ACE, aAdd to mpdypappa mov elye
avanmtOEEL VITEPEPOLVE TV YOPNTIKOTNTO TNG LVIUNG TOV VIOAOYLGTH, OLMG 0LTO OEV TOV
otapdtnoe agol Tov OkTdPplo g 1010 Ypovids KMIKOToINoe T TPHYPOUO Yid £V
pnyévnpo peyodotepng yopntwomrag. [Hapapévovpe oto 1951, dnov o gpegvpétng Péie
Mmrdiep mov elvat kot yvmoTdg G 0 TOTEPAS TOV PIVTEOTALYVIOUDY GKEPTNKE OTL OV dSVOTAY
070 ¥PNOTN M dSuvATOTNTA VO EAEYYEL ALTO OV TPOPdAeTe otV 006V, 0 pOLOG TOV B Ty
SLOPUCTIKOC.

"Eva ypdvo petd o AheEhvtep Zagpto Ntaykiag onovpynoe 1o OXO0, pio ynolok ekdoyn
¢ tpidiloc. 'Htav to mpdto ynoerokd moyviol 6to omoio o avOpwrog Emaile evovtiov tov
vroroyiotn. H otopia cvveyiletar to 1958, dmov o INovihop XiykivumoBap, Snpovpynoe
1o Tennis For Two. ®swpeiton to mpdto Prvreomaryvidl 6Tnv 10T0pia TO 0010 dNUovpyn-
Onke pe v xpnom evog TOALOYPEPOV KOl EVOS OVOAOYIKOD VITOAOYIGTH TNG €mMOYNG. To
mayviol avtd amekovilel Evo ymedo TEVIG Kot po UmdAo ov eAeyydtav amd v Papv-
mra. O ¥epiopdg v UIdrog yvotoy amd 600 KOUUTLA 6€ GYNIO KOVTIOV, VA Yio TV
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TPOYIA TNG UTAAG Kot Eva Yl TO yTomnuo Ts. Tpia xpdvia apydtepa, To 1961 po opdoa
eorntav Tov MIT, npoypappdticayv to Spacewar. To mayvidt avtd dnpovpynonke otov
PDP-1, évav katvovpylo vmoroyiot g tote €moyns. Hrav moyvidr mov mouldtav amd dvo
dropa avtimolovg Omov o kdBe Evag eAEYYEL £val SGTNUOTAOLO TOV PiyVEL TVPAVAOVG
KaBmg Ko £vo aoTEPL GTO KEVTIPO TNG 000VINC TOL ATOTELOVGE OEIAY Y10 T S1OGTNUO-
mhota. [Tapdiinia tnv 1010 emoyn donpovpyndnke to TP®OTO TOLYVidl EEOHOTMONS Y10, VTTO-
Aoytot). 'Hrav éva moyvidr préilpmod kat yio TV ovamTuén Tov ypnoyonomonke o vro-
Aoyiotig IBM 1620.

To 1966 dnpiovpynOnNKe N TPAOTN TOLYVISOUNYOVY TTOL EKAVE XPNON EVOS YEVTIKOL OTAOL
KOl AELTOVPYOVGE MG OVTIKEILEVO Y10 VoL TaiEEL KATO10¢ ¢ £16050 6T0 Ty viol. To 1969,
QTIOYTNKE TO TPOTO TOLYVidl faciopévo oto Asttovpyikod cvotnuoe Unix. Hrtav n mpdtn
EULPAVIOT TOV AEITOLPYIKOD Kot TO Toyvidl mov avamthydnke ovopdotnke Space Travel
KO TOV YPAUUEVO OTNV YAMGGO TPoypappoticpuov Fortran. Avo ypdvia apydtepa, 610
TOVETICTAUIO TOV ZTAVPOPVT, KAVEL TNV EUPAVICT] TOL €val VEO Tayviol Pacicuévo 6To
Spacewar. Ovopdotnke Galaxy Game Kot ftav 10 Tp®@OTO Toyvidt TOL Aettovpyodoe e
vopiopato yio va ToiEet kdmolog. Apyud giye dnpovpyndet uoévo €va povtého aArd Eva
YPOVO LETA TO project avavedOnKe.

Yta 1éAn g dexaetiog Tov 70, pia moyvidounyovn owaenuiletot yio TpmdTn eOpd oTNV
mAedpaon. ‘Hrtav to Computer Space pe dnpovpyodc toug Norav Mrdovih ko Tevt
Nrtdpmvi. To Computer Space &iye epopoviotei otic HITA, Evpomn, lortovia, Aatvikn Ape-
PN Ko elye Kavel Thpo TOALES TOANGELG TAYKOGUIMG. YOTEPQ OO VTNV TNV EMLTLYIN OL
Noroav Mraovik kot Tevt Ntaumvi dnpovpyovv v Atari, Inc. Alyo kopd mptv avakowvm-
coLvV To V€O ToL Toyviol, Pong. 'Hrav 10 mpdto Arcade Pivteomaryviol pe moAd peydin
emtuyio. 'Htav Baciopévo 610 kKAaokd moryvidtl Tvyk-tovyk. Zav etoupio TovANcaY Téve
ard 19000 avtitura Tov oy violov Kot ovTo elye G amotéleso oAl va Tpootadncovv
VoL TNV OVTLYpayouy.

Tnv dwa ypovikn mepiodo To TPAOTO ToyVidl Tov Pynke otV ayopd Kdvovtog ypnon wi-
kpoemeEepyaotn Nrav to Gun Fight. Avto éunvevoe tov dnpovpyd tov 1o 1978 va ypnot-
pomomoet pukpoeneepyonotr| 6to vEo maryviol Space Invaders, to onoio giye tepdotia emi-
toyio Kot €tot 1 Prounyavia tov Arcade PBivteomayvididv UmNKE GTN YPLCT ETOYY| TOV
Bvteomaryvioimv. Adyo avtob ta arcade Bpiokovtay maviov, og eumopikd KEvpa, Prrpiveg
Ko Kotaotpote WilMkadv. To yeyovog £yve B€po e OAa Ta LECO TNG ETOYNG KO KATAPEPE
wéveo ard 360.000 TOANGES PnyovNHATOV ToyKOGUimg kot péxpt to 1982 ta éc0da Ntav
070 VYog TV dvo dtoekatoppvpiov dorapimv. To 1979 n Namco &iye movAncel Taveo ond
40.000 arcade pnyavég konm Atari KukAo@OpNoeE TO Prvreomaryviol Asteroids kot Kataeepe
va tovAnoetl whvo amd 70.000.

Katd g xpvon emoyn|, ot moAnocelg tov arcade unyavav oty Apepikn eiyoav avénbel amod
50 exatoppdpla o 1978 og 900 exatoppvpra dordpra péxpt to 1981. Tnv eppdvion tovg
Kévouv ta Eyypopa Brvteomatyvidin ota T€AN 10 79 ko 1o 1980 KukAoedpnoe To pac-
man 1o omoio movAnce wéve and 350.000 arcade Mnyavéc. ‘Hrav to tpdto moryviot mov
Katd TV otdpkela Tov 20%° awva giye Tavm ard 10 dioekaToppvplo dSoAdpio £600a.
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Méypt kai to 1982, o1 frounyavia twv arcade woryvidounyavov glye TOLANGEL TOGEG UNYO.-
vég ouvoMKNG a&iag 8 doekatoppvpiov dorapiov g ToTte emoyne. Tnv idw emoyn n Nin-
tendo kvkho@dpnoe to Donkey Kong éva maryviolr mov Ba apnoet 1otopia. And avtd to
onpeio n Propnyovio tov Prvteomaryvidimv €xel avamntuyBel paydaio emyelpel vo OTIAEEL
KOVGOAEG L TIC omoieg o1 dvOpwmot Ba umopoHv va mailovv 6T GTiTo TOVG.

To 1985 xvkho@dpncav dvo mayvidia Tov uEypt kol onpepo mailovrol omd TOALOVS ov-
Opomovg maykoouing. To mpdto eivar o Tetris. Avantiydnke and tov Pdco npoypappa-
ot AAeE [ayrtvoe Kot £yve T0 TPATO OVTAY®VICTIKO TTayvidl Tov Oa amacyoAoVoE &-
Katopupvpla avlpomovg yioo mpec. "Yotepa n Nintendo dnuovpynoe to Super Mario. Kv-
Khopopnoe oty lanwvia ota téAn tov 1985. Oswpeital o KaADTEPO TTOLYVIdL TOV KVKAO-
@OpNOE TOTE Kol TOPEUEVE ETOL Y10 apKETA Ypdvia. ' HTav 10 TpdTo mayviot pe texvoroyia
Side-scrolling mov onuaivel 6Tt KaB®OG 0 YAPUKTNPOG TPOYWPOVTE TPOG TO. dEELEL, TO TTEPT-
Baiiov myouve mtpog v avtifBetn KatevBovon).

To 1989, n Nintendo kvkAo@dpnce v kKovodra GameBoy. Avo ypodvia petd n Sega on-
pwovpyet to Sonic The Hedgehog, to onoto avtaywviletoar apketd e to supermario. Me-
pucovg puMveg petd n Capcom Aavodpet to Street Fighter kau étot Eexivnooav va Byaivovy
mayviola Tomov beat-em-ups.To 1993 1 Bropnyavia acyoreitor pe moryvidwo Plog Kot 1ot
dnuovpynOnkav ot tithot mortal combat ko night trap.

To 1995 n Sony avakowdvetl v Tp®TN TG Taryvidounyavn, to PlayStation. Me avtr) tng
kivnon n Sony GALaEe OAOKANPOTIKAE TNV Propmyovic TV Totvidlidv Kabdg NTov 1 TpOT
KOVGOAQ LLE WO0VIKA TEYVIKA YOPAKTNPIOTIKE (doTe va umopet va tpé€el tpiodidotato Kot
nepimioka maryviow. 'Eva xpovo apyodtepa n Nintendo avakowvavel to Nintendo 64. 'Htav
o avtiotoryn moryvidounyovn pe to PlayStation, pe v puoévn dwpopd 6Tt o oy vidla
7oL £nonloV GE VTNV NTAV ATOKAEIGTIKG TNG 1010,C ETonpiog.

To 2001, n Microsoft avaxowdvel To Xbox. Mali pe v Sony péypt Kot orjepa ot dVO
AVTOYOVICTIKES 0VTEG eTonpieg avaPaduilovy Tig KOVeOAeg TOVg ExovTag aALAEEL TEAEIMG
TNV AVTIANYN TOL KOGLOVL Yia To Bivteomatyvidta Ta. omoio £Yovv Yivel CUAVTIKO HEPOG
NG KOLATOVPOS TOV GUYYPOVOL KOGLOV.

1.3 Tt elval pa pnyavn mayvidLwy

Mo mv dnuovpyia omotovdnmote moryvidoh onuepa eivar amapaitntn 1 ypnomn piog
punyovng mouyvidlov. Mio pnyovn mouyvidlov givor €va cOGTUO AOYICUIKOD Tov &ivar
oXEOOGUEVO VAL OOVAEVEL GE KOVOOAEG TOLYVIOIDV KOl GE AEITOVPYIKE GULGTILOTO
NAEKTPOVIKAOV VTOAOYIGTAOV Ontwg to. Microsoft Windows, to Linux ta Mac OS X kot
TOAAG oKL,

Ot pnyovég moyvioldv meptlopupdvovv to AOYICHKO TOL ToLVidlo0, Kobdg mapéyovv
TOAAEC AerTOVpYieg amapaitnTeS Yo TNV ONpovpyia evog mouyviotoh Omme elval 1 unyov
eoToomdooong onAadt o “renderer” yio ta. 2D 1 3D ypaikd, T unyavi] QUGIKNG 1 omoia
etvar vevBuvn yuo tov eviomiopd ovykpovoewv (collision detection), tov Mo, TV
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avamTuEn KMOKa, To. animations, TNV Sl0YEIPION TG LVIHUNG, TNV TELVNTH VONLOGUVY Kot
ToAAG axOpo. To peyaAdtepo mAN00G TV pnyovodv Toyvioidy polpdalovtal to il
yapoktnplotikd. Tétown epyadeia ivar amapaitnta yio TV ovamtuén evog motyvidoton

Tétoleg pnyovég moyviduov €govv Pondnoet moAd TOVG TPOYPOUUATIOTEG KOL TOLG
oXEO100TEG TALYVIOIDV VO LELOCOVY TOV XPOVO KOl TOV KOTO VAOTOINOoNG £VOG ALY ViS00
OOTL TPOSPEPOVY TOAAEG AVEGELS GTOV TPOTO OMuovpyiag evog maryvidov. Xuyva ot
etapeieg emavoypnoyoroovy v O 1 unyovny yoo v dnuovpyio S10popETIKOV
TALVIOLDV, TPAYLo ToV e£01KOVOUET ¥pTjLaTa O10TL OV YPELBLETAL VAL KAVEL AyOpd KATOL0G
GAANG punyovig oy vidtov.

Ot 3D pnyavég elvar kataokevacpéves mveo oe éva API (Application Programming
Interface) 6mwg tvar to Direct3D 1 to OpenGL.

1.3.1 lotopla TwV pNXavWy TaLyvIS LWy

[Ipwv amd ™ dnpovpyia TOV UNYOVOV TOLVIOLOV, TO TOLXViolo EXPETE VO YPAPTOVV OO
™V opyN ©¢ povadikég ovrotres. [ va onpovpynel éva mayvidl o€ Kovodres OTMG TO
Atari, émpene T0 Toyvidl va oyediootel EE0OAOKANPOL £T61 OOTE Vo KAvel BEATIOTTN Xprion
TOV VAMKOV gp@dviong ¢ ofovng Kol Tov TEPLOPICUOL TOL VINPYXE otV puviun. Ot
TPOYPOUUATIOTEG EKOVAY YPNON OTADV EPYOLEI®V KEWEVOL Yo VO, YPAPOVY KOIIKO, O
omoiog dev pumopovoe va ypnoiponombei Eava d10Tt pe Tov xpovo ot S100c1pot TOpoL Tov
vpyav GAralov. T avtd kol kébe moryvidr mov €Pyaive ot ayopd ypaedtav €&-
OAOKANPOL OO TNV apyY].

Katd v ddpketo g dekoetiog tov 80, vanpyov Stdeopo 5160146GTOTO GUGTHLOTA
onpovpyioag oy vididv OTtmg tav to Pinball construction set (1983), 610 omoio o xpnotng
UTopovGE va, PTIAEEL TO O1KO TOL EMITEDO.
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Ewcova I - Pinball construction set (1983)

‘Eva ypévo apydtepa n etapio EA (Electronic Arts) éByoie otv ayopd to Advanced
Construction Set apyucd yio v That@oppe Commodore 64 kot apydtepa yio to Apple 11
, v Amiga kot to MS-DOS. Xpnoyoromdnke yio tnv KOTooKELT TOLXVIOLDV TEPUTETELNG
Bacwopévo oe mlokidl. Avtd €dwoe GTOVG YPNOTEG TNV OLVOTOTNTA VL SNULOVPYOLV

nioteg, MAAGHATA, AVTIKEIPEVA KOl v KEvouY ¥pnoT evOg Bactkod pevov yia vo aAlalovv
TNV AOYIKY| TOV oY Vidov.

Eixova 2 - Awudtio prioyuévo amo mlokiolo. otny Amiga
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Ao oot ™ YPOoVIKT| TEPTOOO ElYE QPYIOEL 1] TAPAYOYT TOV TPAOTM®V UNYAVAOV TOPAYWOYNG
TOLVIOUDV Y10l TOLY Voo OVO OUCTAGEMY OKOLO O1OTL TOL LINYOVILOLTAL TNG ETOYNG OEV el
TNV VTTOAOYIGTIKY] SVVOUT Y10 KATL TOPOUTAV®.

Méypic 6tov o 1990 6mov Pynke n Ultima Engine 6mov exel Egxivinoay to TpdTa Wevudo-
Tprodtdotata motyvioto. Hrav ta mpdTo mayvidio Tov xopakpiotnKay mg TplodtdctoTa
OlOTL TOL OVTIKEIEVOL ElYOV VYOG Kol KEKAMUEVEG ETPAVELES TOV PTOPOVCAY VO £XOVV Kol
Tprodldotata €pé. Emiong eiye ko adyopiOpo tétolo wote va umopetl va tomobetel pio
dodtdotatn ekdva Thve o€ Eva Tplodtdotato poviéro. [lapdro mov ot pun eheyyouevol
YOPOKTAPEC NTOV aKOUO dlodldoTata sprites, OAQ To AVTIKEILEVO GTOV KOGLO NTOV TPV
JlOOTAGEWMV KATL TOV OEV LINPYE UEYPL TOTE.

H id Software 10 1992 kvkAo@dpnce 10 TPOTO £5-0AOKANPOL TPIGIAGTATO TTOLYVIOL
TpoOToL TPpoohnov, Castle Wolfenstein 3D 1o omoio ektd&evoe to TpOTO TOL PAETOLE TOL
mayviowe péxpt kot onuepa. ‘Eva ypdvo apydtepa Pynke 1o Doom Engine to omoio
ypnooromdnke yio va mwopaybovv ta Doom 6mmg ta EEpovpe péxpt Ko onuepa. Amod
TOTE TMPOYPOUUOTIOTES GAA®V ETAPLOV OyOPOGOHV TOV TLUPNVO TOV AOYICUIKOD TMV
HUNYOVAY Kot EKOVOY TIG O1KEG TOVG LETATPOTES KO OIKES TOVG EKOOCELS.

Ewova 3 - Castle Wolfenstein 3D 1992 MS-DOS

d1acape oy gpvon enoyn, v enoyn mov Pynke n Unreal Engine and v Epic Games
10 1998. 'Eywve n peyodivtepn avrayoviotikn etoupio v v Id Software. ‘Exovv yivet
TOAAEG TPOTOTOMGELS GTNV UNYOVI OTOL GEPa £xoVV TNV 51 ékdoor T¢. To mo yvootd
noyviol g Unreal eivor to Unreal Tournament, €va Tpdtov TPOGMOTOL OVTOYM®VIGTIKO
Multiplayer to omoio avakowv®Onke woryviol g ypovidg yio to 1999.
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UNREAL

EMNGINE
Ewcova 4 - Unreal Engine Logo
Apyotepa épyetan m Valve to 2004 va pog mapovoidoetl v Source Engine pe v onoia
KOTAOKELAGTNKAY Ol oAV emruynuévor tithou Half-life, Team Fortress, Portal kot

Counter-Strike. Tnv dwa ypovid kéver v eppdvion g 1 CryEngine g etaupiog CryTek
n onoia £ptiage tov tithovg: FarCry, Crysis kon Warface.

source) <

CRY=NGINZ=

Eiwxova 5 - Source Engine Logo Eixéva 6 - CryEngine Logo

Avo ypévia petd epeaviCeton n Frostbite g etaupiog Dice, vrevBovn apyikd yio v
onuovpyia tev tithwv Battlefield kou apydtepa yia tithovg dnwg to Need For Speed, Fifa,
Star Wars. Tnv 010 ypovid m Rockstar ypnoipomoinoe tv Rage Engine ( Rockstar
Advanced Game Engine) yio tv xatackevn tov titAov Grand Theft Auto IV.

15



e A
R

FROSTBITE Eixovo 8 - Rage Engine Logo

Ewova 7 - FrostBite Engine Logo

Téhog 10 2005 Kbver Tv epeavion g n Tpd £kdoo g Unity pe v omoia akdpo Kot
onuepa Kataokevdlovior kot £xovv katackevaotel mapa moAlot tithot. H Unity kdvet
ovoveyds avoPaduioels, oopbmver bugs kot mapéyet €vo peydAo mAnBog dwpedv

@ Unity

Eixova 9 - Unity Game Engine Logo

OVTIKELLEVOV.
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Yndpyovv mOAAEC OKOUO TOPOUOIEG UNYOVEG TOLYVIOUOV TPAYHO TOL KAVEL KAOE
TPOYPUUUATIOTH, £PACITEXVN Kol etalpeion vo dtoaAégel petald avtov omown embopet
aVAAOYOL LLE TIC OVAYKEG TOV.

Ot INPOPIAETTEPES PUNYOVES T VIOIDV MG Kot oNUeEPa etvar ot €ENG:

e Unity

e Unreal Engine

e Game Maker Studio
e Cry Engine

e Godot

e Source Engine

1.4 lotopikn) avadpoun tng Texvnt Nonpoouvng

IMa va katavoncovpe v évvola g Unyoavikng nanong 0o mpénel va pisovpe po potid
ota mpota Prjpato g texvntg vonuoovvng (TN). H teyvnt vonuoovvn (Artificial
Intelligence, Al) xabiotd TIc pnyoavés wovéc va pobaivovv oamd tnv eumepio, va
TpocapUOlovTol GE VEL EIGOYOIEVA OEOOUEVA KO VO EKTEAODV avOpmTopopeikd £pya. To
1943 mapovoidomnke n mpodT gpyacio mov avayvopiletor w¢ TN and tovg Warren
McCulloch kor Walter Pitts. Baciotmkav otnv yvoon g Pacikng @ucioloyiog kot
Aertovpyiog TOV VELPOV®V TOV £YKEPAAOV Katl 6TV Bewpia vroroyiopov tov Turing. O
Alan Turing oto épBpo tov ’Computer Machinery and Intelligence’” to 1950 ftav awtdg
7OV JTVTIMGE Eva TANPeg Opapa yio T TN. Zto dpbpo avtd napovsioce v dokipacio
Turing, tnv unyavikn pddnon (Machine Learning ), tovg yevetikovg alydpiOpovg Kot tnv
EVIGYVTIKN Laonon.

H teyvnt| vonpooHvn mpe to 6vopud g to 1956 oto Dartmouth College and tov John
McCarthy. O 1510¢ GUYKEVTPOGE EMGTUOVESG OO OAN TNV AUEPIKN LE EVOLAPEPOV V1O TNV
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TEYVNTI] VONUOOoLVT Kot €16l dopyavadbnke oiunvn ocvvavinon epyociog. Amd 1otE
Eexivnoe n TN va OBswpeitor Egxwplotd medio oV EMOTAUN TG TANPOPOPIKNG. XN
diunvn avt) ovvavinon ot Allen Newell, Herbert Simon ko Cliff Shaw napovciacav éva
npoypoppo. cvAroylotikng to Logic Theorist, to omoio pmopovoe vo amodei&el ToAAG
pobnpatikd Bewpnpata. H mopeio tv TN a6 1o 1956, dtav mpe to Ovopud g kot dtov
BewpnOnke EeywploTdg KAGOS TNG EMOTUNG TOV VTOAOYIGTAOV, UEXPL CNUEPO UTOPEL VO
Y®PLoTel g 5 TeP1OdoVC.

H emoym peta&o tov 1957 ko 1974 yapoknpiletar n yxpvon enoyn e TN. Ot vmoloyiotég
™G EMOYNG aLTNG avamtvuxOnKav poydoaio €xovtag Tnv dvvaTdTTo Vo amodnkedouvv
TeEPLoGOTEPEG TANPOPOpiec va emeEepyalovtar ypnyopdtepa dedopéva Kot va, eivat mo
TPocPAaciLol o€ TePIoGOTEPQ movemoTa. Eniong BeAtidbniay ot adydpiBpot pnyoavikng
pébnong dAdo kot ot dvBpwmor mov yePiloviay TOL VTOAOYICTES OQVTOVG, EYXOVTOG
OMOKTNGEL TAEOV EUMEPiaL Yoo TO 010G €ivarl 0 KOTAAANAOG aAdydpBpog yuo ™ Adon
kdamolov TpoPAnuatoc. To 1958 o McCarthy onpiovpynce v yYAOGGo VYNAOD ETTEOV
“LISP” oto M.LT. m omola elvolr okOpo Kot GNHUEPE T AYOTNUEVN] YADGGW
TPOYPOUUATIGHOD Yoo TNV €pguva TG TeXvNTNG vonpuoovvng. To 1959 o Arthur Samuel
emwvonoe tov 6po Machine Learning (ML) dtav €61ve Adyo Yo vo TpoypappHoTioTel Evag
VIOAOYIGTNG TToL Ba propel va mailel oKkt kaAvTEpQ Ko 0mtd Tov dNHovpyd ToL 1810V TOL
npoypappatos. To 1961 o George Devol oyediace 10 mpdTO Prounyovikd poundt, mov
ypnoonomdnke oto gpyootdcto g Generals Motors yia epyaciec mov Bempovviav
emkivouveg v Tov avBpwmo. ‘Eva GAlo poumdt mov Kotaokevdotnke to 1966 ftav to
Shakey the Robot, to omoio katackevdotnke and tov Charles Rosen kot jtoav to mpdTo
poumot yevikov okomov. Ovopdotnke “the first electonic person”. Meydin np6odog £ywve
vt TV mEPiodo kol oty Kavotta g TN va emikowvmvel. Zmovdodtepo emitevypa
gtvar n ELIZA, éva mpdypappa ypappévo amd tov Joseph Weizenbaum, wavo vo
GLUVOMIAEL OTO OyYAMKA LE KATO10V AvOpmTO.

H mepiodog 1974-1980 amotehel tov mpdto yewwavo g TN. Ztig apyéc g dekaetiog
avtg N TN kataxpifnke amd moArovS Kot vanpEav mOAAL OKOVOUIKE TpoBANLLaTe TOV
TOPOVCIACTNKAY OTIS EQPOUPUOYES TNG, HE OMOTEAECUO TNV UEYOAN EAATTOOY TV
ypnuatodotoemv. H €pevva mive ota vevpwvikd diktva oyxeddv e€apaviotnke e&outiog
TIg Kpitikng tov Marvin Minsky ywa tovg vevpdves. TTaporeg Tig dvoKoMeg OUMG,
VIapyoLY Kol KAToleg eEAIPETIKEG 10€eC Tov e&gpevvnOnkav og Topeic g TN, dmwg Tov
AOYIKO TPOYPOUUATIOUO, TNV KON AOYIKT Kot GAAOLG,.

H gmotpopn| TV xpnpHotod0Tnoemy aAAE Kot 1| TEPOUTEP® OVATTVEN TMV AAYOPIOU®Y TG
TEYVNTNG VONUOCUVNG CLVETEAECAV GTOV EPYOUO MG OEVTEPNG YPLONG EMOYNG OTNV
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épevva ¢ TN amd 10 1980 £mg 10 1987. Enuavtikd poro 6e avTO EMOIEE 1 EIGOYMYT TOV
expert systems am6é tov Edward Feigenbaum. Ta ocvotiuoto avtd ppodviov Thv
dwdwasioc AMMyng amopdcemy eIKOV. To mpoypaupa pwtodcse Evav €101KO To¢ Oa
CLUTEPLPEPOTAY GE W0 KATAOTOON Kol HeTd, apol elye pdber yuo OAeg Tic mbavég
KOTOGTACELS, oLupPovAeve un €dkovg. H lomovikn kofépvnon ypnuoatoddtnon moiy
ueydia mocd oty katevBvvon avth. Tnpoavtikr eEEMEN vapée kat oTig TeYVIKES Tov deep
learning, kot 6ta VELPOVIKA diKTLA YEVIKOTEPO TO 0TTOi0. EEKIVIGOV TTAAL VOl OTALGYOAODV
EPELVNTEG LETA OO TNV SEKAYPOVN OTAGT AVATTLENG TOVG.

H éMewyn mpoktikov epappoymv oy Prounyavio. 00Mynce 6Tov 0DTEPO YEUDVO TNG
TN v mepiodo 1987 éwg 1993. Kvplog Adyog NTav OTL 01 EMYEPNOELS TOTEYAV OTL M
teyvoloyio avtn dev Mtav Prdoyn owovouikd. H teyvoloylo tmv expert systems
OewpnOnke moAd Samavnpn ywoo vo dtetnpndel ko meprocotepec amd 300 etaupeieg
ewkevpéveg oty TN avaykdotnkav vo kKAgicovv. Mo Oetikn eEEMEN Mtav dTL moAlol
EPEVVITEG TPOTEIVAY KOVOVPLEG OTITIKEG TTOV®D oTnV 1060 TG TN, epguvntéc 0mnmg o Rodney
Brooks kot o Hans Moravec ot poumotiky. A&ilel va avagepbei n dnpovpyio tov TpdTov
aVTO0dNYOVIEVOD OvTOKIVATOL TO 1986 amd v Mercedes-Benz. 'Hrav e€omhopévo pe
KOUEPES Kol aloOnTpeg Ko pmopovoe va ovartvéet Toyvtnta £mg S5mph kot va odnynoet
o€ Opopo ywpig Ao avtokivnto, gunddia 1 avOp®OTOLG.

Amo to 1993 kou votepa 1 TN katapepe va meTHYEL TOAALODG OO TOLG APYKOVS TNG
o16y0vs. 'Evoc amd tovg Adyovg givor  peydAn adénon g vIoAoYIGTIKNG 16Y00G TOV
oLYYXPOV®V VIOAOYIGTAOV. AVTO 00MYNGE OTNV MO OTOTEAEGLOTIKY] YPNCGLLOTOINCT TOV
alyopOpmv e TN amd ) Propnyovio, n omwoio NTav aKOUO ETUPVAAKTIKY) OTEVOVTL GTNV
EMOVACTOOT] OV £PEPVAV Ol WEEC NG TEYVNTNG vonuoovuvng. Evag dAlog Adyog tng
payodaiag avantuEng g TN avtv v enoyn elval 1 d1dPIoT TOV TOUEDV TNG A0 TOVG
EPELVNTEG, KOl M MO  EWOIKELUEVN] EVOCYOANOT HE TOVG O1POpPOVS TOUElG amd
efeldikevpéveg  opnddeg épevvac. To 1995 dnuovpyndnke n A.L.I.C.E..éva chatbot
gunvevouévo amd v ELIZA. To 1997 dnuiovpyndnke o Deep Blue, éva mpoypappa yio
va moilel okdkl, To omolo Katdeepe vo KePOIoEL Evav aydVO, EVAVTIOL GTOV TOYKOGULO
TpOTadAnT. Xt ¥poOVIe TOv oKoAovONncav, HIKpO HEPOG NG kowdtnto g TN
VROGTNPIEE TG OV KATAPEPE VO OMOOMDGEL TO. OVEPA TOV TPAOTOV  EPELVNTAOV YO
onuovpyio pag aAnBuvng vonuoovving, aArd eivor yeyovog 6t m TN eEeliybnke pe
TEPAOTIO fYILOTO, TTLO TPOGEKTIKN KoL TTLO YPY|GLUN OO TOTE TIPLV.

KepaAato 2: Unity
2.1 lMatl Unity;
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H Unity eivoar éva oAokinpopévo cvotnua avdmtoéng cross-platform moyvidoidv mov
avartoyOnke and v etoupio ‘Unity Technologies’ kou ypnoyomoteiton yio tnv avamtoén
TOLVIOUDV Y10l VTTOAOYIOTEG, KOVOOAEC, Kvntd Kot 1otocerides. H ‘Unity Technologies’
etvar plo etaipeion avdmtuéng Aoyispkod moyvidolwv 1 omoio. Ppioketor oto Zav
®pavoicko g Kalpopviag. 1dpHnke to 2004 and tovg David Helgason kot Nicholas
Francis kot apyka eiye 1o 6vopa OTEE ( Over The Edge Entertainment), 6mov to 2007
mpe 0 Ovopo mov EEpouvpe péxpt kol onuepa. H etapia tov Oktdppio tov 2009
napayopnoe dwpedv v Unity pe v €kdoomn 2.6 dmov uéypt kol onpepa dtatibeton
dmpedv. Avto glye oG amoTéAesa vo avENOel ToAD 0 apldudc tov developers kol GUVETMG
TOV TOLVIOLOV TOV avartuyOnkav ekeiv v emoyn]. Onwg avaeépdnke mponyoduevmg N
Unity eivon éva cuotnua avdmtoéng cross-platform mayvidumv, To omoio onuoaivel 0ti divet
v dvvatdtnta otov developer va avartHcel To Toyvidl TOV 6€ OTOLINTOTE TAUTPOPLLOL
emBopel.

O mhateopueg avtég elvar ot €ENG:
e PC
e Android

e Universal Windows Platform

e tvOS

e PS4

e JOS

e Xbox One

e WebGL ( I'a Iotocerioeg )

H emoyn g Unity yo v avémtoén tov moyvidood 0ev ftav tuyoio Kot ot Adyot
nowilovv. To mepPdAriov avdmtuéng g elvar E0YPNGTO Kol EDKOAO GTNV EKLAONGN TOL.
Xpnoiponotei 116 YAOooeg Tpoypoppaticpod C# kon JavaScript. X1y mopovca mTuyiokn
Ba aoyoinBovpe pe v C# 1 onola elvar oA kovtd otnv Aoykn g C Tpdypa Tov v
Kaver €bkoAn oty katovonon tg. Eivar moAd mopayoyikny mov avtd onpaiver 0Tt 0
YPNOTNG €xEL TNV dLVOTOTNTO VO ONUIOLPYNOEL €vol Toyvidl oe €va puKpd Ypovikd
dwaotnpa. Emiong mo onpovtiko etvan 6t £yl moAd peydin kovotnta oty oroio o kabe
évag pmopei va Bpet mAnpoeopieg ylo kémoto TpoPANUa Tov ovTIETOICEL ) Vo TPOTEIVEL
0 1010¢ (o Avon og Kamowo mpoOPAnua. Yrhpyovv mapa moAld tutorials yio tnv KaOe
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AEMTOUEPELOL TNG UNYXOVIG KOl Y10 TV aVOTTTUEN KOOKO KaBMG Kol Y100 TOAAES TEYVIKEG
vAomoinong. Onwg avaeépape Ko mopomdveo 1 Unity €xel kot OO NG MAEKTPOVIKO
KatdoTnpa, 1o Asset Store to omoio etvar oA ypnowo ya tovg developers. Avtol tav
o1 BactkdTepot mapayovteg yio Ty emhoyn ¢ Unity. H ékdoon mov Ba ypnotpomomacovpie
otV mopovoo truylokn ivorn 2021.3.311.

2.2 Unity Editor

O Editor otn Unity amoteleitat amd didpopa panel to omoio pmopodv vo TposapUocTOY
ot TpoTunoelg tov developer kot étot va dnpovpynoet 1o dikd tov Interface. Ta
Kupotepa Panel sivor ta axdAovOa:

e Iepapyia (Hierarchy) / Inspector
e Project Panel

e Scene View / Game View

e Animator/Animation

e Console

e Asset Store

e Lighting
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Ewcova 10 - Unity Editor

[Mopakdto Bo avaidcovpe kKabe éva Eexymplotd Yo vo, KATaAdBovpe TV pPNCOTNTA
TOLC.

2.2.1 lepapyla (Hierarchy) / Inspector

e To Panel g lepapyiog eivar éva and to Bacwdtepa mapdBupa tov Editor dtoTt
elvan exeivo Tov mePLEYEL OAN TOL OVTIKEILEVO TTOV EYOVLLE OMLLOVPYTGEL GTO Tty Vidt
HoG otV cLyKeKpeEvn oknvi. Ta avtikeipeva avtd propovv vo dnuovpyndovv
eite and 10 mopabvpo Project, dnhadn av £xovpe eTidEel omolodnmote apyeio givar
ovpPato pe v Unity kot o €govpe amodnkedoel 6€ £V AKELO GTOV VTOAOYICTY|
pog, gite amd éva amid drag and drop amd to windows explorer. EmmAéov o
developer pmopet va onpiovpynocel kdmow Pocikd £TOo OVTIKEILEVA TOL
npoopépel 1 Unity 0mtmg eivan d1dpopa 3d kon 2d povtéra, dipopa e@E, QOTIGHO
nov Ba avodvcovpe TapoKato, TyéG Nyov kot PBivieo, 3d cameras kaBmg Kot
emioyn yw va dnuovpyncst 1o 0kd tov User Interface. OAla ta mopomdve
umopovv vo eneepyactodv 6tav emreyBodv amd to mapdbuvpo Inspector.
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Ewcova 11 - Hierarchy

To mapdBvpo Inspector eivar €va amd ta onuavikdtepa mapdabvpa mov Exel 1
Unity. Xg avt6 gpooavifoviot OAQ To YOPAKTNPIGTIKA TOV OVTIKELEVOV OV EXOVLE
dnpovpyncet yo to moyviot pog. Ommg kot Tptv 0 YpNoTNG EMALYEL TO AVTIKEIUEVO
nov B€AeL amd TV 1epapyia kot amevBeing epeavifovTat OAA Ta YOPAKTNPIGTIKA TOV
ot0 mapabvpo avtd. Baowd yapoktnpiotikd eivor to transform 1o omoio
emoTPEPEL TNV B€0m, TNV TEPIOTPOPN Kol TO HEYEDOS TOL aVTIKEIEVOL HECH GTOV
Y®po. "'Yotepa pumopovpe péoa and 1o mopdbvpo tov Inspector va ddcovpe 610
EMAEYUEVO OVTIKEILEVO OTOI00NTTOTE A TO. GLGTATIKG oG Tapéyel | Unity. Xta
KePOAoo 4 Bo avoOADGOVHE TOL CLOTOTIKA TTOL EYOVLE YPTCLUOTOUCEL Y10 VO
ONUIOVPYNGOLLLE TOV TTPAKTOPA HaG Kot Ol povo. Ot TAnpoeopiec mov pmopet va
ndpel 0 ypnotng yw kébe oaviikeipevo mowkilovv avdAioyo pe to €100¢ TOVL
OVTIKELUEVOV.
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©® Inspector ' Undo History
Eﬁ ¥ Agent
-
Tag AlcarTrigger
ETET Open Select

o Transform

Position X 116.6199 Y -40.875
Rotation X 0 Y O

Rigid y

" Box Collider

Car Movement (Script)

4,

Behavior Parameters

Decision Requester

%

7 Ai Agent (Script)
Ray Perception Sensor 3D

Ray Perception Sensor 3D

®O0 000 O® OO

%
W
#]
#]
e

’ Box Collider

%

Add Component

Eiwxovo, 12 - Inspector

2.2.2 Project Panel

To mapdBvpo Project eivan ekelvo mov mepiéyet Oha ta apyeio mov eivon veHOvva yio TV
onuovpyia evog mouyviorov. Exel Bpiokovior 6Aot ot dxelol mov umopel vo @TIdEEL O
developer ywa v koA opydvmon TV apyeimv Tov kabmg Kot OAeg TIC IKOVES, Ta. Bivteo,
TOLG MYOVG, TO TPLGOIACTATO KOl O10OLAGTATO LOVTEAN, TO SCTIpPtS KOl TOAAL OKOLOL TTOV
emBupel va ypnopomomost. Xto mapdbvpo avtd o developer pmopel va dnpiovpyncet 1o
HeyoAVTEPO TAND0G Ao avTIKEILEVA amopaitnTo Yio TNV AvATTLEN EVOC O VIOL00, OTWS
Yo Topddey Lo 1 dnpovpyia apyeimv koK, materials ta onoia givatl veHBvva Yo Ta
textures Tov kd0e avTIKEEVOL, TOL animations, S1APOPa EPE KO TTOAAL AKOLLO OTOPAiTTO
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epyodeio.

Ewova 13 - Project Panel

2.2.3 Scene View / Game View

To Scene View &ivar 1o panel gkeivo 610 0m0i0 PmMOPEl VO KATOGKELOGTEL | GKNVI| TOV
mayviolov. Etvar o ydpog mov pmopet o developer va eneepyactel OAa Tov o ovTikeipeva
YPNOLOTOIDVTAG TO €ENG epyaAeia TOV Tpocspépet o editor:

e Hand Tool

Me o gpyaieio awtd 0 xpNoG Hmopel va mepinyndet péca oTov YMPO TG GKNVAG
mov glvar evepyng péom g 3D kapepac.

® Move Tool

Me 10 gpyoreio avtd o ypnomg pumopel vo emié€el éva avtikeipevo omd to
napdBupo g epapyiog 1 amd 10 Tapdbvpo g GKNVIG Kt VO TO LETOKIVGEL GTO
YDOPO TPOG OAES TIC KATEVOVVGELG.

o Rotate Tool

Me 10 gpyoreio avtd o ypfotng umopel vo emdéfer éva avrtikeipevo Ommg
OVOQPEPOLE TPONYOLUEVMOG KOl VO TO TEPIOTPEYEL OTO emAeyuévo  dEova
TEPLGTPOPNG TOV AVTIKELUEVOV.

o Scale Tool

Me 1o gpyaieio avtd o ypnotng umopet vor ahAalel To péyehog Kot TG O106TAGELS
TOV EMAEYUEVOD AVTIKEIUEVOV.
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Eixova 14 - Scene View

To Game View givar 10 mapdBupo ekeivo mov deiyvel kbbe @opd v TEMKY| LOPPT TOV
oy vioov. Exel o ypnomg pumopel va yeptotel Kot vo TEPAUOTIOTEL Le TOV XOPaKT PO
OV €YEL PTIAEEL, VO EVTOTIGEL AAON KO VO ATOPAGIGEL TIG EMOUEVES TOV EVEPYELEC.

Eiwxova 15 - Game View
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Ot evépyeleg aVTEG TPOYLOTOTOIOVVTOL LE TN XPNOT TOV TOPOKATO TANKTPWV:

e Play

Me 10 mAKTpo play o ypnotng umopel va TpEEet Kal vaL SOKIUAGEL TNV TEAKN LOPPN
TOV TTOYVIOL0D Y10 TNV OVTICTOLYT OKMVY).

e Pause

To m\nKtpo pause ypnotpomoteiton yoo vo yivetar madon Tnv oKnvhg oe €va
OLYKEKPIUEVO KOPE, MOTE VAL YIVOLV OTTO1EGONTOTE OAAAYEG.

e Step

To mKtpo Step ypnoyLomoteital ®GTe Vo UTopel 0 ¥PNOTNG VO TPOY®PAEL KapE
Kapé oniadn Prina Prpa oto moyvidl yio v eEAEYYEL KOAVTEPA TIG OAAAYEG TTOV
yivovton ite o€ TYEG €lte o8 AAAeS LETAPANTES TOV TTOYVISL0D.

Eixovo. 16 - Control Buttons

2.2.4 Animator/Animation

Yndpyovv dvo mapdBupa yio to animations. To wapdBvpo Animator Kot To Animation. To
napdBvpo Animation eivor vrevbvovo Yoo TV dmuovpyio TV animation kAaOe
avtikelévov. H Unity €yel kdver moAD €OKOAN v ypnomn Kot tnv onpovpyio twv
animation kafmg £xel Eva ToAD €0KOAO 11 Ypron mapdbvpo. And v dAAN To Tapdbvpo
Animator gival vtevBvvo yio v enegepyacio Twv animation IOV OMULOVPYNCOALE TPV KoL
vy Tov €Aeyyo Kot ywo TIg petapdoelg omd €vo animation oe va GAAO pE TNV ypNom
dpopmVv TOTMV petafintav Ot int, float, bool kKA. OAa ta Animation mov pmopei va
etidéel o developer pmopovv vo TPOYPOUUATIGTOVV HEGO OO TOV KMOKO LE OLAPOPES
EVIOAEG EAEYYOL OV TTapEyovTat omd TV PAodnKn g Unity.
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= Animator

Layers Parame

DrivingBlendTree

Piayer Turn Left -
Player Idie
« Turn Right - -

Eiwxova 17 - Animator

\nimati

M4 4 B B o

Eixova 18 - Animation

28



2.2.5 ProBuilder

To ProBuilder eivor éva ypnowo epyoieio mov ypnolomomdnke ota mAoiclo
ONUoVPYiog TOV oY VIOOD. XZVYKEKPIUEVO OlveL TNV SLVOTOTNTO KOTOOKEVNG KOl
OYEOOGLOV TPIGOIACTATMV OVTIKEUEV®V, OTTMC Yol TOPAdELYLo Eva Bpdyo Héxpt Kot
éva. OAOKANPO KTNplo, Ympig Tn ypnon kdémowov dAilov mpoypdupatoc. o va
YPNOLUOTOU|COVE VTO TO EPYUAEID TPEMEL TPMTO VO TO EYKOTOGTCOVUE OO TO
Unity Package Manager mov 0o ava@épovpe mopokito.

2.2.6 Lighting

To Lighting otnv Unity Aettovpyel mpoceyyiloviag 10 TMG GUUTEPLPEPETAL TO YOS GTOV
npoyuatikd koopo. H Unity ypnoiponotel Aentopepn LOVIELD Y10 TO TOG GOC Yo EVOL
T PEOMOTIKO OTOTEAEGUA 1 OTAOTOMUEVO HOVTEAD Yol €val 7O GTLALOPIoUEVO
OTOTELEC L.

H Unity droBétel T€00€p1g TOTOLS YO0 TNV dNUovpYia piog TNYNS POTOC

1. Point Light: IInyn mov dwayéel 10 omg mpog OAES TIG KATELOVVGEIS GOOPIKA
Omwg o Aquma. Avaioyo pe v €viootn mov £xel OMCEL O YPNOTNG, OLTY
LLELOVETAL OVTIGTPOPMG OVAAOYQ LLE TNV OTOGTACT OO TNV TNYY).

2. Spot Light: IInyn mov dayéet 10 pmg KOVIKA oav Evog eakos. Me katdAinin
pOOuIoN pmopodue va aAAGEOLLE TNV YoVia Kot KOTE GUVETELD TO TAGTOG TOV
KAOVOL, TNV £VTOOT] TOL OTOG KOt TO EVPOC TOV.

3. Directional Light: [Inyn mov n évtaon dev e€aptdtol and TV andeTAcT Kot
ovvenmg pmopel va toroBetnBel omovdnmoTe HEGH TNV GKNVI.

4. Area Light: H teployn mov dwoyéet to omg opiletar amd £va opboydvio. To pwg
EKTEUTETOL G OAEG TIG KATELOVVGELS OLOLOLOPPO GE OAN TNV EMPAVELL TOV,
oAAG povo amd v pia mievpd tov opboywviov. Agv vrdpyel yeypokivnTog
ENeYY0G Y10 TO €0POG TNG TEPLOYNG POTICUOV, ®GTOGO 1 £viaoT Oa peiwbel oto
AVTIGTPOPO TETPAYMVO TNG ATOCTUCNG KAOMG QIO LOKPVVETOL OO TNV TNYT). X€
LTV TNV TEPITTMOOTN EMEWN O LIOAOYICUOS TOL POTIGHOL &lvol apPKETA
OTOLTNTIKOG Y10 TO GVOTN A, 1) XpNon TV Area Lights dev pmopei va yiver Real
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Time aAAd povo Baked.
H Unity sw0¢tet tpeig TpOTOVG LITOAOYIGHOD Y10 TOV POTICUO

1. RealTime Lighting : Eivou ) mo10 amoutntikn emioyn yuo to cOotnpo Kabmg
YPNOOTOIEITOL Y10 TTNYEG PMOTOG TOV TPEMEL VA, AALAEOVY TIC 1O1OTNTEG TOVG 1)
7OV OMpovpyoHvtal HECH cevapimv Katd tnv didpketa To moryvidod. H Unity
VTOAOYILEL KO EVILEPDVEL TOV POTIGHO OVTOV TOV POTOV KAOE Kapé Katd Tov
YPOVO EKTELEOT|G.

2. Baked Lighting: Eivain Aydtepo amartntikn emthoyn 016t Unity vroloyilet
EK TOV TPOTEP®V TOV POTIGHUO OO QLTA TO AT TPV TOV YPOVO EKTEAECTC.

3. Mixed Lighting: Eivoi évoc ocvvdvacpdc tov o0V0 TponyoLUEVOV Kot
xpnowonoleitor Kupiwg ywoo oknvég mov oev eival amapaitnto vo Kévet
vroloylopovg Real Time oe OAeg TG QTEWES TNYEG, £TCL OOTE VoL UNV
KATOVOADVOVTOL TOAAOT TOPOL TOL VITOAOYLIGTY AOKOTAL.

2.2.7 Console

To mapdBvpo Console givat exeivo mov PEAVIiEL GOAALATOL, TPOELOOTOTIKE LIV LLOTOL KO
AL pmvopato wov dnpovpyovvrot awd v Unity. Avtd fonddetl Tov TpoypaploTioT) vo
avTiAneOel 0TIONTOTE APOPA TOV KOJIKA TOV GUVOEETAL LLE TO AVTIKEILEVO TOV TTOLYVIOOV
Kot 0yl povo. Eivor and to onpavtikdtepa mapdbuvpa oty Unity 10Tt KAVEL ApKETE oA
™V SdIKaGio TG AmacPUANAT®ONG Kol TPOEWOTOLE Yo TpoANpaTe Tov Umopel va
TPOKOLYOLV Kot TNV avdmtuén tov Toyvidov. Emmpodcheta diver v dvuvatdtnta 6tov
YPNOTN VO ELPOAVIGEL T OIKE TOV UNVOUOTO Y10 VO vy veDGEL AGON KdvovTag ypnon g
KAdon Debug.

2.2.8 Asset Store

H Unity €xet éva 61kd ¢ nAektpovikd katdotnpa tov ovopdaletor Asset Store 1o omoio
TEPLEYEL YIAMAOEG OPEAV 1| GE TPOGITEG TIUESG GTOoyYEln, TPdya Tov Kdvel Tov developer va
eEokovopel ToATIHO Xpdvo Ko TpooTdBeia amd v dovAeld Tov. Tétola ototyeia pmopet
va givol TplodldoTaTo Kot d1o01doTote LOVTEAN, £TOLO apyEior KOOTKO TOL VAOTO0VV
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SLAPOPES KATACTAGELG, OPYELD OV, EIKOVAG KO ALUETPNTOL OKOLLOL.

& unity Asset Store

Q Search for assets

e top-selling art

Staff picks on sale

Eixova 19 - Assets Store

2.2.9 Package Manager

EmuAéov n Unity d100étet éva ecmtepikd Package Manager e tov onoio o ypriotg pmopet
VO €YKOTAGTIOEL YPNYOPX Kol E0KOAN TOAAG TakéTa Yio To project Tov. 'Eva makéto eivan
évag ovvdvacpuds and Assets, Shaders, Textures, Plug-ins, Icons kot Scripts pe ta omoia o
xpNoTNG Umopel vo BEATIGTOMOMGEL TOAAG KOUATIOL TOV project Tov. 'Eva amd avtd ta
nokéto etvor kou ot ML-Agents 10 omoio kot Bo deifovpe mopokdT® TOV TPOTO
EYKOTAGTOGNG TOVG.
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ML Agents

ec

Eiwcova 20 - Package Manager / ML Agents

2.2.10 Android Build Support

To peyaldtepo mAnBog TV Pivieo maryvidudy mov £xovv avamtuydel Yo KivnTtég ou-
okevég gtvon pe v Unity. Av 1o mayvidt pog mpoopilotav yua android cuckevn| Oa mpé-
TEL VoL AAPovpE VITOWT| Lo TV EMA0YN oL pog 6ivetar Yoo Android Build Support. Av-
topato n Unity katepdler to SDK (Software Development Kit) kou to JDK ( Java Devel-
opment Kit) mov eivar amapaitnta yio va dnpovpyndet to extedéoipo apk apyeio. Emt-
npdcsbeta yia Tovg developers mov mpoopilovv to moryvidl Tovg Y Android cuokevég,
vrapyetl dStbéoun epappoyn ywo android kot IOS cvokevéc and 1o Google Play Store
Kot yio to App Store avtictorya mov ovopdaleton Unity Remote. Avti n epappoyn cuvoe-
eton pe v Unity eve exteAeitan to Project otnv Aettovpyia Play amno tov Editor. H o-
kN €€0do¢ and tov Editor otéAvetal oy 000vn TG GLGKELTG TOV Elval GLVOEdEUEVN
péc® KaAwdiov kat ot £160001 oL divel 0 YPNOTNG LEGM TNG CLGKEVNG TOV, OMOGTEALO-
vto Tiow oto TpEYov Epyo otn Unity. Avto emtpénel 6TO va VILAPYEL POl KOAT EVTUTMOO)
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v To TG o paivetal kot yepileTon TO TOYVIOl GTNV GLOGKELT] TPOOPICLOV, YOPIC TNV
ToAoUTOPio pog TANPoVS dnuovpyiag ekteAécton apyeiov kdbe opd yio Sokiu.

Ta dedopéva 16600V amd TV GLCKELT OV peTadidovtol Ticw otov Editor eivar ta €€ng:
e Eicodot and touch kot ypaida.
e Emtayvvoiduetpo
e ['vpookomo

o Kdpepa cvoxkevng

o [Iv&ida
e GPS
e Joystick

2.2.11 Project Settings

EmutAéov m Unity €xet éva moapdBupo mov ovopdleton Project Setting, péco oto omoio
VIAPYEL Evag TANO0G amd KapTEAES Yo TIC YEVIKEG puBuicelg mov oyetilovtat pe tnv Unity.
Mia amd avtég givat yio tnv dnpovpyio Tov KTEAEGIHOV apyelo OTmG etvat TO OVOUA TNG
EPAPLOYNG, M €kdO0T|, TO Gvoua TNG £TALPiO TOL TO ONUIOVPYEL, TO EIKOVIOO KOl TOAAES
KOO EMAOYEG Y10l TOVS TTPOYPOUUUOTIOTES TNG EPaPLOYS. EmumAéov, vdpyet pa koptéia
nov ovopdleton Quality 1) omoia pog emTtpénel voL 0piGOLLLE TO EMTEDO TOLHTNTOAG YPAPIKDV
mov 0éhovpe M Unity va amodmoetl. o Kivntég ovokevég 1 Yo TOAOOTEPO VAKO
TPOTEIVETAL VO GTOYEVOVUE GE PIKPATEPT TOLOTNTA €AV BEAOVLE VO TETOYOLLLE VYNAOTEPQ
Kkapé avd devtepdrento. o va mhpe 6to Tapdbvpo oVTO KAVOLUE OPLoTEPO KMK GTO
Edit > Project Settings. Xtnv mopokdto @oToypagios Hwopovpe vo S0VUE TOV TIVOKO
ToTNTOG OOV KAT® 0amd avtdv vrdpyovv ot pvbuicelg ywoo T0 emAeyuévo eminedo
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TOLOTNTOC.

£ Project Settings

rformance Quality

Training
Default

Add Quality Level

Current Active

Name Training

1
Don

Half Res

Forced On

Eiwcova 21 - Project Settings

2.2.12 Tags kal Layers

H unity pog moapéyet tpdmovg avayvopiong tov gameobject mov xpnoiponolovpe. Avtod
yivetal pe v xpnon tov tag kot tov Layers. To tags givor éva 6vopa mov pmopovpe vo
dmoovpe oto gameobjects Kot Pe avTOV TOV TPOTO VOL TO YPTCLOTOUGOVUE HEGO GTOV
KOJKa yo. TNV emitevén odpopwv Astrtovpyunv. Ta Layers givor n opodomroinon twv
gameobjects Tov HolpAalovTIol GUYKEKPIUEVO YOPOUKTNPLOTIKA KOl UTOPOVLE VO T XPNOl-
LOTOMGOLUE HETAED GAL®V Y10 v TEPLOPIGOVLLE SLAPOPES AetToVpYieg TNG unity.

2.3 Texvoloyieg Unity

H Unity vrootnpilet 600 YADGGEG TPOYPAUUATIGHOD Yo TV dnpovpyia twv Scripts. Ty
C# ko v Javascript 6mov Kot ot dvo glvarl avTIKELEVOSTPAQEiC. Ot YADOCOEG AVTEG
evoopatodnkav otov Editor petd omd v 5" €kdoon g Unity xoBmg péypt 101€
vrootpile Vv yYA®woca Boo. o v vAomoinomn tov moyvidolod mov Ba deiovue
mopoKaTo £xel yivel n xpnon g YAwooag C#. EmmpocsOétmg n punyavn avty| propel va
vnootnpilel 10 peyoAvTEpOo TANOOG TOV TPIOOACTAT®V TPOYPUUUAT®OV Yoo TNV
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LOVTEAOTOINON TPIGOICTAT®V avTIKEWEVOY O0ntw¢ eivar 3DSMax, blender, Lightware,
XSI, Cinema4D ka1 moALd akopo. Oha to Tapamdve eEdyovy o LOVTELD TOVS GE apyeia
tétoto Tov 1 Unity pmopet vo vmootnpi&et kot va ene&epyaoTet.

2.3.1 H yAwooa MNpoypappoatiopou JavaScript

H yAdoca mpoypoppotiopotd JavaScript eivor Olepunvevtikn yAMOoo Kot opykd
OmOTEAECE PEPOG VAOTTOINGNG TOV PLALOUETPNTAOV 1GTOD, MOTE TEANTEG Kol YPNOTEG VA
UTOPOVV VO AVIOAAAGGOUV Ogdopéva  aclOyypova Kot va oAAGLovv SVVOUIKE TO
TEPLEYOUEVO TOV EYYPAPOL TOL TOLG eppoviiotayv. Eivar pia yAdooo cevapiov kot 1
ouvtaén g stvan emnpeacpévn and v YAoooa C. Apywd onpovpyndnke amd tov
Brendan Eich g etoipiag Netscape pe v Emovopio Mocha, émov apyodtepa
petovopaotnke o€ JavaScript. Ztnv Unity ta apyeio kddwa £xouv KatdAnén .js.

2.3.2 H yA\wooa Mpoypappatiopou C#

H yhodooa mpoypoppatiopod C# onuovpyndnke amd v Microsoft pall pe v
mhateopua Visual Studio.NET 1o 2000 1 onoio fjtav mapopoto pe v Java. H C# sivan
pio. omAr), HOVIEPVO, YEVIKOU GKOMOV OVTIKELUEVOSTPAPNS YADCGO TPOYPOUUOTIGLOV.
Eivon oyetikd anin yAdooa, ypnoyuonotel KAAGES Kot Onpovpyel aviikeipeva to omoio
Exouv UETOPANTEG OV TEPLYPAPOLY TOV TOTO TOL OVTIKEWWEVOL Ko TIG HeBdOOVS OV
TEPLYPAPOLY TL KAVEL TO avTikeipevo. Eniong mapéyet moAhég evompatopéveg Aettovpyieg
Kot BipAtodNkeg mTov Kavouv v avantuén mo ypryopn. O xpdvog cOVTaENS Kot EKTELECTG
™G elvat TOAD Yp1yopog Kot £ival ac@oAng Tov avtd onuaivel 0Tt xel TpocPacn Lovo ot
Béom pvnung oty omoia £xet et extédeonc. H dadcacio dnuovpyiag evog C# apyeiov
otV Unity givar moAd amAr). [TAonyodpaocte oto mapdbupo Projects, kdvoope de&i kik /
create / C# script. Oha ta C# apyela £xovv v katdAnén .cs.

2.3.3 Monodevelop kat Visual Studio

To Monodevelop eivar éva mpoypappa — €va mepidrriov avdmtuéng to onoio divel v
duVaATOTNTO GTOV TPOYPOLUATICT] VO ONUIOVPYNCEL KMOIKO Yo TNV EKTEAEGT] TOL
mayvidoL. Otav yiveton eykatdotoon ¢ Unity vdpyel | EMA0YN TG EYKATACTAONG Kot
tov Monodevelop mov pali pe v Unity vrootnpilovv Ti¢ YAOCGGES TPOYPUULATICHOD TOV
avaeepOnkape tponyovuévas. Emmiémy n Unity diver tnv dvvotdtmta va yiver np yprion
ka1 Tov Visual Studio cav emAoyn| yia to TepPAALOV OVATTUENG TOL KMOOKO TO OTTOT0 Kot
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0o xPNOYOTO|GOVLE GTO TAAIGLOL TNG TTTLYLOKTG.

2.3.4 Prefabs

Ta Prefabs givat évog €101K0G TOTOG GTOLYEIOV TOV EMTPENEL TNV TANPY ATOONKEVOT TOV
GameObjects 610 project yio emavaypnolomoinon. Avtd to oTolyEio. 6TV GUVEKELL
UTOPOVV VO, LOIPACTOVV HETAED GKNVAOV 1) 0KOWO Kol GAL®DV EpymV Yopic va ypetaletol va
dwpopembotv Eava. ‘Eva prefab mov ypnoyonoteital oty epapyia eivar Eva aviiypopo
tov prefab mov PBpiockeron oto mapdbvpo tov Project. Avtd onpaivel 6t omoladnToTE
OAAOYT] KOl OV EQOPUOCTEL OTO OVTIKEIUEVO, HETOOIOETAL Kol oTO apylkd prefab.
Emumpocbétog pmopodue vo dnpovpynoovpe éva avtikeipevo péco omd oto dAlo,
Kkévovtog To andyovo. Eva aviikeipevo amdyovog TaipveL To YopoKTPLoTIKAE TOL TPOYOVOL
TOV OTMG £lval 01 GLVTETAYUEVEG Kot dAAa Tov pmopel va £yovpe opicet gpeic omd mpuv.

Ta Prefabs powalovv apketd pe dAda avrikeipeva mov epgavitovratl 6to mapdbvpo Project,
®61d660 0 TOHTog apyeiov Tovg elvan .prefab. Zto mapdbvpo g epapyiog Ta avrikeipeva
OVTE OVTITPOSOTEVOVTOL LE UTAE KEIEVO KOt UTAE KOPO.

Ké0¢ Prefab mov torofetovpe otov Kdopo pag €xel €va component vevduvo yia v Béom
ToVv kot to pEyehog Tov. Avtd eivan to Transform. Onwc PAEmOLLE KOl GTNV TAPOKAT®
EIKOVA VO OVTIKEIEVO anTOUATO TTOipVEL TIHES 0md TO TePPdAdov dmwg givarl | B€om Tov,
N TEPLOTPOPN Ko T0 PéEYeBog Tov. AVTéG ot TipéS PEPara aArdlovv pe Bdon v Sk pag
OPECKELD.

Ewova 22 - Transform

Y10 moyviol mov €xovpe avamtHEel, Exel Yivel xpnon SpOpOV OVTIKEILEVOV TOV OTOimV
Kot B avadvcovpe, KOOMOG Kot TO TMG EVOOUATOVOVIE KOUUATIO KOOKO TOV EAEYYOVV
OAeG TG Aettovpyieg TOVC.
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KepaAato 3: Avamtuén matyvidlou

3.1 >1o)0C¢

O oKomo¢ TG TAPOVSAG TTVYLOKNG EVOL 1] KATOVONOT TOV PACIKOV AEITOVPYLOV TNG UT)-
YOVIKNG pdbnong péoa amd toug ML-Agents. Zav Bactkdg 6TOY0G Eival 0 TPAKTOPAS LLOGC,
OV GTNV GUYKEKPIULEVN TTEPITTMOT EVOL TO VTOKIVITO HOC, VO KOTAPEPEL VO OAOKANPDGEL
NV TOTA TOV EYOVUE ONULOVPYNGEL GE OGO TO SVVATOV YPNYOPOTEPO YPOVO Ko OTOPEVYO-
VToG TAVTOYPOVO T EUTOLN TTOL LILAPYOVY 6TO dpOpo Tov. Eite avtd sivor dAda avtoki-
vnra, €ite dAla epumodda. Tov Tpdmo exkmaidevong Tov Ba Tov avaAOGOLLE e AETTOUEPELES
070 TETOPTO KEPAANLO .

3.2 Avarmtuén meptBAAAOVTOC

INo v avartuén kot ) dnpovpyia tov weptPdAlovtog Ba kbvovpe xpron oxeddv Ohwv
TOV TapabipOv OV avoeEpapre mopamdve kot Bo dodue ovoAvTikKG TV mTopein
onuovpyiag Tov. Emiong Ba dodpe tL avtikeipeva Exovpe xpnoYLOTOmMacel KaBmG Kot mmg
Oa To OnpovpyodE GV OVTOTNTEG Yo TO Ty vidl pog. X1o panel g epapyiog Exovue
dnuovpynoet éva empty object to omoio 1o Eyovpe ovoudost Training Set. 1o ecwTEPIKO
0V VIdpyovv OAd doa glvar amapaitnta Yo v eknaidevon tov Agent pog. Avt v
TEYVIKY TV €@appolovpe dote 6tav £€pOet n oTIyU TG EKTALOEVONG VO UTOPEGOVLLE,
KGvovtag copy-paste moAhomAd Training Set, va emtaydvovpe 1o xpoévo ekpddnong. To
OLYKEKPIUEVO TEPIPAALOV oL €xel @ToTEl OTO MAOIGLOL TNG TTLYOKNG EPYACIOg
amoteleiton and éva prefab mov Oa elvatl 10 o TOKIVNTO dNANOT O EVELNE TPAKTOPAS, TNV
mioTo-0popo otnv omoio Ba kévovpe TV ekmaidevon kot 10 e€mtepikd mepiPdiiov. O
KPOTNOOLUE OmAO Kol  €Aagpd To TePPdArov Yoo v pog Bondnoel vo kdvoovpe tnv
exmaidgvon oo ypryopa. Avtd €aptatal amd TV OVVAUN TOL VITOAOYIGTY, YTl OTTMS Hat
OVOADGOVLE KOl OTO EMOUEVO KEPAAO OV Ba efvan povo éva mepifdilov oto omoio Oa
yiver 1 ekmaidgvon.

3.2.1 Terrain

To Terrain amotelel v Paon tov mepPdAiovtog pog Kabng sivat keivo mive 6to omoio
Ba yticovpe 6Aa ta vworouma. Otav 0 YPNOTNG TATNGEL TNV ETAOYN Onpovpyiog evog
€00(POVG QLTOUATO ONUIOLPYEITOL Eva TETPAYWVO £00POC L€ CLYKEKPUUEVES OLOGTAGELS
optopéveg and v Unity. O ypriomng unopel va eneEepyactel Onmg BEAEL TO £00(pOC ALTO
KAVOVTOG YpNoT TV pYareiwv Tov Tov Tapéyovtal. Ta epyoleio avtd etvor ta €ENG:
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Eiwxova 23 - Terrain Settings

To mpmto epyareio ovoudletar CREATE NEIHBOR TERRAIN xot divel v
duVATOTNTO GTOV YPNOTN VO TPOCHEGEL YEITOVIKA £049N €MEKTEIVOVTOG £TGL TO
£00POG TTOL £)EL PTIAEEL.

To devtepo epyareio ovopdaletar PAINT TERRAIN kot givot To 1010 oNpavtiKd
gpyorelo d10TL Tapéyel emMA0YEC eneEepyaciog TOL £00QOVG OGS fval 1 avOY®oN
10V, 10 {YpaPIoHa TOV e textures TG apecKEIG TOV, TNV OLUUOPPOGCT) TOV OTMG
v Tapadetypa v dnpovpyia evog fovvov, evog motapo, va opicet Hym kot GAla
TOAAGL.

Tpito epyareio ovopdletor PAINT TREES kot givat yia tnv mpocOnkm oévipmv.
O Xpnotg pmopel vo ypNOLULOTOMGEL TO ETOLUN TPLOOACTOTO OEVTPO TTOL EYEL M)
Unity, oAAd pmopel eniong va dnpovpynoet dikd tov av o 1010¢ to emtbupel.

To tétapto gpyareio ovopdletor PAINT DETAILS kot ypnowonoleitol yio v
TPocHNKN OAMV TOV LIOAOWT®V AENTOUEPELOV OMMG VOl TO YPAGIOL KoL Yol
0mO10dNTOTE GAAO TPIEIACTATO 1 Kot S160146TATO LOVTEAO O ¥pNoTNG embopel va
YPNOLOTOGEL.

To televtaio epyareio ovopdletor TERRAIN SETTINGS kot givot yuor OAeg T1g
YeVIKEG puOuicelg Tov £66.povg.

3.2.2 Canvas

To canvas givon éva and to Pacwkotepa ototyeio otnv Unity edv éhovpe va ptid&ovpe
OTO100NTTOTE OVTIKEILEVO OV BEAOVLE Vo gppavicovpe oty 006vn. [lepiéyet OAa Ta texts,
ewoveg, Pivreo kot aAAa ypapikd ototyeia. Kabe Ul ororyeio mov Ba dnpiovpynbei mpémet
va etvar Toudi Tov canvas yuo va mapet OAeg TG pubpicelg kot vo gppaviotel. o va on-
povpynoovpe €vo canvas apket vo Tape oto mopdvpo g epapyiog, Kot pe 0e&l KAk
emiéyovpe Ul -> Canvas. Ta Ul ctoyeio gppavifovton Le TV GEPA TOL VTAPYOLV GTO
TapaBovpo ¢ epapyiog.

[Na to oy vidt pag Exovpe eTidéel dmoeka texts, 600 yia kdbe Agent. Onwg Oa dovpe Kot

38



oTNV GLVEYEL, OEAOVLE VO LETPALLE TO XPOVO TOL KAVEL KAOe Agent TNV ToTA KOl VoL TOV
enpavifovpe oty 00ovn. Ta TpodTa €61 text Ba epeavifovv Tov ¥pdvo Tov KEvouv amd 10
EeKivn Lol TOL YOPOL HEYPL VO TOV OAOKANPMGEL Kol ToL VTOAouTa. £E1 O KpaTAvE TOV KOAD-
TEPO XPOVO Y10 TOV KGO Eva Agent. O £heyyog TOL ¥pOVOL KABMG Kol TO OVOLLNL TTOL ToipVEL
10 KaOe text yio Tov Agent Ba dovpe TOG VAOTOMONKE GTNV GLUVEYELX.

Kdé0e text éyet T1g 01K1€G TOV TAPAUETPOVG OTTMG TO PEYEDOG TNG YPOULATOGELPAS, TO YPMLLOL,
v 0éom Kot ToAAEG axdpa emhoyég. To ypdua TOV EXOVILE OPICEL OVTIGTOLYEL OTO YPDOLQ
TOV avToKIVNTOL TOV Agent Yyl va givorl Eexdbapo yia molov Agent avtioTolyel T0 KdOe
éva.
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Truncate

Eiwxcova 24 - Canvas, Text

3.2.3 Track

O 5pOLOC TOL INUIOVPYNGOLE Y10 TV ATOTEAEITOL GO SLAPOPO EEYDPITTA KOUUATIH OTTWG
elvan evBeieg, oTpoPEc avneopeg Kot Katneopes. Na onueiwdel 6t ta prefab tov dpopov
dev ta Eyovpe dnpovpynoet gpelg kabmg ta mapéyet | Unity amd éva dAlo sample project
OV £YOLV AVOTTOEEL 01 10101 Ko givon dwpedy Tpog Aqyn. Xto track £yovpe opicel g tag
10 6vopa road. APOTOL £YOVLLE ONUOVPYNGEL TO EMBVUNTO LOG EMITEDO, OA TOL KOULATLO
amd ta omoia amoteleitan, Ta £xovpe opadomomoetl o€ Eva, Empty object to omoio to £xovpe
ovopdoet TRACK va givar moto opyavopéva. To kdBe éva koppdtt oty miotag £xel K-
molo. components Yo va uropet va etvar Aettovpyko. [épa and to facikd component Tov
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elvai o transform mov €yovpe avapEpet, £xel GALA TPio OTOC PaiveTol TNV EKOVA 24,

e To Mesh Filter eivan ontikdg oyedacudg tov dpdpov. ‘Eva tpiodidotato avrikei-
pevo otav dnuovpyeitan €xet kdmota yapaxtnprotikd. To Pfacikdtepo givor amd
OGO TOAY®VA ATOTEAEITOL KO TO TG Elval oyedtacpéva. Avtd divel TNV TEMKN
EUGAVION GTO AVTIKEILEVO.

e To emduevo component mov £xet eivar to Mesh Renderer. Xe avtd 10 component
umopovue va, Baiovpe éva n cuvdvacud amd materials. ‘Eva material givot o ypm-
LOTIKOG oxedlacoc tov avtikelévov. H Unity €xetl epyaieio dnpiovpyioag vog
material, aAAd epeic Oa KPATHGOVLE TO VILAPYOV TOV EYEL TO OVTIKEILEVO Y1OTI KO-
AOTTEL TIG AVAYKEG LLOG.

e Televtaio component givar to Mesh Collider. Xwpic avtd o dpopog pog Bempeitar
“adpatog” ONAdY| 0V VILAPYEL ELEYYOG Y10 GUYKPOVGELG

ﬁ Modular Track Straight (Mesh Filt
ModularTra

% + Mesh Renderer

Materials

Element 0 & Modular_Trac

Lighting
Probes
Additional Settings

H « Mesh Collider

Add Component

Ewcova 25 - Track Components

3.2.3 Checkpoints

INo va umopécovpie va ekTode0COVIE TOV TPAKTOPA LG MGTE VO LAbel va 0dnyel otnv
nioto mpénel vo eTidEovpe kKdmowo onueia oto omoia kKiBe opd mov Ba ta TEPVAEL Vo
emPpaPeverar. [a v dnuovpyia evog checkpoint £yovpe mher oto panel g epapyiog
Kot Eyovpe dnuovpynoet Evo empty object mov to Eyovpe ovopdoel Checkpoint. "Yotepa
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Kévovue copy-paste G0 TIGTEVOVUE OTL Elval OPKETE BOTE VO KOADWYOLV OAO TO EMIMEDO
¢ miotag Omwg PAEmovue oty ewdva 26. Kdbe checkpoint €xer évar C# script mov Oa
avaAvoovpe 6to emdpevo keediaio kot €va Box Collider pe v emioyn IsTrigger
evepyomomuévn, e dooTdoels 0G0 Kol TO TAATOS TOL ToL dpopov. Aev ypelalOUacTE
kamolwo Mesh Renderer otmv ovykekpylévn mepinmtoon O10TL dev HOG eVOLPEPEL TO
checkpoints va givor opatd oe gudg mapd poévo otov mpdktopo pog. Emmiéov ke
checkpoint €ye1 Tag pe to 6vopa checkpoint, ®oTe Vo LTopEGOVLE VAL TO AVOPEPOVLLE GTOL
scripts Tov Oo YPNGUYLOTOCOVLIE.

Ewcova 26 - Checkpoints

Ola ta Checkpoints mov €yovpe dnpovpynoet givor Todld evog empty object mov 1o é-
yovpe ovoudoet checkpoints, ®ote va eival 6OoTA opyavopéve kot opadorotmpéva. H
Aertovpyia Tovg kabopiletor and dvo Scripts, to Trackcheckpoints mov PBpioketon oto
TrainingSet kot to Checkpoint Script mov 6mwg avaeépape vdpyel o KaBe Eva check-
point.
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3.3 Al Agent

Yty ewdvo 27 BAEmovpe T0 povtédo tov yapaktipo pag. Iapoakdto 6o dovpe OAa o
Components Tov £YOVLE YPNOYLOTOUGEL Y10, TNV ONUIOVPYIO TOL TPAKTOPO LOG.

Eiwxova 27 - AI Agent

e To mpaowo mepiypoppa mov PAEmovue oty mopamdve ewove ovopdletar Box
Collider. Mg ta Colliders pmopotpe va kabopicovpe o oy EVOG OVTIKEILEVOD Kot
elval avtol Tov eMTPEMOVLY GTNV PUNYOVY) PUOIKNG va YEWPIleTOL TIG CLYKPOVGELC.
Mmnopovpe €161 va Tpocdlopicovpe oo avtikeipeva o cuykpovstohv peta&h Toug 1
¢ avtd Bo cvumeprpepbodv oty mepintmon cvykpovons. Ot amhovoTEPOL Kot
Myotepo amortmrikol 3D Colliders amd dmoyn enelepyacstikng 1oyvog ivor ot €ENG:
Box Collider, Sphere Collider ka1 Capsule Collider. I'ia 2D mayvidio vedpyovv ot
avtiototyot Colliders pe v xatdAnén 2D.

KéBe Collider €yel kdmoleg e1dwcéc pvBuiceig. Ot o Pacikég eivan or mopaxdto: To Edit
Collider mov pe avtd divovpe Tig daotdoelg mov BEAovLe epelg dmwg TO0 KOG, TO TAATOG
kot to Vyog, 1o Is Trigger kot to Material (Physics Material). O okondg tov Is Trigger
etval va TpoKaAésel GUUPBAVTO OTOV EMKAADTTOVIOL TEPIGGOTEPQ OO £VOL AVTIIKEIUEVOA.
Edv kémoro avtikeipevo €xet Collider pe v emioyn Is Trigger, tote 10 avTikeipevo avtd
dev ovykpovetol pe kKovéva GAAO, OAAG emuOAVTTETOL OLTOV. B0 AvaEEPOLLLE
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AEMTOUEPELOKA QLT TNV ETAOYT| TOPAKATO TTOV Bal avapepBod e TNV avATTLEN KOOKA.

W, ¥ Box Collider

EENE] Mone (Phy Material)

Center

Eixova 28 - Box Collider

To Physics Material divet v dvvatdtnta 6€ Eva avTikeipevo va copmeptoepel dmmg Kot
oV TpaypotikdéTnTa. Otav kdvovue KAk otny emthoyn Material epgavifovrot didpopeg
EMAOYEG OTMG M avamnono”, 1 TPPN Kot TOAAG akdpa. Avtod givor TOAD ¥prolLo 6tav
gyovpe €évo avtiotoyo mepPdAlov kot Bélovpe va  kdvovpe oaAnBogoavég Tnv
OAANAETIOPOGT] TOL YOPOUKTIPA OVTO.

Select Physichaterial

Mone

ballMat

al
fi

NoFrictio

Ewcova 29 - Physics Material

e Enoduevo Bacikd Component mov Exovpe otov yopaktipa pog eivor 1 Camera. Xwpig
VTNV 0gV LITAPYEL Kapio ontikn €£000¢ oty 000vn. H kauepa £xel emAoyég OmmS T
Oa yiveton Render e mpaypoatikd ypévo , to FOV (Field Of View), to m6co pokpid Ko
1660 Kovtd Bo PAémer ) kapepa Kot GALeG puBuicelg Tov apopodv ta ypoukd. Mmo-
poVV va ToToBeTNOOVY TopaTAVE® amd pio KAPEPEG GTIV GKNVI KOl VO YIVETE 1 EVOA-
Aoyn petald avtdv eite péow kdmolov Trigger TOv aVOPEPULE TOPATAV® 1 LLE OTOL0-
onmote G0 Ereyyo Hécm kddka mov emBupel o developer.
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‘Eva amd ta Bacwotepo Components yio TOV ¥EPIGUO TOV TPAKTOPA oG Kabdg Kot
AoV avtikeywévov eivar to Rigidbody. To Rigidbody divel v dvvatdtnta oe éva
aVTIKEILEVO VO evEPYEL LTTO TOV EAEYYO TNG PLGIKNG. AdpPavel SUVAUELS Kot pOTES oo
TO TEPIPAALOV KOl OLTO EXEL OC OTTOTEAEGLLOL TOL OVTIKEILEVO OUTA VOL KIVOUVTOL LE TTLO
peaMoTikd TpoTo. Emmpdcbetog axdpo Kot xmpig tnv xpnon KodoKa, To avIIKEILEVA
avtd Oa emdpdoovy pe v Bapvnto Kot Ba cLYKPOLGTOVV pE GAAN aVTIKEILEVO £V
vapyet kot to cwotd Collider. Zmnv potoypaeio Tov PAémovpe Topakdto epeavilo-
vtol ot Pactkég 1010TNTEG TOV.

"] Rigidbody

Mass

Drag

Angular Drag

Use Gravity

Is Kinematic

Interpolate Interpolate

Discrete

Ewcova 30 - Rigidbody

=  Mass: H palo tov avtikelpévoo og KIAd (ard Tpoemioyn)

= Drag: [16on givar 1 avtictaon Tov aépa mwov ennpedletl To aviikeipevo dtav avTtod
Kwvelton omd dvvapelc. Iaipvel Tpéc amd 0 éog dnelpo, 6mov 0 onuaiver 6TL dgv
VILAPYEL OVTIOTOOT GTOV a€pal Kot delpo OTL TO avTiKEiEVO Ba oTapATNCEL VO K-
veiton apécmc.

= Angular Drag: [16omn givor n avtictaon tov aépa mov emnpedlel T0 aVTIKEIILEVO
Katd TV teptoTpon) and pomn. H tyun 0 onpaivel 6t dev vdpyet avtictaon otov
aépa, evo dlvovtag v T drelpo mpémet vo Adfovpe vdyn pog 0Tt TO AVTIKEL-
pevo dgv O GTAUATNCEL VO TEPLIOTPEPETOL.
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= Use Gravity: Eav n emloyn avtn elvat evepyomoinpévn, 1o avtikeipevo ennpede-
Tt oo TV Papvnra.
= Is Kinematic: Otav 1 emAoyn autr| eivar evepyomomuéve), To avTiKeipevo ogv Oa
emnpedletal amd TNV UNYov PLGIKNG, OAAG uropel va xelplotel povo to Transform
TOVL.
= Interpolate: AopOdvel dS1apopec AVOUOAIES TOL UTOPEL VO LITAPYOLVY GTNV Kivion
TOV OVTIKELLEVOL
= Collision Detection: Xpnoiuomoleital 610 va EUTOOICOVE OVTIKEIEVA T OO0l
KWvoOVTOL [E PEYOAN TaydTNTO OO TO VO TEPAGOVY HEGH OO GAAL. OVTIKEILEVO,
Y0pic EAeyyo cHYKPOLGOTC.
= Constraints: [Iepiéyel emAoyEc yio mePLOPIoUO GTNV KIVNOT TOL OVTIKEUEVOU.
o Freeze Position: Xtapatdel 1o avtikeipevo va Kiveitonr 6tov KOGHO GTOV
a&ova X,Y kot Z eMAEKTIKA.
o Freeze Rotation: Xtopoatdel to ovtiKeilevo va TeploTpeéPeTol yOpo amd
ToVg TomkoVs agoveg X,Y Kot Z eMAEKTIKA.

3.3.1 WheelCollider

To wheelCollider eivar £va €1d1d component 6ty unity Kaboapd vrevdovo yia tov ELeyyo
evog Tpoyov. ‘Eyxel evoopatopévo éva cOoTNHE EAEYYOV GUYKPOVOT|G TO 0moio vtoloyilet
™V TN aveldptnto amd TNV UNYov QUGIKNG, ¥PNCLLOTOLOVTOS £VO, LOVTEAD TPIPNG LeE
Baon v oAicOnom. Enedn] €xet 1o tov cvotnua EAEYXOL GUYKPOVOTNG, ayVOEl 0TO10o1-
note Physics Material 6nwg avagépape tponyoduevos. H mpocopoimon d1apopeTikdv To-
mov Opopov yivetar aAldlovrog dvo petaPantéc, to forwardFriction kot to sidewaysFric-
tion pe Pdon to VAKO OV XTUTAEL O TPOYXOS. AVTO HOG EMTPEMEL VAL EYOVLLE LU0 TTOLO PEQL-
MOTIKT] GUUTEPLPOPA TOV OYNUaTOS. EmmA&ov mpoGOHOUDVEL TO GOGTNIO OVAPTNONG TV
edampiov. H aviyvevon cdykpovong tov tpoyold mpaypoatonoteiton pe pio aktivo mov &-
TEKTEIVETON ATTO TO KEVTPO TOV TPOYOV, TPOGS TA KATM 6TOV TOTKO AEova y. O TpoyO¢ EAEY-
xetTon pe Péon 11g 3 TapaKATo® 1010TNTEG:

Tnv pomn tov Kivnmpa, TV pomn Tov EPEVOL Kot TNV Yyovia dievbvvong. H unity pog ma-
péxel moArég 1010t teg oto WheelCollider, epeic 6o dovpe ko Bo avaidcovpe ovtd Tov
YPNOLLLOTOUCOLLE Y10 TO OYNLLOL LLOG.

Yy ewdva 31 pmopodpe va dovpe Tig pubuicelg yia kdbe Eva amd to técoepa Wheel
Collider mov xpnG1LOTOI0VLE.

e Mass: Eivoun palo tov 1poyol og kidd. H tipun tov mpénet va givar peyoddtepn tov
UNOEVOS. Ny 01K pog mepintmon 1 T eivon 50.

e Radius: Eivau n aktiva tov tpoyov pe tiun 0.45. H tiun 0.45 gpdntetor akpifog pe
10 néyehog ToL TPOYOV LOGC.

e  Wheel Damping Rate: Eivou 1 evoisOnoio mov €xel | avéptnon tov oxfLatog Hog.
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Avt n petaPint eivon avaroyn pe 1o Bapog mov Bo SOGOLE GTO OYNLLL.

e Suspension Distance: Eival n 0nd6T00M EXUNKLVONG TNG OVAPTNOTG TOV TPOYDV,
UETPOVUEVT OO TO KEVTPO TOV TPOYOV Kol EMEKTEIVETOL TPOG T KATW GTOV AEoval
y.

e Force App Point Distance: Avti 1 mapdpetpog kabopilel To onueio oto onoio Ha
EPOUPUOGTOVV 01 SVVAUELS GTOV TPOYO. XTNV TEPIMTOON TOL OYNLLOTOG LOG, 1 TN
avtn etvar 0 Tov dNAMVEL 6TL 01 duvapelg Ba epapproctody oty Bacn Tov TPoYoL.

e Center: AnAovel o€ Tomikd ydpo v Tonobesio tov Collider.

e Suspension Spring: AnA®dvel T Tpoomdheio TNG avapTNoNG VO OTAGEL £Va. GTOYO.
210 PHOVTEAO pog dev €xovpe PALEL KATOO GTOYO OTOTE OPNVOVLE TIG LETAPANTES
®G EYOLV.

e Forward/Sideways Friction: Idt6tnteg yia v tppn tov Adotiyov, dtav 0 Tpoyog
Kivelton €ite Umpootd-nicm eite mAdyLaL.

® v Wheel Collider

Eiwxova 31 - Wheel Collider
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3.3.2 CarMovement Script

['a tov éeyyo ko v kivinon Tov avtokvitov pag £xovue avamntvéet Eva, C# Script pe
o6vopa khdong CarMovement. Ot Tpomot yuo TNV Kivnon evog avtokvitov otny Unity
TOIKIAOVV KoL 1 ¥PNOT) TOLG YIVETOL AVAAOYOL LE TIC OVAYKEG TOV TPOYPOUUUATIOTH. X1
OIKY| Lo TEPITTO®ON 1 KIVIOT) TOV AVTOKIVITOL YIVETOL KUPIMG LE TO GUGTNILO PLGIKNG
NG unity. EEKIVApE ONAMGVOVTAG TOVS TOTOVG KoL TIG LETAPANTEG TOV Bl YPELCTOVLLE.
AnAovoope apykd Tig LETAPANTEG Yo TOVS TPOYXOLS, Lo petaAnt) tomov WheekCol-
lider, wov malipvel TIG 1O1OTNTEC TOL AVOPEPALE TPOTYOVUEVOS KOOMDS KOt Lol LETOPANTN
TOmov transform mwov eMGTPEPEL TNV TOTOOEGIA TOV AVTIKEUEVOVD.

public class CarMovement : MonoBehaviour

{
public WheelCollider WheelFL;
public WheelCollider WheelFR;
public WheelCollider WheelRL;
public WheelCollider WheelRR;
public Transform WheelFLtrans;
public Transform WheelFRtrans;
public Transform WheelRLtrans;
public Transform WheelRRtrans;

2TV GLVEXELD ONAMVOLLE TIG METAPANTES YioL TNV KIVNGN TOV OUTOKIVITOV.

private bool braked = false;
public float maxTorque;

public float steering;

private Rigidbody rb;

public Transform centreofmass;

Aol MNADGALE TIG LETOPANTEG TTPOYDPALE GTNV APYIKOTOINCT) KATOLOV TAPAUETPDV
omv péBodo Start() tng unity, 1 onoia exteAeitan pia eopd Katd tnv Onovpyio Tov o-
VTIKEWWEVOV.

void Start()

{
FLWheel = true;

FRWheel = true;
rb = GetComponent<Rigidbody>();
rb.center0OfMass = centreofmass.transform.localPosition;

}

O tomog rigidbody emoTpéyel OLEG TIG 1O1OTNTEG TOV AVOPEPOLLE CTNV AVTIGTOLYN EVO-
mta. To centerofmass eivan pia péBodog g unity amod to rigidbody mov Oa ypnoomom-
Oel TapakdTm.

I v kivnon Tov awtokviTov pog dnpovpyovpe v pEBodo Move. H pébodoc avt
eAEYYEL TNV emTdyvVoT Ko TV katevBuvon tov oynuotog. Ot mapdpetpot acceleration
Kot turning eivon Tipég mov AapPdvet amd v KAdorn AiAgent.

public void Move(float acceleration, float turning)

{

//speed of car, car will move as we will provide the input to it.
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WheelFL.motorTorque = maxTorque * acceleration;

WheelFR.motorTorque = maxTorque * acceleration;
//Here we are changing the steer angle of the front tyres of the car so that we
can change the car direction.

WheelFL.steerAngle = steering * turning;

WheelFR.steerAngle = steering * turning;

}

Kedalaio 4: Al ML-Agents

4.1 Eloaywyn

H pnyoavikn pdbnon eivat évag kAadog g Te(vnTNG VONUOGUVG TOL £GTIALETAL GTNV EK-
paonon potifov and dedopéva. Yrapyovv tpeic factkol adyopOpotl Tavem 6Tovg omoiovg
Bacileton n unyoavikn padnon.

e Unsupervised Learning ( Ma0non yopig enifieyn)
e Supervised Learning ( Md&6non pe enifieyn)
e Reinforcement Learning ( Evioyvtikr) MdOnon)

O ot0)0¢ TG nanong ywpic enifreyn ivor va opadomocel Topopola otowyeio 6e Eva
oLVOAO dedopévmv. Onwg avapépetal Kot 6To Ovopa, etvat pabnon yopig mv avlpaomivn
napéuPacn. Apywd tapéxete oto Al €va chvoro dedopévmv Tov vdpyet 1om. To Al pe-
Aetd Kot ovalveL Ta dedopéva 16000V, PeYEAo HEPOG TV omoimV gival ympic eTkétal, On-
Aadn yopig meptypan) ko pun dounuéva, kot Bpicket potifa kot oyxéoelg petad twv 9edo-
pévov avtov. H pabnon yopic enipreyn Paciletar oto g o1 avOpwmot avtihapupdvovton
KO TOPOTNPOVV TOV KOGHO. AvTd yiveTon L€ amd v umepia yio vo opadomotinfodv ta
ototyeia 16000v. H emavdinyn pe tepiocdtepa mapadeiypata divel v tkavotnto oto Al
VO KOTIYOPLOTOGEL T, OEGOUEVA UE OAO KO TTLO EVGTOYO TPOTO.

v padnon pe enifreyn ta dedopéva 16600V £YOVV L ETIKETA TPAYLO TOL BonBdet
oV dvBpwmo va yvmpilel oo dedopéva avTioToryovv og mota £6000. Xtnv pudonon e &-
nifAeym to Al paBaivel péom mapaderypatov. Amoteleitor omd opdoeg 16600V Kot ££0-
dov 0mov 1M €£0d0¢ emonpaivetal amd v embount) Tin. To dedopéva exkmaidgvong Tpo-
@odotovvtar oto Al kol 660 Tpoywpdel 1 ekmaidgvon, eivar o BEomn va Tpocdopicet Tig
OHOLOTNTEG, SLPOPES HEXPL Va. efvar o€ BEoT va TPOPAETEL TIG COOTEC AMAVINGELS.

H evioyvtikn pabnon ypnoiponoteitat yro tn Ay S0y IKAOV Kol GUVEXDV ATOPAGEMV.
Epappoletarl kupimg yio tov EAeyyo TV poundt. AapPavel GuVEXDS OMOPACELS VALY
pe to mepifdiiov oto omoio Ppioketar ko eEQyet Ta embBountd amoteAéopaTo. XV eVi-
OoYLTIKN padnon, dev mepthapuPaveTorl Kamola £6000¢ pe ETIKETA aAAE El0AyETOL £VOL GV-
VOAO EMTPETOUEVOV EVEPYEIDV Kot THAVAV TEMKOV amopacewv. O TpOTOg Yo vo. EYOVE
o emBountd amotédespa eivar to Al va pabe amd v gumepio ko v aviopolpn. H
avtopoPn stvor o aptOuntikn petafAnTt Kot Tpoypoppatiletal 6TovV KOJKO, TPy
mov Kavel to Al TpdBuvpo va GLALEEEL.
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YKOTAOC TNG EVICYLTIKNG HdOnong eivon 1 eKkpuddnon pog copmepipopds n omoia eivor pia
YOPTOYPAPTOT) OO TIC TOPATNPNOELS OTIC EVEPYELEG TTOV TTalipvel 0 Agent. Mo mapatr)pnon
etvar ot elcodot mov maipver o Agent amd 10 mEPPAAAOV LEGH TV aucONTNPpOV £16OO0V
KOL pior EVEPYELD EVOL 1) OTTOLOONTOTE CAANYT) GTNV GUUTEPLPOPA TOV. LTOYOG TOv Agent
elvar va peytotomomoet v cuvolikn avtapolBr] tov. Emawveiton kdbe popd mov metvyai-
VEL VO KAVEL 0VTO OV £XOVUE OPIGEL GV GTOYO Kot Tipwpeitar 6t dev 10 kdvel. 'Etot
paBoivel vo, GUUTEPLPEPETAL GOGTAL.

State Reward Action

Environment

The reinforcement learning cycle.

Ewcova 32 - Kdklog exkmaiosvong tov Agent

INo vo TeTvyet 0 TEMKOG GTOYOG amattoHVTOL TOAAEG OOKIUES KOl GUVEXOUEVES EVILEPDCELG
¢ cvumeppopds. O Agent tomobeteiton oe mMOAAES 101€g KaTaoTdoElS ite amAég elte Mo
TEPIMAOKES KOl LE TNV TTAPOSO0 TOL YPOVOL Habaivel pua o BEATIOTN GUUTEPLPOPD, TTPAY L
TOV TOV KAVEL o amoterecpatikd. Omwg etvar eavepd, otnv Tapodco TTVYLNKT EPYAGIa
TO HOVTEAO EKTAIOELONG OV £)El ypnotpomombel yio v ekuddnon tov Agent ivon n
EVIGYVTIKN HLaonon.

4.2 Eykataotaon Python & ML-agents

o v gpnom tov ML-Agents 2.0.1 mov Ba xpnNGUYLOTOMGOVUE GTNV TOPOVCH TTUYLOKY,
arorteiton 1 gykatdotoon ¢ Unity 2019.4 1 petayevéotepng, Kabdg kot pio oelpd
nmokétwv g Unity ko tng Python.

Apykd Ba ypelaotel va Katefacovpe péca and to meptPdAiov g Unity To com.unity.ml-
agents package. T va t0 «dvoope ovtd Oa mepmynbodue o©tO0 menu NG
Unity/Window/Package Manager. Exel 8o avalntoovpe 1o takéto ML Agents kot oty
ovvéyewn Install ko 1 Unity Oa kével to vroroura pdvn tng.

Ymv ovvéyew Bo ypewotel va gykatactioovpe TV python £€kdoong 3.6.1 N
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petayevéotepns. Epeic o eykataostioovpe and 1o site g python v éxdoon 3.7.9. '
va eAéyEovpe 6t 1 python €xet eykataotabel emruydc Bo ektedécovpe 10 Powershell o¢
SloeploTég ko Ba ypdyovupe TV €VIOAN python, émov o pog epgoavicel TNV £€K0061 TOL
noAg eykataotToope. 'Yotepa eykabiotovpe v tedevtaio £kdoomn tov Pip. To Pip givan
TO TPOEYKOATEGTNUEVO KOL TPOTEWVOUEVO TUTIKO cLGTNUA dwoyeipong g python kot
YPNOWOTOlEiTOl Yoo TNV gykatdotoon kot Owayeipion mokétov Kot Pipiodnkodv
Aoyiopkod. o v eykatdotacn Tov akoAovBodue Vv evioln get-pip.py. Edv vrdpyet
TPOEYKATESTNUEVT £kO00T TNV python kabmG Kot Tov pip, O Tpémel va eKTEAEGOVE TV
evioM pip install —upgrade pip. T'o. vo eAéyEovpe €qv 1 €YKOTAGTOGN NTOV ETITUYNG
TPEYOLLLE TNV EVTOM pip V.

INo va mpoympnoovpe, Bo dnuovpyncovpe éva gikovikd mepifdiiov g python ctov
VTOAOYLOTN oG O0mov péca exel Ba eykataoctnoovpe OAeg Tic PifAtodnKkeg kot ta TaKETA
nov Ba ypnoiponomoovpe. Eva eikovikd mepidriov etvat Eva avtotelég TepPaAiov oy
TEPLEYEL L0l CLYKEKPLUEVN €YKaTAGTOOT TNG python kabdg kot Evav apBud tpodcetwv
nakétov. Emopévmg kdbe popd mov Ba ekmaidedovpie To poviého pog, Ba evepyomolovpe
TO EWKOVIKO aVTO TTEPIPAALoV Ko Ba TpEyovpe HECH GE QVTO TIC EVIOAES EKTTAIOEVLONG TOV
Ba avagépovpe mapakdto. [ tnv dnpiovpyia tov gikovikod meptPdirlovtog akoiovBolpe

ta NG Prnota

¢  Anuovpyia @oKEAOL Yo TO £1KOVIKO TtepBaAlov: md python-envs (6mov python-
envs avtikadiotovpe pe to ertBountd dvopa Tov BELOVLE Yo TOV PAKEND).

e T Vv dnuovpyia Tov TepPaiiovtog ekteloVlEe TNV EVIOA): python -m veny
Python-envs\sample-env ( 6mov sample-env avtikafiotodpe pe to emBountod
6vopa Tov TEPPAAAOVTOG.)

e Tw v evepyomoinon tov mePPAAAOVIOC €KTEAOVUE TNV €VTOAY| python-
envs\sample-env\Scripts\activate.

e [ Vv amevepyomoinom Tov mepPairovtog ektehovue v evioin Deactivate.

"Yotepa Oa eykatactiicovpe to PyTorch to omoio eivan po fipAtodnkn machine learning
avolytov Kodwa. Xpnowonoteitar kupimg yioo Computer Vision kot Natural Language
Processing. I'la tnv eykatdotacn tov PyTorch Ba ypelactel va ekteAécov e TV TOPOKATO
EVTOM €VTOG TOV €1KOVIKOV TEPIAAAOVTOg Tov dnuovpynoape. H eviodn etvon n €€ng:
pip3 install torch~=1.7.1 -f https://download.pytorch.org/whl/torch_stable.html,

Télog eykabiotodpe 10 makéto Piplobnkov ML-Agents ¢ python ekteddvtog v
TOPOKAT® eVIOM): python -m pip install mlagents==0.26.0. T'wo. vo. BeforwBodpue 6T N
EYKATAGTOGT NTOV EMTVYNG EKTEAOVUE TNV EVIOAY mlagents-learn —help.
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4.3 MNeparrov Exnaidbevong

Metd v oAokAnpwon g eykatactaong tov ML-Agents, 0o mpémel va dnpovpyncovue
TO KATAAANA0 Y1 pog TepiBdriov ekmaidocvonc. ‘Eva mepiBdAlov mepiéyet Evav n Teptoco-
tepovg Agents KaOMdG Kot GAAG avTIKEILEVA 1| OVTOTNTEG UE TOL oToio. aAANAoemdpd. To
epPaArov mov Ba avamtuEovpe 6TO GLYKEKPIUEVO TToyviol Bo amoteleiton amd Tpia dla-
eopetikd Training Set ta omoia VIOOETOVV TAPOLOLN YOPAKTNPIOTIKE Kot glvar avarykoio
vy TV €EEMEN TG eKpABNonc. Xto kepddoto avtd Bo avardoovpe Eva and ta Tpia avTd
Training Set kaOd¢ To pHdvo mov drapépet petald Tovg eivar o Pabudg duckoAiag TG dla-
dpounc. To Training Set amoteleiton and TV TOTA TOV EYOVUE SOUOPPDGEL KATOAANAL
pe v tomobétnon Tov anapaitntev checkpoints, To onpeio ekkivinong kot ETOVUPOPAS
v Agents, K0O®G Kt TOLG 1d10V¢ TOVG Agents.

Ta checkpoints givar amapaitnta yio v ekpddnon g ekdortote mictag. Eivol torobetn-
LéEVO G GYETIKA LKPT| amdOOTACT LETAED TOVS MOTE Ol acHNTNPEg ToL Agent Vo LTOPOVV
va gvtomilovv o enopevo o oelpd checkpoint. To onueio exkivnong eivar éva amdd empty
object To omoio to £yovpe ToTOOETGEL 6TO oNUEio Tov BEAOVE v EeKIvdiel Kot va TV~
eépetarl o Agent kaOe Popd Tov TEAEIDVEL £val EMEICO010 eKkmaidevonc. 'Eva engicdd10 ek-
naidevong teAelmvel 0tav o Agent Byetl kTG TV 0pimv TG mioTag, 6tav Ppebel oe Béon
un Kovn va coveyicet v mopeio tov, Kabng kot 6tav tereidsovy To MaxSteps mov tov
£xovpe opicet.

I'o Tov Agents Ba ypnoiponomcovpe T€ooepa SLOPOPeTIKE Scripts. Avtd eAéyyovv Tig o-
nopdoels mov Ba mapet o Agent, ote Ba TIg TAPEL KAOMDS Kot TO TAOG Bl TG TAPEL avdAoya
LE TIG TANpOoYopieg Tov maipvel amd to mepBdirov ypnoomoldvtog Raycasts.

4.3.1 TrackCheckpoints Script

I'o tov éreyyo ko xepiopd tov checkpoints dnuovpynoape dvo Aloteg. Emiong onpovp-
yovpe pia Alota akdpa yio tov Eleyyo tov Agent pog. Ot Aloteg elvar ot akdAovOec:

e H npom Aota nepiéyet OAa ta checkpoints mov £xovpe Torobemoet oto Track.

e H devtepn Mota ivon évag deiktng mov deiyvel moto eivan to emdpevo checkpoint
OV TTPENEL VAL TEPAGEL 0 Agent.
e H 1pit AMota mepiéyel 6Aovg Tovg Agents mov HBa ekmordevoovpe oto TrainingSet.

Tnv Alota AgentList v épovpe wg [SerializedField] diott 0éAovpe va ivar opaty| otov
Editor tg Unity, ®ote va dnAdcovpe kel Tovg 6Aovg Agents ov Ba EKTodgLTOVV.
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List<Checkpoint> checkpointList;
List< > CheckpointIndexList = List< >();
[SerializeField] List<GameObject> AgentlList = List<GameObject>();

Yotepa kalovpe v ecmtepikn néBodo g Unity Awake(). Zmnv Awake() avalntooue
O6Aa to checkpoints mov Ppiockoviar 610 cuykekpévo TrainingSet kot o TpocHEToLLE
otV Alota checkpointList. Eniong onpovpyodpe évav deiktn yio kdbe Agent tov Train-
ingSet, tov mpocsOétovpe otnv AMota CheckpointIndexList kot Tov apyikomolovpe va dei-
xvel oto TpmTo checkpoint tng Alotoc.

Awake ()

{
checkpointList = List<Checkpoint>();
Transform checkpointsTransform = transform.Find("checkpoints™);
foreach (Transform Checkpoints in checkpointsTransform)

{
Checkpoint checkpoint = Checkpoints.GetComponent<Checkpoint>();

checkpoint.SetTrackCheckpoints( );
checkpointList.Add(checkpoint);

}
for ( i = @; 1 < AgentList.Count; i++)

{
CheckpointIndexList.Add(®);

211 cuvéyeta dnpovpyode pia cuvaptnon Set, 1 onoio dEXETOL OO TNV GLVAPTNON reset
™G KAdong AiAgent, Tov cuyKekplpévo Agent yiol TOV 0010 KOl ETOVOPEPEL TOV OETKTN
TV checkpoint otV apywn .
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SetIndex(GameObject index)

if (CheckpointIndexList.Count != AgentlList.Count)
{

foreach ( item in Agentlist)

{
CheckpointIndexList.Add(@);

}
CheckpointIndexList[AgentList.Index0Of(index)] = 8;

Télog dnuovpyodue v pnébodo VehiclePassCheckpoint pe dvo mapapétpovg, o check-
point mov mépace o Agent kot motog Agent ftav. H pébodoc avtn maipvel omd ™ Alota
checkpointindexList to cmotd checkpoint mwov mpénetl vo mepdoel o Agent, eAéyyetl ebv
avto givar o 10 pe to checkpoint mov mpoonepdotnke, petabétel 1o cwotd checkpoint
Kot dtver pia Betikn emPBpdfevon. AAmg divel atov Agent apvntikr emPpdfevon.

VehiclePassCheckpoint{Checkpoint checkpoint, G ject vehicle)

ent agent = AgentList[AgentList.IndexOf(vehicle)].GetComponen t>();
if (checkpointList.Index0f(checkpoint) == CheckpointIndexList[AgentList.Index0f(vehicle)])

{
CheckpointIndexList[AgentList.Index0f(vehicle)] = (CheckpointIndexList[AgentList.IndexOf(vehicle)] + 1) % checkpointList.Count;

agent.Reward(1f);

agent.Reward(-0.085f);

4.3.2 Checkpoints Script

H xldon avt) €xel dvo Asttovpyeiec mov cvvdocovion aueco pe v kAdon TrackCheck-
points. H mpdtn péBodog déxetan ta checkpoints mov Ppébniav oto track, evd 1 devtepn
otéAvel ta ototyeia Tov checkpoint Kot tov agent. Xkomdg ¢ ivan va dei&el oty néBodo
VehiclePassCheckpoint oo checkpoint ntepdotnke omd molov Agent.
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TrackCheckpoints trackCheckpoints;
SetTrackCheckpoints(TrackCheckpoints trackCheckpoints)

.trackCheckpoints = trackCheckpoints;

OnTriggerkEnter(Collider other)

if (other.TryGetComponent<AiAgent>( AiAgent aiagent))
{

trackCheckpoints.VehiclePassCheckpoint( ,other.gameObject);
}

Ye kabe Agent £xet oprotel éva tag pe ovopo AlcarTrigger.

4.3.3 Al Agent Script

To AiAgent Script ivotl 10 KupLOTEPO script yio TNy exmaidevon. [lepiéyet dheg Tic ama-
paitnteg cvvaptnoelg Kot pefddovg mov kabopilovv Tig AmoPAcElg ToL UTopel va TapEL,
le oo avtikeipeva 6to mepPdAlov Bo aAANLoemOPE KOOMG Kot GAAES TAPAUETPOVS TTOV
&xovpe opioet gpeig pe Péon to mog o Agent Ba ekmondevtel. Eniong €yovpe dnpovpyn-
o€l £€vo, GOGTN L0 TOL HETPAEL TO YPOVO TOov KABe Agent amd TNV GTiyun mov Ba Eekvioet
LEYPL VO OAOKANPADGEL ETTVYMG EVaL YOPO TNG TOTAG Kot 0moOnKeveL Tov KaAHTEPO
xpOvo.

Anpovpyovpue pia kAaon AiAgent n onoio kKAnpovopel amd v kKAdon Agent,  omoia
elval ecoTepIKY| KAAon mov katePdoape pe 1o takéto ML-Agents 1 omoia emkowvmvel pe
10 pyTorch tng python, kot mepiéyel OAeg T1g facikég cuvapTnoelg Kot pedddovg yio v
exmaidgvon. Ot GLVIPTNGELS AVTEG TEPIEXOVV TIG AEITOVPYIES ATOPAITNTES Yol TNV ON-
povpyio ToL VELPWVIKOL OIKTVOV, Ko EUEIC e Baon To Tt BEAovpe va Kdvel o Agent,
TPOYPApUATICOVE TIC KOTAAANAES TOPOAUETPOVS KOt LETAPANTES.

Me v dnovpyia g KAdong AiAgent, oto mapdaBvpo tov Inspector epeaviletor n ent-
Aoyn MaxSteps. To MaxSteps kaBopilel méca Pripota propovv va cupodv otnyv exmoi-
devoN TPV TO TEAOG TOL EMEIGOOI0V. ZTNV O1KY| Lo TEPITTOON 0 Agent OV EXOVLLE O1-
povpynoet, eravekkiveiton petd amd 5000 Pripara.

Eexwvape ONAdvVovtog Tig LETOPANTEG TOL Ba YPTGIULOTOMGOVLLE.
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[SerializeField] CarMovement agent;
[SerializeField] Transform player;

[SerializeField] Transform resPoint;
[SerializeField] GameObject Track;
Rigidbody rb;

H np@t ovvéptnon eivar n OnEpisodeBegin(), n onoia koieitor oty apyn| k4O enet-
codiov ekmaidevong. 'Eva eneicddio exkmaidevong opiletat omd To max steps mov £xovpe
opicel cav TapapeTpo Kot TIg cLVONKeg Tov Ba avardcovpe otny mopeia. [ Tov d1kd
nag Agent, oty OnEpisodeBegin() kaloOpe v uébodo reset(). H reset emavapépet tov
Agent otnv Béom ekkivnon mov £yovpe tpokabopicet yia kébe éva, divovtag Tov punde-
ViKY ToOTNTO Yo To EEKivnpa Tov vEov enelcodiov. Emiong otédvel otnv kAdon Track-
Checkpoints to gameObject tov Agent, yia Tnv enavoeopd tov deiktn twv Checkpoints.

OnEpisodeBegin()
reset();

reset()

resetCurrentTime = 3

startTimerBool = ;

TrackCheckpoints nextIndex = Track.GetComponent<TrackCheckpoints>();
nextIndex.SetIndex( .gameObject);

player.transform.position = resPoint.transform.position;
player.transform.rotation = resPoint.transform.rotation;

rb.velocity = Vector3(e, 0, 0);

Endpevn onpavtikn kot amapaitntn pébodog eivar n OnActionReceived(ActionBuffers
actions). H péBodog avtr koieitar kabe popd mov o Agent amo@acilel vo TapeL pio amo-
@aon. To 0évtpo evepyeudv oV TOL £xovpe OpiceL OTL pmopel va KAveL amoTeleiTol amd
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pia evépyela kivnong, onAadn va stodégel peta&d g emtdyvvong, tnv emPpdovvong Ko
NG aKvNoiag Kot amd pio evépyeta xeptopol KatevbBvvong dniadn v aAloyn topeiog

TPOG TO. APLOTEPA, OEELA ) TNV GLVEYLOT TS Topeia Tov gvbeia. TéNog, oTéAvovpe TV &-
VEPYELD TTOL OTOPAGLoE va. kKdvel 0 Agent otnv cuvdptnorn move() tng kKAdong CarMove-
ment, n onota givat vevOVYT Yo TOV TPOTO Kivnong Tov Agent.

OnActionReceived(ActionBuffers actions)

speed = of;
steering = of;
switch (actions.DiscreteActions[@])
{
case @:
speed of;
break;
case 1:
speed
break;
case 2:
speed -1f;
break;

}

switch (actions.DiscreteActions[1])
{
case @:
steering = of;
break;
case 1:
steering
break;
case 2:
steering -1f;
break;

}

agent.Move(speed, steering);
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H ovvaptnomn mov pog emtpénetl va yeploTovpE EUELS TIG evEpyeleg Tov Agent givou 1) Heu-
ristic(in ActionBuffers actionsOut). H pébodog avtr maipvel €il6o0d0 amd 10 TANKTPOAOY10
LOG, GTNV GLYKEKPIUEVT TEPIMTOON TO KAaGoKA TAKTpa WSDA, ta 6tédvel otnyv néBodo
OnActionReceived() kot katd cvvéneto xelpllopoote gueig tov Agent.

Heuristic(in ActionBuffers actionsOut)

forward = 0;
if (Input.GetKey(KeyCode.W))
{

forward = 1;

}
if (Input.GetKey(KeyCode.

{

forward = 2;

turn = 0;
if (Input.GetKey(KeyCode.
{
turn = 1;
}
if (Input.GetKey(KeyCode.

{

turn = 2;

}

ActionSegment< > discreteActions = actionsOut.DiscreteActions;
discreteActions[@] = forward;
discreteActions[1] = turn;

O endpeveg Tpeig péBodot etvar vtevhuveg 6to va ddsovv otov Agent o emPBpdpevon,
elte avt elvan Betikn elte apvnTiky, avédroya pe 10 TO¢ 0 Agent AAANAOETOPA LE TO TTE-
paAOV, TavTa BEPata pe TV SIKNG LG ApECKELD.
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OnCollisionEnter(Collision collision)

if (collision.gameObject.tag == "AlcarTrigger")

{
Reward(-0.6f);

}

OnTriggerEnter(Collider other)

if (other.gameObject.tag == "reset")
{

SetReward(-1);

EndEpisode();

OnTriggerStay(Collider other)

if (other.gameObject.tag == "wall")

{
Reward(-0.05f);

}
if (other.gameObject.tag == "AlcarTrigger")

{
Reward(-90.05f);

}

H mpotn pnébodog eréyyet ebv vdpéet ohykpovon Tov Agent e KOO0 GALO avVTIKEILEVO
pe tag AlcarTrigger, ko epdcov aviyvevBel tote divel otov Agent apvntikn emiPpapevon
Tiung -1. H dedtepn pébodog eléyyet edv o Agent Pyet ektdg TV opimv TG ToTAG KO TOV
dtver apynrikn emPpapevon tung -1. Eniong kaieiton n pébodog EndEpisode() n omoia
tepuatifel 1o enelodo10 exmaidosvons. Avtd kabopilel v évopén véov emeicodiov. H
Tpit pébodog diver otov Agent apvntikn emPpdfevon pe tun -0.05 edv axovumoet Ko
YL 6GO TOPOUEVEL GE ETAPY| LLE TOV TOLYO N LE KATO10 AAAO OYTLLOL.

Reward( reward)

AddReward(reward) ;

INo tig emPpafedoelg mov avapépape dnpovpyovpe v pébodo Reward mov kaiei tnv
ovvaptnon AddReward() tnv onoio v kKAnpovopodue and tnv kAdon Agent. Ztnv Ad-
dReward divovpe v tiun reward g mopapeTpo.
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TéNog, €yovpe TO GVGTNO XPOVOUETPNONG YO TO OTTO10 £YOVUE INADOCEL TIG EENG UETO-
Pntéc:

startTimerBool;
bestTimeBool;
resetCurrentTime;

bestlLap;
timer;
currentBestTime;
Text timerText;
Text bestTime;

2ty ovvéptnon Awake() apyikonorode 6ceg petafAntég etvar amapaitnto.

Awake()

bestlLap = 9997;
timer = 0;

startTimerBool =

bestTimeBool =
resetCurrentTime = 5

rb = GetComponent<Rigidbody>();

>t ovvéyeto karovpe v péBodo FixedUpdate() n omoia eivan cuvaptnon g Unity kot
KoAgitan ke Kopé.
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FixedUpdate()
{

if (startTimerBool == )
{
timer = timer + Time.deltaTime;
timerText.text = .gameObject.name + ": " + timer.ToString("f2");
}
if (bestTimeBool == )
{
bestTime.text = .gameObject.name + " Best Time : " + bestLap.ToString("f2");

3

Ormapomdve petafAntég maipvouv Tic TYHEG TOVS HETA amd EAeYY0 OV £xEL Yivel oTo Script
TrackCheckpoints. H timer petpdet o mpaypotikd xpovo to xpovo mov kével o Agent amod
™V otyu wov Ba mepdoet v ekkivion dniadr| o tpdto Checkpoint kKot to epgavilet
omnv 006vn péocw evodg text component. H petaffAntn bestLap eivatl o kaAvtepog xpovog
oL €YEL KAVEL 0 Agent 6€ va OAOKANP®UEVO YVUPO Kol TO epeavilel emiong otnv 006vn
LETE TNV TPMTN EMTUYNULEVT OAOKANp®OT| £VOG YOpOL. To KOUUATL KOJIKO TOV akoAoLOEel
amotelel pépog g kAdong TrackCheckpoints péca oty pébodo VehiclePassCheckpoint.

if (checkpointList.IndexOf(checkpoint) == @)
{
agent.currentBestTime = agent.timer;
agent.timer = 8;
agent.startTimerBool =
if (agent.resetCurrentTime == )
{

if ((agent.currentBestTime <= agent.bestLap) )

{
agent.bestTimeBool =
agent.bestlap = agent.currentBestTime;

agent.resetCurrentTime =

A&iler va avagépovpe kot v péBodo CollectObservations(VectorSensor sensor) Tov mo-
kétov ML-Agents 6mov pumopovpe vo dNUOVPYNGOLLE KOt VO, XPNCUYLOTOMGOVUE d1koVG
pog aoOnmpeg yo va mopatnpel To mepifairov. Epeic dev Oa kdvovpe ypnon avtig g
pefooov o6t Ba ypnowonomcovpe to Ray Perception Sensor 3D.

4.3.4 Behavior Parameters And Decision Requester
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YV ovvéyela Exovpe ta Scripts twv ML-Agents, Behavior Parameters kot Decision Re-
quester. To Behavior parameters onpovpyeital avtopota 0tav opicovpe éva prefab mg
Agent Balovtoc tov Agent script. EAEyyet Tig mapapétpovg mov Ba Adfet o Agent. Zvyke-
KPWEVA LTOPOVLLE VO TOLPOUETPOTOGOVE KOl VO OPIGOVUE TIG akOAOVOES 1010TNTEC.

Behavior Name: Mg 10 behavior name pmopovpe va opicovpe to 6vopa mov Ho
AaBet To povtédo cuumeprpopdc. Ot Agents mov £xovv 1o 1010 Ovopa, Ba Exovv Kot
v 010 cvpmeprpopd. To dvopa 6to d1kd pag povtédo givar to cartAl.

Vector Observation: Xwpiletar oe dvo katnyopiec. To Space size ko o Stacked
Vectors. Mg 10 Space size opilovpe 10 TAN00C TOV S10VOCUATIKOV TOPATPTCEDV
tov Agent. To Stacked Vectors givat 0 aptBpog Tov S1avuGHOTIKGV TOPATHPNCEDV
tov Agent mov umopel va otoPorydel Yo TV ¥pNGILOTOINGT TOL GTNV AYT| OITOo-
@acewv. Mg anotélespa 10 Tpayuatikd péyebog mTapaTnpnons Tov SoVOGHOTOG
va etvar 1o Péyebog TV S10VUGHATIKOV TOPOUTNPICEDV ETL TOV GTOPAYUEV®VY 10~
Voo UdT®V. 210 d1kd oG poviédo Exovpe apnost To puéyebog tov Space size undév
OL0TL KAVOLLE XPNOT BAANG TEYVIKNG ANWYTG TOPATPNGEWDV.

Actions: Eniong yopiletor og dvo katnyopies. To Continuous Actions kot Discrete
Branches. To Continuous Actions givot 0 aptBpog Tov TavtdpoveOV GUVEXDS &-
vepyelwv mov umopel va kdvel o Agent. Etvan évag mivaxog mpoypotikedv aptfuov
kot propet va mapet Tipég and -1 €wg 1. To Discrete Branches, avtd dniadn mov
Bo ¥pPNOYLOTOCOVE GTNV EKTOIOELGN TOV HOVIEAOL WOG, Eivat €vog Tivakag o-
Kkepaimv mov opilel TovTdOYPOVEG TOALATAES OlokpLTes eveépyetles. Onmg eldayle ko
oto Script AiAgent, £yovpe dvo KAGOoLS evepyelwv. Eva yia v kivinomn tov av-
TOKIVITOVL Kot €va Yo 10 otpiyipo. Kabe khadog £xet tpetg mBavég TyéC mov pmo-
pel va wapet, -1,0,+1. Avtég ot TG 6TOV TPATO KAASO OVTIGTOLYOLY GTNV TaYD-
TNTO. TOV CVTOKIVITOV, 1) 0Ttoto purmopel va etvar BeTikT, opvnTikn 1 LNOEVIKN. ZTOV
0eVTEPO KAAOO 0pilovv TNV Kate®OLVGON TOL AVTOKIVITOL APLoTEPD, OB M €V-
Oela.

Model: E6d tomofetovpe 10 LOVTEAOL TO VELPOVIKOD SIKTVOL TOL dNUIOLPYELTOL
HETE TNV OAOKANp®ON TNG eKTaidevong.

Inference Device: Opilel edv Oa ekteAEGEL TO LOVTELO TNG EKTtaidEVONG O emelep-
YOOTNG 1 M KAPTO YPOQIK®V. YTAPYOUV TEGoEPLS EMAOYES, cpu,gpu,default kot
burst. Epeig Oa ypnoiponomoovpe v emroyn| default dote va kdvel tnv emioyn
N Unity.

Behavior Type: Kafopilet tov yeipiopd tov Agent. Eite 6o ektedéoet to poviého
oL ToL €£xel d0bel gite 0 yepopdg Ba yivel amd gpdg. Ot emhoyéc eitvar Default,
otV omoia To povtéAo Ba ekmodevtel edv cuvoebel pe v Python 1 Ba yeprotet
TO HOVTELO OV TOL £Yovpe ddaoel, Heuristic mov dnAdvet 6t Ba yeprldpocte epeig
tov Agent ko Inference mov dnimvet 6t1 0 Agent Ba yepileton pe Péomn to vevpo-
VKO 01KTVLO TTOL TOV €Yovpe d0oE 6To model.

Team Id: Xpnowomoteiton yio tnv opadomoinomn twv Agent
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e Child Sensor: Opilet edv Ba ypnotpomomBovv acOntpeg mov ivar cuvoedepévol
oe gameObject, og Toudia Tov Agent.

Behavior Parameters

Behavior Name cartal
Vector Observation

Space Size

Continuous Actions O
Discrete Branches 2
Branch O 3
Branch 1 3
Model cartAl (NN Model)
Inference Device  Default
Behavior Type Default
Team |d i

se Chi

Eixovo 33 - Behavior Parameters

To devtepo component wov yperdletar va cvopmeptrafovpe otov Agent givar to Decision
Requester. Avtd amotekeiton and 1o Decision period mov kaBopilet kébe mote 0 Agent Oa
ntmoet va mapet o amoeacn kot and to Take Actions Between Decisions mov opilet av
o Agent Ba kdvel evépyeteg petald tov oamoedacewv, 0tav dev (ntdel va mépet pio amdQooT).

Decision Requester

ion Peri

Take Actions Between D +

Ewxovo 34 - Decision Requester

4.3.5 Ray Perception Sensor 3D

Ta Raycasts gival £évag eVvOAAAKTIKOG TPOTOG TOPOYNG TAPOUTNPNCEMY TOV TEPPAAAOVTOG
otov Agent. Avtd yivetan pe 1o va tpocBésovpe to Script Ray Perception Sensor 3D oto
gameObject Tov Agent. O TpoOTOG Agttovpyiag Tov glvar 1 dnovpyic AKTVOV Tov Eekl-
véve amd 10 kEvrpo Tov Agent Kot kKaTeELOVVOVTOL GE SLAPOPES KATEVOVVGEIS LLEYPL VAL Y TL-
TNGOVV KATO0 OVTIKEILEVO.
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Ewcova 35 - Ray Perception Sensor On The Agents

Onwg kot ta mtopandve, to Ray Perception Sensor 3D €xet Tig dwkiég tov pubuiceis. Xtov
Agent &yovpe SNUOVPYNGEL SLO UGONTHPEG TTOV ATOGKOTOVV GE dVO JAPOPETIKEG GLVON-
KEG

e Sensor Name: AnAdvel to 6vopo tov awsOntnipa. To ovopata mov £govpe dMGEL
epeig etvon Sensor 1 ko Sensor 2

e Detectable Tags: Onwg eidape, Oha To game objects Tov £YOvE SNUIOVPYNCEL GTO
nepPdAlov Exovv éva povadikd tag. Me avtd Pmopovpe va opicovpe 6Tov aein-
mpa and mola avtikeipeva Ba tapel TAnpoopiec. I'a to sensor 1 &yovpe dnAdcet
og detectable tags Ta checkpoints kot To road. I'ia To sensor 2 £yovpe éva detecta-
ble tag, to AlcarTrigger.

e Rays Per Direction: KaBopilet Tov aptBpud tov axtiveov mov eknépmovot. [ldva
VILAPYEL 0L OKTIVOL TOV EKTEUTETAL TPOS T EUTPOG Kot avdAoya pe tov opoud
7oV dtvovpe dnpovpyovvtol aktives de&ld Kot aplotepd. Xto Sensor 1 €govpe Pa-
Aet 7 qpa dnpiovpyovvtal 15 aktives kot 6to sensor 2 Eyovpe BaAet 9 dpa 19 a-
KTiveg oLVOAO.

e Max Ray Degrees: Eivat o ap1Buog oe poipeg mov o emektafovv ot aktiveg mov
&yovpe onpovpynoet. 1o sensor 1 1ig £yovpe emekteivel otig 80 poipeg Ko 6to
sensor 2 otic 70 poipec. O AOYog yuu TG mapoamdve Tinég etvan o160t o Agent 0¢-
Aovpe vo BAETEL TEPIGGOTEPO UTPOCTA KOl GTO TAAL Kot KaBOAOL Tiow.

e Spherer Cast Radius: Mia axtiva 6tav enekteivetal, 610 GKpo TG LvIapyel pio
ocopaipa. Avt avarioya pe To péyefog mov Ba g ddoove 6T GPaipa, Lropel va
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EVTOTIOEL £Val AVTIKEINEVO pe peyaAdTepN aKkpifela. XTI opaipeg Kot TV dLO sen-
sor &yovpe dwaoel TNV TN 0.2

e Ray Length: Eivot o pikog tov axtivdv. Xto sensor 1 éyovpe dOGEL G UKOG TNV
Ty 50 evo 6to sensor 2 v Ty 50

e Ray Layer Mask: AnA®vovpe to Layers mov 0éAovpe va pmopodv vo Topatnpn-
Bovv amd Tovg alcOnmpeg. O sensor 1 Béhovue va mapatnpel to track kot ta
checkpoints kot 0 sensor 2 ta GAAo ovToKivnTa TOV LITAPYOLY GTO track.

e Stacked Raycast: AnA®vel 10 Tov aplOUd TV TPONYOVUEVOV TOPATIPTCEDV TOL
UTOPOLV va xpnoipomotnfovv yio v Ay pog amdeacnc. O aptBpdc mov Exovpe
OMAMDGEL Kot 6TOVG VO sensors givat 5.

e Start Vertical Offset: Eivot n kotaxOpvuen HETATOTION TOV OKTIVAOV atd TO oNUEI0
evapEng.

e End Vertical Offset: Eivat 1 katakOpuen HeTATOTION TOV AKTIVOV GTO TEAMKO TOVG
onueio.

e Ray Hit Color: AnA®vel 10 ypdLO TNV OKTIVAG €AV 0LTH ¥TLANOEL KATolo detecta-
ble avrtikeipevo.

e Ray Miss Color: AnAdvel To ypopa TG aktivag OTav deV EVIOTIGEL KATOLO OVTL-
Kelpevo oty mopeia ng.

B Ray Perception Sensor 3D E Ray Perception Sensor 3D
Sensor Mame Sensor 1 Sensor Name Sensor2
Detectable Tags ¥ Detectable Tags

Element 0 Element 0 AlcarTrigger

Element 1

Rays Per Direction ;
& Max Ray

Sphere Cast Radius
Ray Length

ere

Ray Length
Ray Layer Mask Track, checkpoints

EnemyCar

Eiwxova 36 - Ray Perception Sensors

4.4 Exnaibevon ML-Agent

Epocov €yovpe ohoxkAnpioel 10 mepfdiiov exmaidevong KabmG Kot To amopoitnto
scripts, pumwopovue va, EEKvicovpe TV dladikacia g exmaidgvong. Ta va Eexwvhoetl n
eknaidevon npénetl mpadTa va avoifovpe 1o PowerShell kot va evepyomomoovpie to giko-
VKO TepdArov ov £yovpe dnpovpyncet. To povo mov apkel yio va EEKIVIGEL 1) EKTTO-
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dgvon etvan va ypdyovpe Ty evtoAn mlagents-learn. Me avtév tov 1poémo o Agent HBa ek-
TodEVTEL E TIG TPOEMAEYUEVEG TOPAUETPOVG TTOV EVOMOUATMOVEL TO TOKETO TV ML-
Agents. AVTEG TIC TOPAUETPOVS LTopoLpE BEPata va TIG AALAEOVLE KOt VOL TIC TAPAUETPO-
TOWMGCOLUE pe Baon TiG dkEG pag avaykes, elvar éva training configuration file to omoio
StaPalet Ko xpnoomotel anTég TIg THES Ko £yl kataAnén .yaml. o va dnpuovpyncovpe
avtd 10 apyeio apkel va avoi&ovpe Evav omotodnmote text editor Kot va 1o amonkedcove
pe v kotaAnén .yaml. To apyeio mov gTidEope gUEIC Yo TV EKTOIOEVLGT TO OVOULAGOLE
training.yaml. Ot Tapdpetpol mov pog 6ivel Ty dSuvatdTnTo VO TOPAUETPOTO|COVLE TOL-
Kilovv avaioya pe To povtélo Tov BEAovpe va ekmondevcovpe. o v dwn pog exmoi-
dgvon Ba YPNGYLOTOGOVUE TIG TOPAUETPOVS TTOV AVAYPAPOVTOL GTNV TAPOUKAT® EIKOVOL
Kot Oa T 00V LE AVOAVTIKGL.

1 default settings: null

2 behaviors:

3 cartAl:

4 trainer type: ppo
5 [= hyperparameters:

batch_size:

buffer size:

learning_rate:

beta:

10 epsilon:

11 lambd:

12 num_epoch:

13 - learning_ rate_schedule: linear
14 H network_ settings:

15 nermalize: false

16 hidden units:

17 num layers:

18 vis_encode_type: simple

REI. goal conditioning type: none
20 E} reward signals:

21 = extrinsic:

22 gamma:

23 strength:

24 [H network_settings:

25 normalize: false

26 hidden units:

27 num layers:

28 vis_encode type: simple
FOC goal conditioning type: none
30 init_path: null

31 keep checkpoints:

32 checkpoint_interval:

33 max steps:

34 time horizon:

35 summary freq:

36 threaded: false

Eiovo 37 - Configuration File
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4.4.1 Napapetpol Ekmaidevong
Behaviors:

e Trainer type: Eivat o TOmog ¢ exmaidevong mov ypnoiponoteitot. Y mapyovv Tpeig
tomot eknaidevong. To PPO, SAC kot POCA. Epeig ypnoyomomcapie to ppo o16tt
&xel amoderydel mo otabepd otV eKmaidcvon Kot eival yevikoh GKoTov amd Ta v-
noAOUTa, TO 07010 GE TTOAD E0KEG TEPMTMGELS Etvan o amoteleouatikd. Kot ot
Tpeic TOMOL ekmaidevLoNG £XOVV KATOEG KOWVEG TAPOUUETPOVS OALL OVAAOYQL LLE TOV
TOMO eKmaidELONG, VIAPYOLV Kol KATO1ES 01 omoieg dtapEépovv. Avtd Ba To dovpe
oV katnyopio. Hyperparameters.

e Batch_size: Eivotl o apBudc tov gunepiodv mov cuAréyel o Agent og kb cuyke-
Kpévo apBpd evepyeimv. O aplBudg avtodg mtpémel mhvto va dtoupeitar akpPadg
ue o buffer size. Edv ypnowonowcovpe Continuous Actions 1o €0pog TILAV TOV
umopel va whpel vt M TopdpeTpog eivarl petacy tov 5S12-5120. Avtifeta, 6mmg
Kot 6TV 01K1 pHog mepintwon mov ypnoyonotovpe Discrete Actions, to €0pog Ti-
oV ov pmopel va mapet stvon petald tov 32-512.

e Buffer size: Avtictoiyei 6to TAN00C TV EUTEPLOV TOV TPETEL VOL GVAAEYOOVV TPV
TNV OTOONTOTE EKUAONON 1 EVNUEPOOT] TOVL HOVTEAOL gkmaidevomng Tov Agent.
Oa pémel va ival ToAAamAd peyolvtepo amd to batch size. Oco peyolvtepo givan
10 buffer_size, 1060 mo1o cTabepég ivar cuvnBwg o1 evpep®GELS ToL AapPdvetl To
HovtéAo ekmaidevong. Ot ovvnbeg VPog TIUMV oV pmopel va Tapet elvan peta&d
tov 2048-409600. O Adyog mov epeig emAé&ope v tipn| 10240 givon 61611 emBo-
povpe o Agent Aoyo TovV YpNYop®V KOl APKETAOV OTOPAGEMY TOL TPETEL VO TAPVEL
o€ TOA GUVTOHO YPOVIKO OLAGTILO VO AUPAVEL YPIYOPES EVILEPMDTELS GTNV TO-
peia TG exmaidgvong Tov.

e Learning rate: Eivaw o puOuog pabnong tov poviéhov exmaidevone. H tun mov
dtvoupe otov puOud pnabnong kabopilet to 60 £viova Oa petafdArlovTot ot Tipég
TV Bopdv ToL VeEvpwVikoD oktvov. H tiun avtn Ba tpénet va apkeTd peyain oote
Vo emTuyYdveToL ypryopa n emBuunt Knaidgvuon aALd Oyt TOGO OV Vo dNUIoVP-
vel po aotafég evnuépwon oto povtédo eknaidcvong. To dpog TiHdV Tov pmopel
vo whpet eivon amd 1%1075 - 1%1073,

e Beta: PuOpilet to méco tuyaieg Oa sivor o1 evépyeieg mov kdver o Agent. Alvovtag
peyaAn tiun oto beta, dtaceaiilovpe 6tL 0 Agent Ba mdpet OAeg TIC TVYOES ATOPAL-
O€1G EEEPEVLVMVTAG COGTA OAO TO YMPO dPAoNg Katd TNV S1dpKeLd THG EKTAIOEVOTG.
[Tpénet va onpelwbet 61 n Ty avtn mpémel vo puOuctel pe tétolo TpoOmo MGTE va
LLELOVETOL 1] VO QVEAVETOL VALY LLE TNV LETABOAN TNG CUVOAIKNG OVTOUOLPNG TTOV
AapPaver o Agent 6to TéA0G KGOe emelc0diov eKTaidEVONC.

e Epsilon: Eanpealel moco ypryopa pmopei va eEelybel o1 evnuepmaoelg Katd v
dupketla g exkmaidevong. PvBuilovtag pukpn tiun younAd, Oa £xovpe ©g amoté-
Aecpa o otafepég EVNEPMOELG OAAL TTO10 OPYT TNV O10OTKOGTIN EKTOUOEVONC.

e Lambd: Xpnoipomoteitor Katd TOV VTOAOYIGUO EKTIUNONG YEVIKEVUEVOL TTAEOVE-
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kmuatog (GAE). To GAE d&iyvel to moco o Agent unopel va facileton oty Tpé-
yovoa a&io TOL KOTA TOV VITOAOYIGUO LG EVILEPMOOTG TOV LOVTEAOL EKTOUOEVOT|G.
XoaunAdtepn Ty aviietotyel oto vo Pacileton meptocoTepo 0TV TpEYOoLTH aia
TOV EVAO VYNAOTEPN TIUT| OVTIOTOLXEL 670 Vo PacileTon mepLocoTEPO oTAL reward Tov
déyeton amd to mepiPdAiov. To €6pog TIU®V oL pmopet va mhpet eivon petah Tov
0.9- 0.95.

Num_epoch: O apBpudc avtodg dnrmvel mécec popég Ba Tpé€et o adydpiBpog dtop-
Owong AdBovg dtav yepioet o buffer size. Xnv cuykekpiévn mepintwon o aAyo-
pBuog Ba mepdoet Tpeic popéc and To buffer size dnuovpydvrag véa Bapr, Kaiv-
tepal 0€ KAOe mEpaoua. APoTov Teleumoel, To buffer size avayepilet ko 1 o1ad1-
kaoio eravorappdvetar. Eniong avdioya pe to batch_size, pmopet vo avéndet kot
1o num_epoch. To k6oT0¢ puKpdTEPNG TWNG 6T0 num_epoch, eEac@ariletl mo ota-
Oepn expabnon aALd To apym.

Learning_rate schedule: KaBopiler v aAloyn tov pvOupod pabnong kotd tnv
duapketla v ekmaidevong. Epeig épovpe dnidoet linear mov mpoteivetan amd to
HOVTEAO €KTOIdELONG PPO, OOTE N HABNon va cvuykAivel mo otabepd. To linear
LLELOVEL YPOUUIKAE TOV pOUO eKpaBNong, Tdvovtag To HNoEV OTav EMTVYXAVOVTOL
To GLVOAKG Max _steps.

Network setting:

Normalize: Epappédletar oTic 1600006 TV S1VUGLOTIKGV Tapatnproemy. Baci-
{etat 6TOV HEGO PO KO KOVOVIKOTOLEL TV S10KDLLOVGT] THE TOPATHPNONG TOV Ola-
viopatoc. Etval ypnoiun og mepuntdoelg e moAOTAOKO GUGTILATO GUVEXOVS EAEY-
YOV OAAL GE TEPMTMOGELS ATADY TPOPANUATOV OT®G 1 O1KN LOG TEPITTOON, WToPEl
va glvan emPAafng yuo to amotérecpa g ekmaidgvong. Ot Tipnég mov pmopet vo
népel elvon true 1 false.

Hidden units. YrodnAdvel tov aplBpd tov Kpuemv VELPOVOV GTO VEVPOVIKO Oi-
KkT00. O apBudc TV veupmdvmv 6To KpLed eminedo Oa mpénet va elvar avdloyog pe
TNV TOALTAOKOTN T TOV TPOPANLaTog. o anAd TpofAnata 6mov ot eicodot gival
évag amAdg GLVOLOGUOG TAPATNPNGE®V, TO VOOUEPO TOV KPLOOV VELPOVAV Oa
npénel vo givon pukpo. Ta mpoPAnpoto 6mov ot mapatnpnoelg sivar mepimAoKeg
161€ 0 aP1OUOG TPEMEL VAL gfvar LEYAADTEPOG. XTNV J1KY| LLOG TEPITTMOT OTOL EXOVLLE
EvaL GYETIKA PLEYAA0 aplOo mopatnpioemV, 0 aptBpdg mov EMAEELE Y100 TOVS KPV-
@ovg vevpmveg givar 128. To Tumikd 0pog TV mov pmopet va 600t etvar peta&y
tov 32-512.

Num_layers: AnAd@vel Tov aptBpod Tov Kpue®Vv ETTEIWV GTO VELPOVIKO 01KTLO. A-
VIIOTOLEL OTO TOCH KPLEE EMIMESO VILAPYOLYV HETA TNV €l0000 Tapotpnons. ['a
amAd TpoPAnLata, To Vo vITdpyovy Aydtepa enineda lvar mbavo n ekmaidgvon vo
elvan taybtepn Ko amotedeouatikodtepn. Avtibeta oe mpofAnuato mo mepimioko
umopel vo amottovvion teptecotepa nineda. To Tumikd €bpog TNV glvar petalh
t0 1-3.

Vis_encode_type: O TOT0G KOIKOTOMTH TOV YPNGYLOTOIEITOL Y1l TNV KMOIKOTO{-
non TV Tapatnpioewv. Yapyovv téocepts emAoyéc. H simple, mov elvan pua a-
A K®O1KoToinon amoteAeitor and dvo cuvelktikd eninedo. To Nature cnn mov
¥PNOLoTolEl TNV LAOTTOINGT cnn Kot omoteAeital omd Tpia cuvelKTikd emineda. To
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resnet wov ypnoponolel To impala resnet Ko amotedeitan and Tpion oTtoPorypéva
emineda kabmg kot To Match3 mov givon Bedtiotomomuévo koping yio emtpanéQo
Ty vio.

e Goal conditioning_type: Eivain moAttiky| mov ypnoUOTOIEITOL Y10 TIC TOPOTI P
o€lg 61oYov. None, onpaivel 0Tt avTeTOTILEL TIG TOPATNPNOELS GTOYOV GOV KOLVO-
vikég mopatnpnoels. Hyper, avtipetonilel Tig mapatnpnoels 6toyov SlopopeTIKA
Ao TG KOAVOVIKES, OMLOVPY®VTAG £va Lo TEPITAOKO S1KTLO Yot AVTO Kot TPOoTEL-
VETOIL VO, EAATTMOGOVUE TOV OPOUd TOV KPUODOV VELPOVOV.

Reward_signals: H evomnta avt) kabopilet Tig puOuiceig tov avtapolBov. Yrdpyovv dvo
néEB0o01 kaBop1o oD TOV AVTOUOPOV OVAAOYO EAV EAEYYOLV T EEMYEVN M) EYYEVI GTLLOLTOL
avtopopng, avtég givar ot extrinsic kot intrinsic. Kat ot dvo pébodot Oa mpémnet va opilovv
TOVAQYLETOV OLO TOPAUETPOVS, TNV oYL (strength) kou (gamma). Epeic Oa ypnoipomon-
ocovpe To eEmyevEC onpa avTapotBg 016t maipvel TG avtapolBég pe faon to meptPdilov.

e Gamma: Eivan o mwopdpetpog mov kabopilet yio 1o o0 perrovtikd o Agent Oa
npénet va evoropepbel yro mBavég avtapoBés. Le nepintwon mov o Agent Oa pé-
TEL VO, KAVEL EVEPYELES APKETA VOPITEPA DGTE VO TPOETOLAGTEL Yiat TUYOV PLEALO-
vTikn avtapolBn, tote T mpénet va eivar vymAn. Avtifeta edv ot avTopoPEc
Oa elvon dpeoeg, T0te N TN popet va givon pikpdtepn. Agv pmopel vo mdpet T
{on N peyaidtepn tov evoc.

e Strength: Efvou puo petoffAnt pe v onolo moArlomiactalovtat ot ovTopolBEg mov
AapPaver o Agent amd to mepairov.

"Yotepa vapyovv Kot GALEG TOPAUETPOL TTOV ATOGKOTOVV GE SLAPOPES AeLTOoVpYieC.

e Init_path: H ypnowdtta tov givar 6ty mepintmon mov £yovpe Eva 1o vdpyov
EKTTOOEVIEVO LOVTEAO, VO TO YPTCLOTOIGOVLE Y10l TNV EKTAIOELON EVOG VEOL LE
T1G 016G TOPAUETPOLG,.

e Keep_ checkpoints: AnAdvel tov pé€yioto apBpud tov HoviEA®mV eKToidELoNG OV
Ba amoBnkevToLV PEYPL Vo OAOKANp®BOVV Ta max_steps mov £yovpe ONADGEL 1
HEXPL VoL S1aKOWOLUE YelpoKkivnTa TNV ekmaidevon. Otav eTtdcel 6Tov PEYIOTO O-
pPOUO HOVTEA®VY TTOV £XOVLE ONADGEL, TOTE TO VEO HOVTELO amoBnkeveToL TNV BEom
TOV TOAOLOTEPOV. ZT1| O1KY| HOg TTEPITTMOT EYOLUE 0picel va amodnkedovion mévte
povtéla kdOe popd.

e Checkpoint_interval: AnAover kdBe mdéca Prjpata Ba amodnkeveton Eva poviélo
exmaidgvong. Kdébe povrédo mov amodnkedeton £xel v katdinén .onnx.

e Max_ steps: Eivor o cuvolkog ap1Bpog tov fnudtov OnAadr ot Tapatnproels Kot
o1 evépyeteg mov £yovv ANeOel amd £va n ToAAATAd TepBAALOVTQ, TPV TOV TEPLLOL-
TIGUO TNG EKTOUOEVONC.

e Time horizon: IT6ca steps mpénel va cuideyBovv avd Agent mptv Tpootefovv 610
buffer size. Otav emrevybei 10 6pro mov £xel NAwOel mpv 10 T€A0G TOL EMEIGO-
dtov, yiveton pua extipnon yio to mwota Ba eivon  cuvoAlkn avtapolpn pe faon mv
TPEYOVGO KATAOTAOT TOv Agent. XNV TepinT®OT OTOL VITAPYOVY GLYVES OLVTOLLOL-
Bég oe €va emelc0d10 1 TOL EMEICOJOL ElvaL TTOAD PEYAANG dLAPKELG, TOTE Elvar Tpo-
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TILOTEPO VO YPNCLUOTOUCOVE EVaL KPOTEPO apBud. TTapdia avtd 0 aptOudc av-
16¢ O mpémetl va elval apKeETA PEYAAOG DOTE VO KOTAYPAPEL OAN TNV CNUOVTIKY
ooumepupopd tov Agent kaf” 6An v dtdpkela TG EKTAIOELOTC.

e Summary freq: O apBudc tov Pnpdtov mov mpénel va oAoKANpwOodv dote va
ONUIOVPYNGEL KOL VO ELPOVICEL TO, GTATIGTIKG TNG EKTAIOELONG GTNV 006VT).

e Threaded: Emttpénet va yivovtotl frpato Kotd v StdpKelo EVHEPOONG TOV LO-
vTéhov exmaidevons. Avto oonyel e TayOTEPN EKMAIOEVLGT GE OPIGUEVES TEPITTO-
OELC.

4.4.2 Exnaibevon

Tnv exmaidevon tov Agent v €yovpe ywpioel oe mévie pacelc. [a pmopécovpe va emnt-
TOYOLLLE TO EMBLUNTO aAmOTEAEGHA 1) EKTtaidgvoT Tov Agent Ba Tpémet va yivel GTAO0KAL.
Apyikd n ekmaidgvon Oa yivel o€ pio oA oxeTIKA mioTo Yopic epumddla 1 dAlo cvtokiviTa
®oTE Vo Labet Tov ¥eptopd Tov avToKviTov. 'Yotepa 1 eknaidevon Ba cuveyicel o pia
7o TEPITAOKT TIGTO KOl EPOGOV TNV OAOKANPAOCEL EMTLYMG TOTE B TPooTEHOHV Ko Tl
eumooa. Enedn Oa £yovpe moAhamdd training set, o epndda oto opopo Ba Ppickovrar 6
drapopeTikég Béaelg wote va pudbet va ta amo@evyetl. Otav odokAnpwbei avt 1 pdon, 10T
Bo pumovv Ko GAAor Agent 6to d10 training set MGTE TO TEMKO MBLUNTO OMOTEAEGLOL VOL
etvar o Agent va pdOet va oLOKANPp@OVEL TNV TOTA, ATOPELYOVTOS TO EUTOOIN. GTOV OPOUO
TOV Kot TOPAAANAG OGO TO OHLVOTOV VO ATOPEVYEL TNV GVYKPOLGT LLE TOLG GAAOVG Agent.
H exnaidevon yopiletar oTic Tévte S10popeTIKES PAcELS oL Ba doVLLE GTNV GLVEYELO.

EeKWVAE TNV EKTAIOELOT GTNV TPAOTN TICTO ONUOVPYDOVTAS KADVOLG T®V training set @-
oTe M ekmaidevon va yivel oo ypriyopa. Onmg PAémovpe Kot otV mopakdto skdva, €-
YOVLE ONUOVPYNGEL EVVE training set, OTov 6to kdbe £va vdpyel povo Evog Agent. Emi-
oNG £XOVUE QPALPEGEL TO terrain yio Vo LELWGOVLE TOVG TOPOLS TOL YPELALOVTAL Yol TNV
ekmaidgvon).

<persp

Eixovo 38 - Phase One
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1. Ipot Exraidgvon

2TOY0C TNG TPMTNG PAoNS EKTaidevon eivar o Agent va pdBet va mpoympaet epmpdg Kabmg
Kot va oTpifet To avtokivnto aplotepd kot de&id. Emiong mpémetl va pabet vo pévet evrog
TOV 0piV TOV OPOLOL OGO TO FVVATOV TEPICCOTEPO YIVETOL.

AoV &yovpue gtoudoet To meptPailov tote extedovpe o powershell kot evepyomolovpe
TO €IKOVIKO TTEPIPAAAOV TOV £YOVUE ONUOVPYNOEL LEGO GTO OTOT0 Kol EYOVE TO training
configuration file training.yaml. ['ia va Egkivioet ) ekmaidevon Tpéyovpe TV EVIOA:

mlagents-learn training.yaml --run-id=aiagent5mil.

21NV evIoA] auTn TpEYOVUE TNV Pacikn evToAn ekmaidevong mlagents-learn, dSnimvovpe
10 configuration file mov éyovpe onpovpynoet kot v €vioAn —run-id=aiagentSmil wov
dNAavel To Gvopa Tov PakEAoL 6Tov omtoio Oa amodnkevtel 1o TEMKO povTéLo. Oa (nndel
va atfcovpe To Play button and tmv Unity yio va Eekiviioet ) ekmaidevon. Otav Eexvnoet
N eknaidevon, oto powershell gpeavifovior ot Tapdpetpol Tov Bécape to training. yaml
Kot avaAoyo ta step mov Exovpe SNAMGEL pog delyvet ta rewards mov €xel cLAAEEEL 0 Agent
a6 to mePPAAiov.
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) PS G:\Game\Everythi ag arn training.yaml

Play button in th
and communicat

linear

simple

. Training.

2ta TpdTO 6TAd TG EKTTaidEVOTG TOL Agent, TaPATNPOVLE OTL eV £XEL KA YVAOT Yo
10 Ti TPEMEL va KAvel omoTe mepapatiletal pe Pdon Tig TapapéTpous Kivnong mov tov é-
yovpe daoel. [Tapatnpeiton 0TL 6TV apyr| pabaivel vo Kveiton Tpog ta eUmpoc, aplotepd
Kot 0e€1d. "Yotepa mepapatiferal pe tov xdpo. Ympyav ToAAEG popég mov Efyatve extdg
nictog 6mov Ko deyxoTav apvntikd reward. Mg avtdv Tov Tpomo Katdhape OTL TPEMEL VoL
Kveltan evtog Tov opimv g miotac. Eedcov éptace 10 mpdto checkpoint kou mpe to
npoTo OeTikd reward, Eexivnoe va avalntd yio ta vroloura. Metd and pepikd steps mo-
patnpove 0Tt £xel KATAAAPEL TO TPMTOG PEPOS TNG EKTOIOELONG KO GTOYOG TOV €lvar va
maipvel 060 o ToAAG BeTikd reward yivetal Kavovtag KaAHtePo xpovo.

[Mopatmpodpe amd to powershell v mopeia g exmaidosvong pe Paon to ototyeio mean
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rewards 0mov givol 11 GLVOAKT avTopolPn Tov £xel AAPEL KATA TNV SLAPKELNL GLYKEKPUE-
vovu aptdpob steps, tov aplBudv Tov onoimv £govue opicel oto configuration file. BAE-
TOVE OTL GTO TPATA Steps ExEl LADBEL IKAVOTOTIKA TOV YEPIGUO TOV ALTOKIVITOV KOOMDG
Kot vo. akoAovBei Ta checkpoints dote vo ohokANp®dGEL TV TioTO.

e ovTo TO onueio dlaKOTTOLHE TNV eKTaidevon motdvtag To Play button and v unity
Kot EEKIVALLE TO OEVTEPO UEPOG TNG EKTOIOELONC.

2. Agvtepn Exmaidogvon

To devtepo pépog amotedeitan amd TV 1010 TOTU CALL VT TN POPA LE EUTOOI0. GE 016
Qopa onpeio TOL YMPOL. ZKOTAS TNG OeVTEPNS PAoNG gival va ndbet va pmopel vo amo@en-
YEL TVY®OV EUTOOLR TOV Bl fpioKovTonl 6To dPOLO TOV Kol VO BEATIGTOMO|CEL TV Kivon
TOV 670 OpOpO. AVTO Ba TO EMTOYOVLE LE TNV TOTOOETNON EUTOdi®mV o€ dLapopa onueio
TOV OpOLOV, TOGO G€ onueio e0Kola va amoevyBovy dnmg givar ot gvbeieg 6o kot oe
OVOKOAEG GTPOPES Y10 VO UTOPECEL VO EKToOEVTEL 68 OAEG TIC cuvOnkes. 1o va cuveyi-
covpe v eknaidgvon apkel va tpé€ovpe oto Powershell v evron:

mlagents-learn training.yaml --run-id=aiagentSmil —resume

Me v evtol] —resume 10 povtélo Ba cuveyicel TNy eknaidevon and to onueio mov elye
OTOUOTNOEL 1 TPONYOVUEVT eKTaidgvon, avtd PBonddel vo pnabet Katt véo apod £xel noN
Lo yVOon amd TpLy.

ming from result
ining from

. Training.
Training.

Time a 455 ., 4 Training.
Time ] o
Time

. Training.

X1 @domn avtn TopaTnPOvUE OTLoTNV apyn 0 Agent dev YvmPILel T®G TPEMEL VAL EVEPYNOEL
otav Bpebetl omv mopeio Tov éva gumddo, mhpo pdvo va axkolovbel Tov dpodUo doTE Vo
OAOKANPMCEL TNV TGTO. TNV TEPIMTOGT CLYKPOLONG LE KATo10 eUmdd1o mov Ppedel otV
nopeia Tov, Tpootabel va mpoywpnoel cav va unv vanpye. Kébe popd mov ytumdet kot
TOPAUEVEL OTO EUTOOI0 d€yeTOL apvNTIKO reward. Avtd pUmopovUE va TO OOVUE KOl GTNV
ewcova 40 6mov amd to TPOTA KIOANG Steps EYEL apvNTIKY TN To mean reward yio apKeTO
YPOVIKO Oldotnuo. Me 10 Tépag PLEPIK®V step, Tapatnpovpe 0Tt To reward avcaveTon pe
peydio puduod. BAémovpe dpmg 61t 61N teEAELTOiO OVOGKOTNON TNG EKTAIOELONG EYOVLE
po Tttddon tov reward, KAt Tov o@eileTon 6To YEYOVOg OTL EMEON £xel LAOEL apKeETA KAAN
Vo TOQEVYEL TOL EUTOONL, TPooTadel va avénoet ta Betikd reward mov ToipVEL YaYVOVTOS
Tpdmovg va tepvael Ta checkpoints yprnyopotepa. Avtd oonyel 6To vo Kdvel TEPLocOTEPA
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AGOM, vo cuykpoveTal oTO EUTOdIN 1) Vo Pyaivel ekTdg TioTag. AvTO £XEL MG AMOTEAEGLLOL
VoAbl vor amo@evYEL TOL EUTOJ0. KOl GTNV TEPIMTMOT TOV GLYKPOVOTEL LE KATO0 VO
Ka@vel Omobev Ko va cuveyilel v mopeia Tov.

Y11 endpeveg acelg o Agent Bo ekmodevtel oty Mo cvuvletn TioTa, 6oV £XEL VAL OVTL-
LETOTICEL TEPLGGOTEPES KOl TLO OTOTOUES GTPOPES KABMG avneOpes kot Katneopes. Edd
Oa yivel n tedkn exkmaidevon tov Agent kot Oo pdbet va avtpetmnilel omotodnmote eund-
J10 GLVAVTIGEL GTO OPOLLO TOV. XTIC TPONYOVUEVES dVO PACELS EKaidevonc, 0 Agent Epode
T1G Bactkég Aettovpyieg Kivnong Kol améKTNOE TNV IKOVOTNTO Vo 6TPIPEL € amAéG GTPOPEG
KO VO 0TOPEVYEL EUTOOLAL.

Ewcova 41 - Acdrepn Iliota

3. Tpitn Exnaidgvon

2ty tpitn @don tng eknaidevong o Agent Bo ekmodevTel ywpig To EUTOIO GE 10 TLO
TEPIMAOKT TToTO.

Eexwape v eknaidevon kot apécmg PAémovpe 6tL 0 Agent et i YvAOGT amd TNV TPON-
YOoUOUEVT TGTO, KVUPIOE OTIG OTPOPES KOl 6T onpeia 6mov 0 dpopog eivar mopdpotoc. Ta
onpeia mov mopatnpodie 6Tl SLGKOAEVETAL £ivol ToL CUELN TOV OEV €XEL AVTILETOMICEL
Eava oto TapelBov. Metd and pepukd steps, fAémovpe 6t Ta rewards €yovv avénbel ko
ToPATNPOVTOS TOV Agent katd TNV d1dpKeLo TNG EKTAIOELONS TOV PAETOLLLE OTL TO TOGOGTO
TV A0V Yo TV edon avutn £xel petmBel apketd. [opdpota pe tny Tpdtn Ticto, o Agent
a@o¥ &xet pabet apketd KaAd TV micto, Tpoctadel vo GLAAEEEL OGO TO dLVATOV TEPIGTO-
tepa rewards. [TopatnpnOnke Aowmdv 0Tl Ge PEPIKES AMOTOUES OTPOPES AOYO TaXHTNTOG
EPyove extdS TOV 0PIV [E ATOTEAEGUO TNV TTMOOCT) TOV mean reward Tepinmov oo péca
mv ekmaidevonc. I'a va dtopbdcovpe avtd to TpoPAnua tomobetrcape reset points ota
onpeia ta omoia EPyave ekTOC TG MIGTAG. AVTO TO KAVOE MGTE 1) EKTAIOELON VO TPALY-
patomomBet tayvtepa. EmmAéov mapateivape tnv eKtaidevon yio HepKA akOua steps £mg
6tov 10 mean reward va givor 660 o dvvaTdv VYNAOTEPO. TTapdia avtd Kot ywpig avtég
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TIG aAAYEC 1) EKTTOOELOT B0 OAOKANP@VATOY LE EMLTVYIO OALA LLE TTIO apyO pLOUO. ZKOTOG
etvar va BonBnoovpe tov Agent vo ekTondeVTEL KOADTEPO KO TOYVTEPQL.

Training.

. Training.

. Training.
Training.
Training.

Training.

. Training.
5. Training.
Training.
Training.

Training.
. Training.
55. Training.
1. Training.
. Training.

agentSmilica 1=

Eikéva 42 - T, pity @aon Exraiosvong

4. Téreptn Exmaidogvon

1 tétaptn eAaon ¢ ekmaidsvong o Agent £xel pabel OAeC GYedOV TIG AElTOVPYieg OV
elyope Bécel mg 6TdHY0. TKOMHS TG PACNS VTG £V VO TEAELOTOMGEL TV 0ONYIKT| TOVL
CLUTEPLPOPE aVEEQPTNTOG TOV EUTOdi®V oL Umopel va cuvavincel. O cuvovacudg dv-
OKOA®V GTPOP®V Kot EUTOSIV Hag 6ivel TV SuVOTOTNTA VO TETVYOVLE TO GKOTO aTO Kol
va BeATioTomoMGoVUE TIG AElTovpYiec Tov Agent 6To PEYIGTO.

Yvveyilovpe Vv exmaidgvon tov Agent Kot wapotnpovpe 6Tl N mopeion TOL AAL Kot M
KAVOTITO TOL VAL ATOPEVYEL TO EUTOSIOL Efvort O 6€ TOAD KAAO eminedo. e avTo TO onueio
BAémovpe 0Tt Kbver AaBN dmwg kKot otnv Tpitn edon dtav Ta epunddln Ppickoviat oe dU-
okoha onueia. Ta onueia avtd ivar Kupimg oTpoEég dmov dev £xel TPOAAPEL var dEL Ta
eUTOdI 0l TPLY. METE TO TEPOG LEPIKADV Steps Kol APKETMV ATOTVYLDV, TAPOUTNPOVLE OTL
0€ OTO0ONTOTE OMUELO KO OV TPOGHEGOVE KATO10 EUTOSO KATOPEPVEL VOL TO OTTOPVYEL.
Eniong 0tav Ppebel oe onpueio va cuykpovotel pe kdmolo eumdotlo, eVIvmmotlakd Euade 0Tt
TpEMEL VO Thel AMyo Tpog T o Kot VGTEPA VAL TO TPOSTEPAGEL. Ba Tov TTépeL Alyo xpOvo
LEYPL VO KATOAAPEL aKPIPOG TMG TPEMEL VAL TO KAVEL AALYL GTO UEYUADTEPO TOGOGTH TMV
TEPUTOCEWV, B0 TO TPOGTEPAGEL.

Training.
. Training.
. Training.

. Training.
. Training.

Ewova 43 - Teraptn oon Examiocvoong
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H tétapt @don amotereiton poévo amd 500000 steps kabmg 01 omaITNOES TOV ElYOLE Yo
™V edomn ot elyov 101 oAokANpwBEel amd Tic Tponyodeves. OnmS ToPaTNPOVLLE Kol OO
v €wova 43, n Ty Tov mean reward givon oyxetikd otabepn, Tpdyua mov Tpocsdlopilet
OTL 0 GLVOVOAGHOG TV EVEPYEI®V TOL Agent 6g aTN TN EAoN €xel emttevyel tkavomom-
TIKG.

5. Héumtn Exmaidgvon

2ty tedevtaio edon g eknaidevong, Tomobetode mévte axdpo Agents oty oo mioTa.
‘Etot 0 Agent €pyetat avTipétmmog kot pe Ao avToKiviTa TOL KIvouvTon EAEDBepa oTNV
mioto. Xe kdbe Agent EYOVLLE OPIGEL SIUPOPETIKT TAYVTNTO DCTE VO VITAPYEL AVTOYOVIGHOG
HETOED TOVG KO VO EKTTALOEVTOVV KOl GE OOPOPETIKES TOYVTNTEG.

Metd 10 TéA0OC TG TETAPTNG PAoNG Tepluévovpe o Agent va €yl nabet moAd kaAd tnv
T{oTO KO TNV AmToQLYT TOV EUTOdiMV Kol 6E auTY| TN edon Bo oAokAnpwBel n exmaidosvon
0V pafaivovtag TV 6oty GAAG Kot OVTOY®VIGTIKH TOVTOYPOVE CUUTEPIPOPE OTEVOVTL
oto vroroma avtokivnta. Na onueiwdet 61t 6Aa to avtokivnta £xovv Tag AicarTrigger.
O Adyog elvar 6T1 BEhovpe Vo avTILopUPAavETOL TO, VITOAOLTO CVTOKIVIITO GOV KIVOOUEVO, -
pmodo.

Training.
. Training.
Training.
4. Training.
Training.

E . Training.
Time ed 1. e Traini
Time : :

Time ed: £ 5 d o . ining.
Time ed: . rd .4 0 Training.

Training.
Time ed 15 4. of Reward: Training.
Time ed 3 d . Training.
Time ed 48 eward: 51. Training.
Time ec rd: . Training.

to results\aiagentSmil\cartAI.onnx.

Ewcova 44 - [éumtn oon Exmoiocvoong

Hekwvdiel n televtoio edomn g ekmaidgvong Kot apécsmg PAEmovpe 0Tt 0 Agent Kdvel 0M
TPOCTAOEIEG VAL UMV GUYKPOVGTEL [E TOL VITOAOUTA AV TOKIVITO AL OEV TO KATAPEPVEL SLOTL
dev &yxel pdbel axdpo og Kvovpeva eumdoto. Avtd oonyel o PEPIKES GLYKPOVGELS TIC O-
noteg Opmg ypryopa pabaivel va tig amoeevyet. apoatmpovpe amd moAd vopis otn edon
avtn Ot Ta rewards avEdvovtal og KaOe step Tpdypo mov onuaivel 0Tt £l HELDMCEL TA
AGO kot emikevipoveTan povo oty avtapopn. Onwg avaeépaple, ot Agent £xovv dtapo-
PETIKY TOXOTNTO LETAED TOVC, OTTOTE LILAPYOLY GTIYUEG OTTOL TTAEL VO YIVEL LU0l TPOCTEP OO
TAVO GE (o GTPOPT. € OVTN TNV PAON EVOEXETAL VAL XTLUTNGOVY AOYO TOV OTL OEV TPOAQL-
Baivouy va GTOUOTCOVY Kot GVTO 00MYEL GTNV EMOVOPOPA KAmolov Agent.

A@ob 0AokANpwBoLV OAEG 01 PAGELG TNG EKTAIOELONG, TAPATNPOVUE OTL GTO UEYOADTEPO
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TOGOGTO TOV TEPIMTMOCEMY 0 Agent TETVLYE TOV GTOYO TTOV elyape 0EceL amd TV apyn Ue To
peyoAvtepo mhovo reward. To AaOn evvoeiton Ba vtapyovv Kabmg kavéva Al dev givarn kot
ovte Oa yivel moté TéAEt0.

H Unity pog mapéyet éva péso mpoPfoing TV oTATICTIKGV NG ekmaidevong, to Tensor-
Board. I'ta va 60vpe avtd To 0TATICTIKA TPETEL VL EKTEAEGOVUE TNV EVIOAN tensorboard -
-logdir results --port 6006. "Yotepo avolyovpe tov browser pog Kot ypaeovpe lo-
calhost:6006. To arotéieoua ¢ avalitnong ta PAETovE otV €KOVa. 45.

Environment 3 cards

Environment/Cumulative Reward g3 8 Environment/Cumulative Reward_hist £3 Environment/Episode Length

aiagent5mil\cartAl

Losses 2 cards

Losses/Policy Loss

Ewcova 45 - Zronionika Exraidocvons (Enviroment, Losses)

Y7o tensor board pmopovpe va doOE avaAVTIKE TNV TTopEia TNG EKTAIdELONS O TO
TPAOTO PEXPL TO TEAELTATO Step. Znv ekova 45 BAETOVE TNV AVAALGT TOV AVTOUOPOV
KB OAn Vv dbpkela g eknaidevons. Xto mhaicto Cumulative Reward kot Cumulative
Reward hist, mapatnpoovpe 6t1 oty apyn €ixe peydin tyun to reward aALd GOvVIOpNQ
LELOVETAL AGYO TNV TEPUTAOKOTNTOG THG PACTG EKTAIOEVLONC. ' YOTEPQ TOPATPOVUE OTL
VILApPyEL CLVEXOUEVT GvOOOG TOL reward PPl Kot TNV TEAELTOLO PAOoT) TNG EKTOUOEVONG,
70 0TO10 HaG VTOOMAMVEL TNV emTVYi TG ekmtaidevong. Xto mAaiclo Episode Length
UTOPOVLLE VO, SOVUE TNV HEST SLAPKELN TOV EMEGOOIMV oTNV Topeia TG ekmaidgvong. To
mAaiclo avTd pog ostyvel v ddpkela mov Ppiokodtay o Agent eviog g miotag. [Tapatn-
povuE OTL OTIG TPOTEG PACELG 0 Agent ELEVE Y10 APKETT DPA EVIOS T®V OplwV TNG TOTOG.
Apydtepa Opmg pe TNV E10AY®YT TNG o oOvVOeTN g TioTag, Topatnpovie OTL 1 SLapKELL
TOV ENEG00IMV PEI®VETAL S10TL 0 Agent £Byaive €KTOC TwV 0piwv Tov dpdHov. Me v
Tapodo Tov ¥povo, PAETOVE OTL 1] SIAPKELD KATH TNV OTTOi0 TAPEUEVE EVTOG TNG TOTOG
Exet avEndel kKo aw&avetar OAo Kot TEPIGGOTEPO OGO TPOYMPUIEL 1] EKTOLOELON. AVTO OM-
AOVEL 0TL OG0 TTEPIEGOHTEPO eKTOdEVETAL 0 Agent, TOG0 Arydtepa AdON Ba Kdver.
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Kedbalalo 5: Zupmepaopata

H peydn teyvoroykn e£€MEN TV TEAELTAIOV XPOVOV £XEL OPEANCEL GE TOAD HEYOAO
Babuod v avantuén tov Prvteomaryvioidv Kot wiaitepa 6to kKoppdtt g Teyvntmg Non-
poovvng. IoAAd Tayvidio EVEmUATOCOY EDPVEIG TPAKTOPES Y10l VO TPOGIMDGOVY PEAACUO
Kot aAnBopavelo oy gumelpio Tov Tpoceépouvv. H yprion tovg ota Prvreomaryvidia mot-
KiAAel avdroya pe To €i60¢ Tov TaryVidloD. ATO EKTOOEVLTIKA ToyVidla YVOGE®MY OOV Ta
Aeyoueva Bots, avdAoya e 10 eMIMESO KAt TIC YVDGELS TOL ¥PNOTY, TPOoSapuolovy ) dv-
oKOAlo TOVL TaYVIS10L 6TO KATAAANAO eminedo, £mg matyvidta moAépov, 6mov ta Bots pmo-
POVV VO AELITOVPYNCGOVV OC GULLUOYOL 1] OVTITOAOL KOl VO TPOGPEPOVY LU0 TPOLYLOTIKT €-
pmepio yio Tov TodkTn.

Metd v vAomoinon Tov oy vidlov, 6Ta TAAICIO TG TTLYLNKY Epyaciag, eENyOncav ap-
KETO CLUTEPACUATO KOl SIAPOPES TOPATNPNCELS, OGOV QPOPE TNV EQAPLOYN Kol VAOTTOL-
NoN ™S TEYVNTAG VONLOGLVNG oto. Brvteomaryvidwa. Eidape 6Tt dev givon amin dwadikacio
va ekmadentel cmotd £vog Agent kot ypelaleTal VITOUOVN, APKETO XPOVO KOl APKETES TTPO-
onaBeteg péypt va methyovpe tov entBopntd 6tdyxo. Ot duckorMeg mov avTipeTOTicApE O-
(@OPOVV TOGO TO TPOAKTIKO OGO Kot TO BempnTiKO KOUPATL. YTpYav QOpEG OV EMPETE VAL
SLKOWYOVLLE TNV EKTTALOEVOT), VAL TPOYPAUUATICOVE EOVE TIG TAPAUETPOVS TOL Agent Kot
va dtopbmcovpe 10 mepPdArov ekmaidevong kabdg Tapatnpnnkay Svokorieg otV eKk-
péonon tov. ApKeTég NTAV Ol GTIYUEG OOV Y10 APKETA Steps TOPEUEVE aKIVITO 1| KOAAN-
Hévo oe Kamowo eumdolo 1 Oa ERyarve emavelinuuéva KTOG TV opimv g Tiotag. Katt
nov a&ilel vo onuelwet elvar 6T 0TI TPAOTES TPOSTADEIEG EKLAONONG, TOpATPNONKE OTL
o Agent tepvovoe emavelAnuuéva to id1o checkpoint anyaivovtog cuvexdg Unpoctd- Ticw.
g oo to onpeio katardPape 6Tt okeETOHTAY EELTTVAL Ko KEBE POPA TOV EKAVE QLTI TNV
kivnon énoupve mavro Otk avropoPr]. Avtd yvotav d10tt dev elyape PTIAEEL GOOTA TO
ocvotnpa ywo to. checkpoints, to omoio kot d10pBDONKE e TNV TpOoTOTOINGN TOL KAOSIKA
wote 0 Agent va maipvel v avtopolPr omd 1o endpevo og oelpd cmotd checkpoint. Ot
TEYVIKEG TTOV YPNGLOTOONKOV Y10 TV ATOPLYY| TV TEPIGGOTEPOV AaODV NTaV KUPImG
oALay€G 6TO GLGTNIA AVTAROBG TOL Agent KaBMG KOl TAPAUETPOTOUCEL GTO TEPPAA-
Aov. T Tig avtapolPEg xpeldotnKe OPKETEG POPEG VO AVOTPOCOPUOGOVUE TIG TUYLES Y10l
KG0e avtikeipevo pe 10 omoio aAAnAoemidpd oto mepPdArov, KaBdOG mapatnpodsape OTL
UIKPES OAAOYEG OTNV TIUN OVTAV, EQEPVE PEYAAEC OAAAYEG oTNV eKpdOnon Tov Agent. Ap-
KETA emiong NTaV o EUTOSIN KOVTO G AMOTOUES OTPOPES, OOV 0 Agent elye amopacicet
OTL KaAVTEPT TEYVIKN NTOV v Tpootabel vo kotevbuvlel amd 10 e£mTepKd PEPOG T™NG
OTPOPNG, TPAYLA TOL NTAY AABOG GTNV EKTOUOEVOT) TOV EYKEPAAOD S1OTL EPEVYE GLVEXDG
EKTOG NG TioTOC.

[Mopd t1g SuoKoAieg TOV AVIYETOMIGOLE, GTO TELOG KATAPEPULLE VAL OTLLLOVPYNCOVLLE £Vl
Al 10 omoio ekteLel IKaVOTOMTIKE OAOVG TOVG GTOYOLG OV £lyape OEael amd TV apyn. e
TOAAGL onueio KOTAPEPE VO EEMEPAGEL TIC TPOGIOKIES O, TPOYLUATOTOLDVIOG EVEPYELES
mov Ogv elyape mpoPAdyetl Katd tnv ddpkela g ekmaidevonc. BéPara, n exmaidevon Oa
umopovce va PeATimbel akdpo TEPIGGOTEPO EYOVTOS TOVG KOTAAANAOVS TOPOLS Kot YPOVO.
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®a umopovcoav va dnpovpynbodv teptocdtepeg Tioteg ekmaiogvong 6mov Oa pdbatve Kot
o€ GAAec cuVOTKEG OPOLOV Kot £V TTLO 1GYLPO VTOAOYIGTY| 0 0TToi0g B EAATTOVE TOV YPOVO
exmaidgvong. H Beitimon avtn Ba pog £pepve KaAOTEPO ATOTEAEGLOTO GTIV CLUTEPIPOPE
0V Agent, LEWOVOVTOS TO TOGOCTO A0O®V Kol EKTANPDOVOVTOS TOV 6TOYO G€ OGO TO dLVOL-
OV MydTEPO YPOVO YiveTaL.

Mmnopovpe vo modue pe fefordtnra OTL 1 TEYVNTA VONUooHvn £xEl evemuatmbel NoN og
oA peyaro Babud ota Prvteomoryviolo Kot amoTeAel HEPOG TS KOONUEPIVOTNTAG YOl YL~
Madec KOGHO oL Prdvel avTn TV eumelpio péca omd avtd. H texynt) vonuoovvn mopd
TG TEYVIKEG OVOKOMEG TTOV PEPVEL, Elval IKOVT VoL YOPICEL L O100POCTIKY KOl aA00@avT|
eumepio ave&apT TS T0 £100¢ TOL oY VIOV, Y Tapyovv teptddpia Bedtimong g texvn-
NG VONLOGUVIG 0td TNV HEPLE TS Propmnyoviog TV moyvioldv, aAAd £(0VV KOTOPEPEL VO
AVTOY®OVIGTOVV KoL VO, SNULOVPYHGOVY GUVOLGHTLLOTO GTOVG YPNOTEG TPAY LN TTOV ATOTEAEL
LOVOdIKO Yeyovog o€ Eva oy vidt.
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