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«Me arouikn pou euBuvn kai yvwpilovrac 1ic kupwaeis (), mou mpoAémrovrar amé g
oiaraéeig tne map. 6 tou apBpou 22 tou N. 15699/1986, dnAwvw ori:

1. Aev mapabétw koppudria BiBAiwv n apbpwv N epyaciwv GAAwv autoAeéei xwpis va
Ta MEPIKAEIW O& EICAYWYIKA KQl XWPIS va avapépw 1o ouyypagéa, 1n xpovolovyia, T
oeAida. H autoAeéei mapdBean xwpic sioaywyikd@ xwpic avagopd arnv mnyn, ivai
AoyokAomn. TNépav ¢ autoAeéei mapdBeang, AoyokAor Bswpeital Kai n mapdppaocn
gdagiwv amo Epya dAAwv, auutrepiAauBavouévwy Kai Epywv CULQOITNTWY LIoU, KABWS
Kai n mapaBson aroixeiwv mou dAror ouvéAeéav n emeéepydabnkav, xwpic avapopd
arnv mnyn. Ava@épw mavrote ue mANPOTNTA TNV TTHYN KATW Q1o TOV TTivaka 1 ox€O0Io,
omwg¢ oTa mapabéuara.

2. Aéxouar 11 n autoAeéei TapdBeon xwpic eIocaywyikd, akoua Ki av ouvodeUETal
arrdé avaeopda aTnv 1nyn o€ KATrolo dAAo onueio Tou Kelpévou N oto TEA0S Tou, eival
avriypan. H avagopd otnv mnyn oto TEAOS T.X. [Iag mapaypdeou n uiag oeAidag, dev
OIkaloAoyei auppagn edagiwv Epyou dAAou auyypapéa, E0TwW Kal TTAPAPPACUEVWY, Kal
mapouadiaan rous wg OIKN IoU gpyaaia.

3. Aéxouar o1 UTTApXEl ETTIONS TTEPIOPIOUOS OTO UEYEBOS Kai OTn auXVOTNTA TWV
TapabeudTwy TOU UTTOPW va evidéw OTnNV gpyacia Lou eviog eloaywyikwy. KdOe
ueyaAo mapdbsua (.. o€ mivaka 1 mAaioio, KAT), TpoUTToBETEl €I0IKES PUBUITEIS, Kal
orav dOnuoaicveTal TPOUTTOBETEl TNV AdEIQ TOU OUYypa@éa 1 Tou €kOOTN. To idIo Kai o1
Tivakes Kail 1a ox€0Ia

4. Aéxopual OAES TIC OUVETTEIEG OE TTEPITITWON AOYOKAOTTNS 1 avTiypa®hg.

Huepounvia: ... /.....120......
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(1) «Omoiog ev yvwaer Tou dnAwvel weudn yeyovora N apveirtar ) amokpUTrrel 1a aAnbiva ue
Eyypaen utretbuvn dnAwon

TOU GpBpou 8 map. 4 N. 1599/1986 miuwpeitar ue QUAAKIOn ToUuAdyiaTOoV TPIWV UNvwv. Edv o
UTTaiTIoS QUTWYV TWV TTPAEEwV

OKOTTEUE VA TTPOCTTOPICEI OTOV £QUTOV TOU 1) 0€ dAAov TTEPIOUTIaKd dpeAog BAdrrTovrag Tpitov N
oKOTTEVUE Va BAdwer GAAov, Tiuwpeitar pe kGBeipén uéxpr 10 eTwv.»









ITIEPIAHWH

H mapouoa mruxlakn epyacio mpaypateVeTal Tov oXedlaopuod, tTnv avantuén
kKat tnv aflohdynon evog tplodidoctatou (3D) otpatnylkol Tmalxvidiou
npooopoiwong kot O&ilaxeiptong moAewv (City-Builder), pe evowpdtwon
MPONYUEVWV TEXVLIKWYV Mnxavikng Mabnong. KbpLog otdxog Tng €peuvag eivat
n &lepevvnon Tou mapadelypatog tng Xuvepyoaociag AvBpwmnou-Mpaktopa
(Human-Agent Teaming) ota oUyxpova PBlvteomalyvidta. H ulomoinon
npaypatonolnOnke oto meptfallov avantuéng Unity 6, aflomoLwvtog TLG
apX€G tou Avtikelpevootpadoug Mpoypappatiocpol (OOP) oe yAwooa C#. To
UTtOKELMEVO cUOTNHA Tpooopoilwong Baoiletal o éva Suvaplko mMAEyua (grid)
KOl EVOWHATWVEL EVa TOAUTIAOKO LOKPOOLKOVOULKO LOVTEAD SLaxeiplong méEvte
Baolkwv mopwv (xpnuata, tpodn, vepo, MAnBuoudg, eunuepia), to omolio
ennpealetal and otoxaotika mepLfalloviikd yeyovota. Ie avtiBeon pe TLIg
napadoolakég mpooeyyloelg omou n Texvntn Nonupoouvn Aeltoupyel wg
QVTAYyWVLOTNG, OTO MOPOV €pyo avamtuxdnke €vag sudung mpaktopag (Al
Advisor) péow tou makétou Unity ML-Agents. O mpaktopag eKMalSeVUTNKE UE
Tov aAyoplBpo Babiag Evioyutikng Mabnong (Deep Reinforcement Learning)
Proximal Policy Optimization (PPO), mpoKkelHéVoUu va KOTOVOEL TIC XWPLKEG KAl
OLKOVOULKEC €efaptnoel tTNG TOANG. Méow TMPOOEKTLKOU oxedlaouov
avtoapolBwv (Reward Shaping) kal pnYaviopwv omoTpomnng €KGUALOUEVWY
ocuunepldopwyv, tTo Neupwviko Aiktuo £pabe va efdyel ocuumepAopATA OEF
MPAYUATIKO XPOVO Kal va UTOOELKVUEL OMTLKA OTOV XPNROTN TLG PEATLOTEC
XWPOTAELKEG EMIAOYEG yLa TNV amoduyn XpEOKOTiAC KAl ALpoU. Ta MELPAPATLKA
anoteAéopata tng eknaidevong emifefatwvouv Tn pabnuatikn otabepotnta
TOU HOVTEAOU kal amodelkvUouv mwg n Evioxutiky Mabnon upmopei va
OVTLKOATOOTAOEL TOUG OTATLKOUC aAyopiBpoug, mpoodépoviag OSuvVauLlKa,
Stadpaoctikda kot E€unmva cuotnpata umodeifewv OTOV TOHEQ TWV MOLXVLISLWV.






ABSTRACT

This thesis deals with the design, development, and evaluation of a three-dimensional (3D)
strategic city simulation and management game (City-Builder), incorporating advanced
Machine Learning techniques. The main objective of the research is to investigate the Human-
Agent Teaming paradigm in modern video games. The implementation was carried out in the
Unity 6 development environment, utilizing the principles of Object-Oriented Programming
(OOP) in C# language. The underlying simulation system is based on a dynamic grid and
incorporates a complex macroeconomic model of management of five basic resources
(money, food, water, population, prosperity), which is affected by stochastic environmental
events. In contrast to traditional approaches where Artificial Intelligence acts as an adversary,
in this project an intelligent agent (Al Advisor) was developed through the Unity ML-Agents
package. The agent was trained with the Deep Reinforcement Learning algorithm Proximal
Policy Optimization (PPO), to understand the spatial and economic dependencies of the city.
Through careful reward shaping and mechanisms to prevent degenerate behaviors, the
Neural Network learned to draw conclusions in real time and visually indicate to the user the
optimal spatial planning options to avoid bankruptcy and famine. The experimental training
results confirm the mathematical stability of the model and demonstrate how Reinforcement
Learning can replace static algorithms, offering dynamic, interactive, and intelligent hint
systems in the gaming sector.
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KE®AAAIO 1 Evocayenyn

1.1 H EéeAién tov ITawxvidrav Ilpocopoiwong 116Ang (City-Building Games)

Ta nawyvidia kataokeung moAewv (City-Building Games - CBGs) eivat and ta 1o nepimloka
Kall ETdpaoTIKA (6N oTpatnylkwy Bvteomalyvidlwy mpocopoiwonc. To eidog auto Eekivnoe
ota téAn tng dekaetiag tou 1980 pe pla Stadopetiki dhocodia oxedlaouou: o avtibBeon
hue Ta mapadoolakd mavidia dpaong (6mou o oTdX0G ATOV AUOTNPA YPOUULKOG, ylo
mapadelyyua n Katatpomoon evog exBpou), ta CBGs eixav tov maiktn otov pOAo Tou
Snuoupyou kat Slaxelplotry. Me tnv €€EALEN TOU UALKOU KOl TOU AOYLOULKOU OTLG CUYXPOVEG
ETMOXEC, QUTA Ta Talyvidla TAéov eival og B€on va avamoapdyouv PeAALOTIKA TIOAUTIAOKO
OOTIKA OUOTAMOTO KOL HMOKPOOLKOVOULKA HOVTEAQ, HE TOUG TOUKTEG avalappdavouv
anmodAoel; HEoA 0 SUVAULIKA CUOTAHOTO TAEYUOTOC, TN cupdAiwon tTNg mapaywyng Kat
Katavalwong mopwv, Kal tn ¢poviidba tng eunuepiag tou Ynolakou mAnBuopou.

INSERTCOINVILLE

)
sassssnany®

Ewoéva 1 To npwro city builder, SimCity, to onoio kukAodopnos to 1989

H epdavion tng katnyopiag xpovoloyeital anod 1o 1989 pe to SimCity, mou oxedldotnke amno
tov Will Wright. To kawotopo otolxeio tou SimCity tav n anouvcia mpokaboplopévou 6pou
vikng, aAAd o MailkTnG AELITOUPYOUOE WG EVAC AVOLXTOC EAEYKTC CUOTHHATOC, pubuilovtag
HETAPBANTEG OTIWC 0 GOPOAOYLKOC CUVTEAEDTHC KOl N SLAXWPLOTLKNA YPOAUUN TIEPLOXWV (Zoning:
Residential, Commercial, Industrial).



( lliadunum

Me tnv mapodo Twv SeKaeTWV Kol TNV Taxela €EEAEN TNG UTOAOYLOTIKAG LOXUOG, N
OPXLTEKTOVLKA TwV city-builders petad€pOnke anod ta OTATIKA LOKPOOLKOVORLKA OVTEAQ OE
ocuvotnuata mou PBaocilovtal oe mpaktopeg (Agent-based Modeling - ABM), Matvidia
opoonua, onwg to SimCity 4 (2003) kat to Cities: Skylines (2015), evétagav aAyopibuoug mou
TIPOCOUOLWVOUV XIALASEG aUTOVOHOUG TIOAITEG, KABe €va pe SIK TOU pouTiva, QVAYKEG
otéyacong kat aAyopibuoug evpeong dtadpoung (pathfinding algorithms, 6nwg A* ) Dijkstra)
yla TnVv mAorynon toug oto o8tkd Siktuo.

Mapd tn paydaia ypadiki Kot UTOAOYLOTIKA €EEALEN QUTWV TWV TITAWV, 0 POAOG TNG
Texvntic Nonpoouvng MOPEPELVE AQUOTNPA CUOTNULIKOC KL OVTOYWVLOTIKOC (1) madntikog). H
TN ota nmapadooiakd City-Builders Asttoupyel oto mapaoknivio, EAEyxovtag Toug TIOAITEC
(agents) péow VIETEPUWVIOTIKWY OAyopilBuwv mAonynoncg. e koplo mepimtwon &gv
avaAapPavel tov podo tou "ouvepyatn" mou poabaivel to mayvidt kat cupBoulelEel Tov
naiktn (Human-Agent Teaming). Ta cuotiuata autd PBacilovtal o€ OTATIKOUC, OKAnpa
KwdLkomolnpuévouc kavovec (heuristics), aduvatwvtag va mPooaprooToUV SUVOLLKA OE VEEC
OTPATNYLKEG. AUTO akplPwG TO aKASNUAIKO KeEVO £pYetol va KAAUPEL N EVOWUATWON
oAyopiBuwv Evioyutikig Mabnong oTo TIapov €pyo.

1.1.1 AAyop1Bpor Evpeong BeAtiotng Avadpopng (Pathfinding Algorithms)

H mpooopoiwon tng kivnong XAadwv moAltwv (agents) evtog tou aotikol Lotol ota
ouyxpova City-Builders Paciletol LOTOPKA O€ VIETEPULVIOTIKOUG aAyopiBuoug Bewplag
vpadwv (Graph Theory). O xaptnc tou matxvidlou (eite eival mAéypa eite eAeUBepoOC XwpPOC)
uetadpaletol os €va cUVoOAo amo KopBoug (nodes) kat akpég (edges). MNa tnv enilvon tou
npoPBANUaTog TNG mAonynong oto o8ikd Siktuo, n Bopnxavia twv Bvteomayviblwy £xet
Baolotel kupiwg og SUo alyopiBuouc:



O AAyopLBpog tou Dijkstra (1956)

O oaAyoplBuog tou Dijkstra amoteAel tov BepéAlo Ao tng avalntnong oe ypadoug.
Avartuxonke yla va BploKeL TO LOVOTIATL EAAXLOTOU KOOTOUG HETAEY VOGS KOUBOU adetnplag
Kall OAWV TwV AAAWV KOUBWV o€ €vayv ypado UE PN apvnTIKA BApn OTLG OKUEG.

O aAyoplBuog Asttoupyel dlatnpwvtag Lo AlOTO PE TOUG UN-ETLOKEPOEVTEG KOUPBOUG.
ZeKvWVTaAG amnod TV adetnpla, EMIOKEMTETAL TIAVTA TOV YELTOVIKO KOUPBO LE TO ULKPOTEPO
YVWOTO CUVOALKO KOOTOG, EYYUWHEVOC LOBNUATIKA TNV eVPEON TNG BEATLOTNG (CUVTOUOTEPNG)
Sladpoung.

Qotoo0, oto mAaiolo evog Blvteomatyvidloy, o alyoplBog auTtog mapouctalel éva coBapod
HELOVEKTNUA: Ttpaypatonolel «tudAn» (uninformed) avalntnon. Emeldn dev yvwpilel mpog
mola kateuBuvon BplokeTal o oTOXOC (T.X. TO OTtiTL EVOC TTOALTN ), €EpEUVA KUKALKA TTPOC OAEG
TIC KaTeLBUVOELC e€looU, OTIATOAWVTAC TEPAOTIOUG UTIOAOYLOTIKOUG TTOPOUC TNG UVALNG KoL
TOU eMetepyaoTH).

O AAydpiBuoc A (A-Star, 1968)

Ma TNV avILUETWTLoON Tou TpoPAnpatog tng e€avtAntikig avalntnong tou Dijkstra, to Game
Al otpadnke otov alyoplBuo A*. O A* amoteAel €vav alyoplOpo Euplotikig Avalntnong
(Heuristic Search). To kalvotOpo OTOLKElO TOU €lval OTL TPOOoBETEL Pl «katevBuvon» otnv
avalntnon.

Mabnuatikd, o A* emAéyel To €MOPEVO PAMO TOU EAAXLOTOTIOLWVTAC TN OUVAPTNON
aélohoynonc f(n) = g(n) + h(n) [2] Onou:

e n: O TpéXwV KOUPOG Tou MAEypaToC (.. N Stactavpwaon evog Spopou).

e g(n): To akpBég kOOTOG TNC Stadpopng arnd tnv adetnpia péxpt tov KOPPo SnsS.

e h(n): H Euplotikn Zuvaptnon (Heuristic Function), n onolia amoteAel pia pabnuatikn
"ektipnon" (mpoBAedn) tou KOGGTOUC aTtd TOV KOUPBO SNS HEXPL TOV TEALKO OTOXO. €
nayvidla Boaolopéva oe mAéypa (omwg to Siko6 poag City-Builder), n suplotiki
ouvapTNOoNn TIOU XPNOLUOTOlElTaL ouxvotepa elvalt n Amdotacn Manhattan
(Manhattan Distance), n omola urtoAoyileL To dBpolopa Twv andAutwy dtadopwv Twv
OUVTETAYHEVWY X KoL Z.

Xapn oto h(n), o A* eotalel Tnv avalntnon Tou amneuBeiag mPog Tov 0TOXO0, AyVOWVTAG T
TIEPLTTA poVoTdTLa, KaBlotwvtag tov TV anolutn emloyn (State of the Art) yia tnv kivnon
TWV XapOKTAPWY ota mavidia.

To NpoBAnua tng KApakwong (Scalability) évavtt tng Mnxavikri¢ Maénong

Mapd tn Madnuatikl toug Kouyotnta, oL mopamdvw oAyoplBuol mapouctalouv
avuTIEPPANTA Opla OTNV QOTLKA TIPOoOoUoiwaon UEYAANG KAlpakag. H tautoxpovn ektéAeon
Tou aAyopiBuou A* yla ekatovtadeg XIALASEC auTtovopoug moAiteg o kaBe kapé (frame)
dnuoupyel tepaoctia cupdopnon otov enefepyaotr) (CPU Bottleneck), katt mou armoteAel
YVwoto npoPAnua BeAtiotonoinong os titAoug onwg to Cities: Skylines.

To kuploteEpPO MPOPANU, WoTdoOo, gival n meploplopévn puon touc. Ot adyoplBuotl A* Kkal
Dijkstra emiA\UoOUV QATOKAELOTIKA TO TOTIKO TPOPANua mAonynong ("MNwg Ba maw amnd to
onueio A oto onueio B"), ayvowvtag mMARPWG TN LOKPOOLKOVOULKH Slaxeiplon (owovopia,
tpodn, LOpeuaon). Elvat madnTikol unxaviopol mou dev «pabaivouv» oute pooapudlovtal
oTIG amodATELG TOU TIALKTN.

MNa tn onuioupyio evog ouvoAlkoU ocuothiuatoc unodeifewv (Al Advisor), kavou va
avtiAndOel OAEG TIG HETABANTEC pLaG TTOANC (XWPLKEG KOL OLKOVOULKEG) Kal va TIPpoBAEYEL ToV
ALLO N TN XPEOKOTO, Ta cuoTpaTta ypadwyv armodelkviovTal avemapkr). M' autov akplBwg



ToV AOYO, N mapoloa Epyocia eyKOTAAELTEL TOUG KAAOLKOUG VIETEPULVLOTIKOUG OAyopiBpoug
Kall ELoAyeL TNV eveli€ia tng Bablag Evioxutikng Mabnong (Deep Reinforcement Learning).

1.2 Auvapikn Aotixov Iotoy (Urban Dynamics) xat MaBnpatikr) Movtedomoinon

MNna va nopoxBel éva melotko meplBaliov, o oxedlaotng (Game Designer) odeilel va
HETADPACEL TNV TTOAUTIAOKOTNTA TNG TTPAYUATLKAG (WG O SLAKPLTA PaOnuaTtikd poviéda. H
TPOCEYYLoN auth eivat yvwoth wg Aotk Auvautkn (Urban Dynamics).

I1a ouotnuata ou Bacilovtat o€ yupoug (Turn-Based Strategy), omw¢ n mapovoa epyaocia,
N €€€ALEN TOU CUOTNUATOG LOVIEAOTIOLEITOL CUXVA WG HLa Stadikaoia petaBoAng dtakpltol
xpovou (Discrete-Time Process). OL mopol (0nwg ta xprpota, n tpodn, To VEPO Kal O
MANBuoUOC) Bewpouvtal petaBAnTéC kataotaong (state variables) x(t) Tn xpovikn otyun t. H
HeTaBaon otov emopevo yupo t+1 umoloyiletal and évav mivaka PETACXNUOTIOMOU TIOU
EVOWUATWVEL TIG TTOPOYWYIKEG UTIOSOUEG, KABWE KaL TG KATOVAAWTIKEG AVAYKEG TNG TIOANG.
‘Eva Kplowo otolelo otn povielomoinon eival n €vvola tou Bpoxou avatpododotnong
(Feedback Loop). Alakpivovtal Vo Baoikol TuToL:

1. Oetkoi Bpoxotr Avatpododotnong (Positive Feedback Loops): Mnxaviopol mou
EVIOXUOUV Hla Katdotaon. Mo mapdadelypa, n avénon Twv KATOLKLWY TIPOOEAKUEL
TEPLOOOTEPO MANOUCUO, O OTIOLOG HE TN CELPA TOU AUEAVEL TA €008, ETITPEMOVIAG
TNV KOTOOKEUN OKOUN TEPLOCOTEPWY KaTOolKlwv. Ot Betikol Bpdxol, av adebolv
aveéleyktol, odnyolv oe eKBeTIK AVATTUEN Kal €V TEAEL OE KOTOPPEUOHN TOU
ocuotnuatog Adyw e€avtAnong nopwv (Resource Exhaustion).

2. Apvnuikoi Bpoxot Avatpododotnong (Negative Feedback Loops): Mnyaviopol
otaBepomnoinong. Otav o mMAnBuouog auvéavetal paydaia, n KatavaAwon VeEPoU Kot
TPodNG Efemepvd TOv puBUO mapaywyng. H emakoAouBn €Aewn HEWWVEL TV
gunuepia kol mpokaAel peiwon tou MANBuopoL, emavadEpovtag To cUOTNUA OF
KOTAOTOON LOOPPOTILAG.

H e€looppomnnon avtwv Twv Bpoxwv amoteAel To SUOKOAOTEPO KOUUATL TOU oxXedLoop0U. Eva
cuoTNUa TPEMEL va €lval OPKETA QAUOTNPO WOTE va TIHwWPEL ta AdBn (m.x. ouvOnkn
Xpeokomiag), aAAG Tautoxpova va poodEpet Ta meplbwpla avakoapudng yla va dtatnpeitat
n POOCOXI TOU TtalKTn.

1.3 Kuttapika Autopata (Cellular Automata) kav Ilpocopoiwon oe IIAeypa (Grid)

Mo TNV OTITIKA KOl XWPLKN avamapdotaon TG MOAUTTAOKOTNTAC TNG ACTIKNG AUVAULKAG, T
OTPATNYLKA TIOLXVISLO XPNOLUOTIOlOUV ouvNOWC apXLTEKTOVIKEC TAEypatoc (Grid-based
architecture). H emotnuoviki Bewpla miow amd auth tnv mMpoogyylon eival ta Kuttapka
AUuTOpOTA, T OTIOLA £YLVOV EUPEWG YVWOTA HECW TOU HaBnuatikol poviédou Game of Life
tou John Conway (1970). Eva Kuttaplkd Autopato amoteAsitol and €va MAEypa KEALwV
(cells), kaBéva amod ta omoia BploKeTAL OE YLO CUYKEKPLUEVN KATAOTAON. H Katdotaon Kabe
KEALOU oTOV EMOUEVO YUPO KaBopileTal amo TV TPEXOUCO KATAOTACH TOU KAl TG KOTOOTAOELG
TWV YELTOVIKWV Tou KeEAlwV (ouvnBwc péow tng yettoviag Moore, n omoia eAéyxel Ta 8
TIEPLUETPLKA KEALA)[1]. ZTO UTIO avanTuén AOYLOULKO, TO TAEypa Staotdcewyv 10x10 umtakoUeL
O€ TOPOPOLOUG KOVOVEC TOTILKOTNTAG: N OMOTEAECHATIKOTNTA A N avaBabuion evog Ktipiou



(6mwg n mapoyxn vepou ano éva WaterPlant) e€aptatal apeoa amno tn xwpeLkr) Tou TomoBETnon
O€ OXEON E TLG OLKLOTIKEG SOUEG.

1.4 Yxromog kav Avtikeipevo tng Ituxwakng Epyaotag

MNapadoolakd, ta moyvidla otpatnywkng, Wlaitepa ta mayvidia dlaxeiplong moAswy,
anevBuvovtav KUplwg oTo KOO Tou evlladepotav yla TEToou eidouc malyvidia. Qotooo,
Ta TEAeUTAlO XPOVLA £XOUV KEPSLOEL SNUOTIKOTNTA WG SokLuaoTika teptBallovta (testbeds)
yla aAyopiBuoug Texvntig Nonpoouvng. Auta ta meptBailovta, 6mou oL topot givat moAlot
kalt aAAnAs€aptwpevol, dokwalouv ta Opla tng Evioyxutiknig Mabnong (Reinforcement
Learning), kaBw¢ o oAyoplBuog mpémel va Buolalel 1o PBpaxumpobecpo kEPSOG yla
HeyoAUTEPN HOKpoTpOBeoun otabepotnta.

O OKOMOG QUTAC TNG TTUXLOKAG €pyaociag €ival o OXeSLOOPOG Kol n avamtuén evog
tplodlactartou (3D) matyvidlov otpatnykng Baciopévou os mAEyua (Grid-Based City Builder)
otnv mAatdpopua Unity. EKTOC amd tnv ulomoinon &vog OAOKANPWHEVOU OLKOVOLKOU
OUOTNUATOG TIOU TEPAAUPBAVEL KAVOVEG TIOPAYWYNG, KATOVAAWONG Kal Tuxaio yeyovota, n
epyaocia eotlalel eniong otV evowpatwon Mnxavikic Mabnong péow tou makétou Unity
ML-Agents.

To Aoywouikd dev avtipetwnilet tnv Texvnt) Nonuoouvn w¢ avitimaAo, oAAG €vOg
BonBol/cupuBolAou TOU ava MACA OTWYUR O TMAUKTNG Mropel va oUBAOUAEUTEL ylo TNV
EMOWEVH TOU Kivnon. Me tnv eknaidguon evog NeupwvikoU ALKTUOU yLa autovoun Staxeiplon
MOPWV Kol Xwpou, To cvotnua e€eliooetal os évav «EEumvo ZUpPBoulo». O MPAKTOPAS
AapBavel mapatnprnoels and TNV KOTAoTacn tTN¢ MOANG OE TPAYHOTIKO XpOvo, TpoPAEMEL
TUOAVEG PEANOVTIKEG eAAslPel Kol pEOow TG Slemadng xpnotn eudavilel tnv davikn
XWPOTAELKI) KOL OLKOVOULKI) EVEPYELO OTOV TTALKTN.



KEDAAAIO 2 MHXANEX ANAIITYEHX
ITAIXNIAIQN & EITTAOT'H AOT'TXMIKOY

2.1 Evoaywyn otig Mnxaveg ITatxvioiov (Game Engines)

H avamtuén evog olyxpovou tplodlaotatou Bvteonatyvidlou amoTteAEL Lo UTTOAOYLOTIKA
Kol oxedlaoTikad moAUTAoKkn Sladikacia. ZTIG amapxEG TNG BLOUNXavViag, OL TTPOYPOUUATIOTES
avaykalovtav va ypadouv kwdika aneubeiag oto UAKO (hardware) 3 va xpnoluomnolouv
xapnAou emumédouv PBiBAoBnkes ypadikwv (omw¢ n OpenGL kat to DirectX) yiwa Ttov
UTtoAoYLopO KABe ToAuywvou otnv 000vn. IAuepa, To MPOPANUA autod £xel eTUAUBEL péow
Twv Mnxavwv Nayvidiwy (Game Engines).

Mta Mnxavn Mawvidlov eival éva oAokAnpwpévo meptBAAAov avamntuéng AOYLOLLKOU
(IDE) mou mapéxel €towa umocuotnuata (frameworks) yia tv amodoon ypadkwv
(rendering), tTnv mpooopoiwaon dpuactkng (physics engines, m.x. PhysX), tn dlaxeipton nxou, tov
€\eyxo e1l006wv (input handling) kat tn dnuwovpyia Stemadwv (Ul). H adaipeon (abstraction)
QUTWV TWV XOUNAOU €TUTESOU AELTOUPYLWY ETUTPETEL OTOUC SdnuLoUpyolC va E0TLACOUV
QIMOKAELOTIKA oTn AoyLkn (gameplay logic) kat Tov oxedlaouo (game design).

MNa tnv uvlomoinon tou 3D City-Builder pe evowpdtwon Texvntig Nonuoouvng,
e€etaotnKkay oL TPELG SNUODIAECTEPEG UNXAVEG TNG oLyXpPovnG Blopnxaviag: n Unreal Engine,
n Godot kat n Unity.

2.1.1 Baowka Ymoouotnpata prag Xuyxpovng Mnxavng ITarxvidiov

MapoAo mou ot pnxovég mavidwwv Sladépouv otn dllocodia oxedlacpol Toug, N
eowtepkn toug Sdoun (Engine Architecture) akoAouBel éva kowd TMPOTUTO KATAVOWUNG
guBuvwv. MLa olyxpovn unxavr dev amnoteAel éva LoVOALBIKO TipoOypappa, aAAd éva cUVoAo
EVOWHOTWHEVWY KOL SLOKPLTWY UTIOCUCTNHUATWY TIOU AELTOUPYOUV TOUTOXPOVA KOTA TOV
Kevtplko Bpoxo (Game Loop). Ta 1o onpavTKA and autd eival:

e Mnxavi Anodoong Mpadkwv: Eival To 1o amattnTiko PEPOG € UMOAOYLOTIKA LoXU.
MeTatpEmeL Ta TPLOSLAOTATA HABNUATIKA MOVTEAA KoL Ta UALKA o€ Slodlaotatoug
elkovootolxeia (pixels) otnv 086vn. MNa autd, emikowwvel dpeoca pe tnv Kapta
Mpadikwv (GPU) péow APls omwg ta DirectX, Vulkan kat OpenGL. 2T0 GUYKEKPLUEVO
Aoylouiko (City-Builder), n unxavn ypadikwv xelpiletat Tov dwTLoOUO, TG OKLEG KOL TN
VEWMETPLA TWV KTLplwv, Baol{OUEVN OTLG LOOUETPLKEG TIPOPBOAEC TNG KAUEPQC.

e H Mnxavi Npocopoiwong Duokng: AmoteAel €va €61k0 umtoocuoTnUa, OMWG TO
PhysX t¢ NVIDIA mou evowpatwvetal otnv Unity. EkteAel moAUTAoKOUG
umoAoylopoug Neutwvelag Guoikng, omwe T Baputnta, Ti§ TPLREC Kal, Kuplwg, TNV
avixveuon ocuykpoloswv (Collision Detection). AkOpa Kal O OTpATNYLKA TolXvidia
Baolopéva oe TAEypa, N GUOLK HNnxavh ival kplown yla tn Asltoupyia tou
Raycasting, emitpénovtog otov KEpoopa va eviomniosl Pe akpifela ta opta (colliders)
Tou edagdouc.



e To ZUotnua Awaxeipiong Hyou: eivat umteUBUVO yLa TNV avamapaywyr Kot Tn XwpLKn
HLEN TwV nxnTikwv €. Auvatotntd Tou eival n dnuloupyia Pevdaicbnong 3D nxov,
puBpuilovtag tnv €vtaon KalL Tov Toviopo (pitch) avaAoya pe Tnv andotacn Tou maiktn
amo TNV Ny, OMWG TL.X., EVOG EPYOOTACIOU.

e ZUotnua Ektéleong Zevapiwv: AuTO elval TO «EYKEPAAIKO» GNUELO TNG HNXAVAG,
omou ekteAeitalt o kwdkag Aoywkng (Gameplay Logic) mou 6&nuloupyel o
TIPOYPOUMATLOTAG. TN Unity, To obotnua auto petadpalel tov kwdika C# oe C++
Héow TNG Texvoloylag IL2CPP, Staodalilovtag tnv uPnAotepn TaxuTNTO EKTEAECNC
o€ eninedo VAkou.

2.1.2 Apxvtertovika Ipotunma: Component-Based Architecture evavti ECS

H Slaxelplon Twv ovtotTwy o€ TPLoSLACTATO KOOUO amoTeAel £va KAQOLKO TPOBANUA oTn
Mnxavikp  Aoylopikou. Ou mapadoolokég edapuoyég  Poaoilovtal auotnpd otov
Avtikelpevootpadn  Mpoypappoatiopo  (OOP),  xpnowomowwviag PBabd  dévipa
KAnpovoulkotntag. Oupwg, ota Plvteomalyvidia, Omou XWAASEC AVTIKEIMEVA ommaltouV
evnuépwon 60 popég to deutepOAento, N BabLd KAnpovoukotnTa npokaAel Suokapia Kat
uvnun (Cache Misses) mpofAnuarta.

Ma to Adyo auTO, oL CUYXPOVEG PNXAVEC, cupmeplhapBavopévng tn¢ Unity, uloBetolv to
TMPOTUTIO TNG APXLTEKTOVIKNG Baolwopévng oe Zuotatikd (Component-Based Architecture).
JUupudwva HE auTO, KABe aviikeipevo otov kKoopo (GameObject) eival amAwg éva adelo
boxeio. H ouvpumnepidpopda tou Sev opiletal amd to «TL £ival’, aAAd amd TO CUCTATIKA
(Components) mou npocBtoupe. MNa mapadetyua, oto 3D City-Builder, éva kel (Tile) anmokta
™ popdn tou pHéow mpoodnkng evog MeshFilter (yia tn yewpetpia), evog BoxCollider (yia tn
duoikn) kat Tou mpocappoopévou script TileCell.cs (yia tn Aoyikn Tng Soung)[4].

2T cUYXPOVN EPEUVA TWV HNXOVWV TTALXVIOLWVY, EXEL APXLOEL VA ETUKPATEL L VEQ TIPOCEYYLON
yvwotl wg Entity-Component-System (ECS) 1 2xeSiaopdg MpooavatoAlopéVog ota
Aebopéva. Ito povtédo ECS, ta dedopéva Swaxwpilovtal mMANpwg amd tn Aoyl Kot
amoBnkevovtal cuvexopeva otn Uvnun RAM. AuTO eNITPETEL OTOV eMe€epyaoTr) va aflomolel
KaAUtepa tnv kpudn pvAun (L1/L2 Cache), koBiotwvtag Suvath tnv Ttautdxpovn
npooopoiwaon ekatovtadwyv XIAadwv mpaktopwv([3]. Av Kal To £€py0 QUTAG TNG TITUXLAKNG
vAomouBnke oto nmapadootakd Component-Based poviéNo, AOyw TG OTEVHG CUVEPYOOLOC
Tou pe To ML-Agents, n Bewpla Tou ECS Bewpeital To PEAAOV OTNV QOTIKI) TTPOCOUOILwaoN
HEYAANG KAlpaKag.



2.2 Avaoxkonnon xal Xuykpion Anpogrdov Mnxavev

2.2.1 Unreal Engine (Epic Games)

H Unreal Engine amoteAel to Blopunxaviko mpotumo (industry standard) yla mapaywyég
upnAol mpoimoAoylopou (AAA TitAoug). Zexwpllel yla TIG UTMEPCUYXPOVEC TEXVOAOYIEG
dwtopeaAloTiKAC anddoong ypadkwy, OMwE To cuoTnpo Suvapikol ¢wTlopou (Lumen) kat
To ouotnua yewpetpiag (Nanite). H avamtuén Aoylopikol otnv Unreal mpaypatonoleitat eite
HEow TNG YAwooog C++, n omola mpoodEpel anmodAuto EAeyxo otn Uvn aAAd ival SUoKoAn
OTOV XELPLOUO YLO KATIOLOV apXAPLO WOTE VA TPWTN TOU EUMELpLO LE pnxavn TatxviSlou, elte
HECW TOU OTTLKOU CUCTHMOTOG Tpoypapuatiopou "Blueprints" (Visual Scripting). Av kat
navioxupn, n Unreal BewpnBbnke unepBoAika «Bapla» (resource-heavy) yla éva grid-based
maxvidL Siaxeiplong. EmutAéov, n evowpdatwon sfwteptkwv PipAodnkwv Python yla
Mnyxavikry MaBdnon amnattet moAUmAokn Staxeiplon C++ plugins, yeyovog ou Ba amocmnouce
TOV XpOVO QVANTUENG Ao ToV upnva TnG Epyaciag.

UNREAL

ENGINE

Ewkova 3: To Aoyotuno thG pnxavig unreal

# ourou =]

To nieptBaAAov tnG unxavig unreal

&
Ewova 4
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2.2.2 Godot Engine

GODOT

Game engine

Ewkova 5: To Aoydtumo tng pnxavic GODOT

& Script L Game & AssetLib

Ewkova 6: To meptBaAAov tng unxavic GODOT

H Godot eival pla paydaia avamtucoopevn, avolktou kwdika (open-source) pnxavr. H
OPXLTEKTOVLKN TNG €lval povadikn, kabwg PBaciletal oe €éva lepap)lkd cvotnua Koupwv
(Node-based architecture), 6émou ta mavrta (oknvég, xapoaktipeg, Ul) eival koppot mou
ouvdéovrtal oe éva dévipo (Scene Tree). Xpnowuomoletl katd kUpLo Adyo tnv GDScript, pa
scripting y\wooa Le CUVTOKTIKO tapopoLo tng Python. Eival e€atpetikd eAadpld kat tdavikn
yla Stoblactata (2D) katl anAd tplodidotata (3D) mayvidia. Melovéktnua yia to €pyo: Evw
N kowotnta tng Godot €xel EEKIVAOEL MELPAPATIKEG TIPOOTIABELEG EVOWUATWONEG MNXOVIKNAG
Mabnong (Héow epyaleiwv omwe to Godot RL Agents), To olkocuotnua Sev lval akoua
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OpPKETA wplHo. H amoucia emionung Kal TANPWG TEKUNPLWHEVNG UTIOOTAPLENG YL
Slaouvdeon pe to PyTorch og KALOKA TAPAYWYNG, KATECTNOE TN KNXAVI AKOATAAANAN yLa TN
OUYKEKPLUEVN TITUXLOKT).

2.2.3 Unity Engine (Unity Technologies)

1! Unity

Ewkéva 7: To Aoyotumo tng pnxavig Unity
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Ewkova 8: To mepiBdAiov tng pnxavig Unity

H Unity elvat kopudaio otov TopEa TS avantuéng epapuoywv yla ToAAmAEC TAATOPLEC,
MPOOGEPOVTAG ML EEALPETIKN) Looppomia HETAlL eUKOAlaG xprnong, amodoong Kot
TIPONYUEVWVY AslTOUpYLWV. Me Tn HeyaAn Kowotnta umootnpleng kot to Asset Store,
SleukoAUvel tnv taxeia dnuloupyia mpwrtotunwyv. H xprion tg C# w¢ KUpLag YAWOOOG
TiPOypPAUHOTIOHOU Slaodalilel TNV Kataokeur) KabBopol, OTATIKA TUTIOTIOLNHEVOU KoL
€UKOAQL EMEKTAOCLUOU KWOIKA, TIOU €lval Kpiowo yla tn Staxeiplon SIKTUWV Kal PeEYAAwY
Se6opuEVWV.
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2.3 Kpvtnpra EmAoyng: MNati emAexOnke n Unity 6

H teAwkn ermthoyn tng Unity 6 wg tou meplBAAAOVTOC avantuéng yla To cuykekpLévo 3D City-
Builder Baoiotnke o tpia BepeAiwdn kpLripla:

1. Avukeilpevootpedrg Apxitektovikn Kat CH#: H C# SleUKOAUVE TNV OUMOTEAECUATIKN
pHovtehomoinon  TMOAUMAOKWYV  OCUCTNHATWY  HECW  QVILIKELWEVOOTPadOUC
TIPOYPOUMATIOMOU . H dnpoupyla el81KWV KAACEWV yLa To SLaXELPLON TOU TIAEYLATOG
(GridManager.cs) kat twv keAwwv (TileCell.cs) Bonbnoe otnv amoupovwon Twv
Aettoupylwy, akoAouBwvtag tnv apyn tou Eviaiouv Kabrikovtog.

2. Emionpo Owkoocuotnua ML-Agents: To 1o OnpAVTIKO KpLtrplo emhoyng. H Unity
Technologies avamntuooel enionua to nmakéto Unity Machine Learning Agents (ML-
Agents). EivalL €va avolxtoU Kwolka TAQICLO0 TOU METATPEMEL TN MNXAvH O€
niepBarlov eknaidevong yla eudueis mpaktopes, cuvdéovtag tn C# pe tnv Python.

3. YUnAn enektaoipotnta oto Ul: H punxavr evowpatwvel To TextMeshPro kat to Unity
Ul, mou eivat ouocwdn vyl TNV UAOmoINon TOU GOUVBETOU GCUOTNUATOG
avatpopodotnong (Floating Texts, Advisor Panels) oe éva mawyvidt diayxeipliong
TIOPWV.

2.4 O Polog tou ITpwtokoAdou Emkowaviag gRPC oto ML-Agents

Ma va KOTOVONCOUUE TO TAEOVEKTNMA TNG €rAoyng tn¢ Unity, mpémel va AubBel to
MPOPANUA TNG €MIKOWVWVIAG. loTtoplkd, yla va ouvOebel pia pnxavr mavidlwyv pe éva
NeupwWVIKO AIKTUO, O TIPOYPAUUOATLOTAC ETMPENE va ONULOUPYAOEL XELPOKIvNTA KavAAla
grukowvwviog péow TCP/IP sockets (Client-Server), petadépovtag dedopéva os popdr JSON.
AUt n néBobdocg emédepe peyaleg kabuaotepnoels (latency) otnv eknaideuon.

H Unity, ue to makéto ML-Agents, aflomolei to mpwtokoAo gRPC (gRPC Remote
Procedure Calls), mou avéntuée n Google. To gRPC emutpénel ypriyopn, audidpoun kat
XopnAoU erunédou emikowvwvia (LEow HTTP/2) petad tou meptBAAAOVTOC IPOCOUOLWONG
¢ Unity, To omoio oTtéAvel mapatnpnoelg Kot AapBavel evépyeleg, kat tou Python API, ou
TPEXELTOV aAyOpLlOpo PPO péow PyTorch. Autr n amodotikn Kat BeATioTonolnpévn «yédupar»
enétpee, OoTO0 TMAQIOLO OUTAG TNG €pyaciag, va E£O0TIAOOUUE OTNV OPXLTEKTOVIKN TwvV
avtapolBwv (Reward Shaping) kat 6xtL otn dnuloupyia SIKTUAKWY UTIOSOUWV.
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KEDAAAIO 3: OEQPHTIKO YIIOBAG®PO
TEXNHTHYX NOHMOXYNHX KAI ENIZXXYTIKHX
MA®HXHX

3.1 ITapadooraxkeg Apxitektovikeg Texvntng Nonpoouvng ota Bivteomaixvidia

lotopika, n epappoyn t¢ Texvntng Nonuoouvng ota PBwvteomalyvidia (Game Al) SiEdepe
pLLka amo tnv akadnuaikn épeuva. Evw n akadnuaikn kowotnta eotiale otn dnuoupyia
cuotnuatwy ou "pabaivouv" (Machine Learning), n Blopnxavia twv moyvidlwv xpelalotav
CUOTIHATA TTOU VA £(vaL UTTOAOYLOTIKA EAadpLd, amoAUTWE TPoPAEY LU KoL EAEYXOUEVA ATIO
toug oxeblaotég (Designers). Autii n avaykn odrnynoe otnv kuplopxia tng ZupBOAKNC
Texvntig Nonpoouvng (Symbolic Al i Good Old-Fashioned Al - GOFAI), n onola Baociletal o
0UOTNPA TIPOYPOHUATIONEVOUG Kavoveg (Hardcoded Logic) kat 6évtpa amoddaoswv[5].

MNa va yivel katavontr n avaykolotnta petafaong otn Babid Evioyutiky Mabnon (Deep RL)
OTO TIAPOV £PYO0, KPLVETAL OKOTILUN N EEETOON TWV ETUKPOTECTEPWV TIOPASOCLOKWY HLOVIEAWV:

3.1.1 Mnxaveg Ienepaopevov Kataotdoewv (Finite State Machines - FSM)

H Mnxavy MNenepacpuévwyv Kataotdoswv amoteAel tnv 1o maAld kot Siadedouévn
opxltektoviky Game Al. Eva ovUotnuoa FSM amoteleitat amd éva oUVOAO SLoKpLTwY
katootdoswyv (r.. «Meputolio», «EmiBeon», «Ymoxwpnon») Kol Kavovwyv HETARAONC
(Transitions) petall autwv. e KABE XPOVIKN OTLyUR, O TpAktopag (agent) pmopel va
Bpioketal oe akplPwg puia kataotaon. Otav mAnpouTtal pa ocuvOnkn (m.x. "H vyela éneose
KATw amo 20%"), evepyomoleital pa PeETABacn Kol 0 IPAKTOPOG TEPVA OTNV KATAOTOON
«Ymoxwpnon».

e MAeovektAparta: Eival e€alpetikd eUKOAEG OTNV UAOTIOLNGN, KATAVOAWVOUV EAAGXLOTN
LV N KOL N por) EKTEAECHG TOUG Elval AUECA KATAVONTH.

e Mewovektipata: Naoyxouv amno to npoPfAnua tng "Ekpnéng twv Kataotaoswv" (State
Explosion). Xe éva mawvidt Siaxeipiong moépwv, onwg to 3D City-Builder, ot
ouvbuaopol petafAntwv (Xpnuata, Nepd, Tpodr, MAnBuoudg) Snuoupyouv
XAladec miBavég kataotaoelS. H xelpokivntn ouyypadn kavovwy (if-else) yia kabe
mBavo cuvduaouo Mopwy KabLloTtd Tn cuvtipnon tou kwdika aduvartn.

3.1.2 Aévtpa Xupnepupopag (Behavior Trees - BT)

Ta Aévtpa Tupmepldpopadg avamtuxdnkav yla va AUooUV To POBANKA TNG TTOAUTTAOKOTNTOC
Twv FSM.Eva BT sival pa devopikn dour eA€éyxou pong. Zekwvaetl amo Evav Koppo PiZag (Root
Node) kat dtakAadiletal o KopBoug EAEéyxou (Selectors kat Sequences), KATaAyovtag os
KouBouc-OUA\a (Leaf Nodes) mou mepléxouv TiG TeEAKEG evépyeleg (Actions). Xe kABe kapé
(frame) tou matyvidlov, To cvotnua capwvel to Sévtpo (tick). Evag KopBocg Emloyng
(Selector) exteAel ta maldld tou Amd OPLOTEPA TIPOG Ta Sefld pEXPL €val OO QUTA va
ermotpePel "Erutuyia” (Success).

e [MMAeovektuata: Eivat apBpwta (modular). O TPOYPAUUOTIOTAG UMOPEL va

avakukAwoel "khadLa" tou §€vtpou yla StadopeTikoug exBpouc.
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e Maeslovektipata: Moapapévouv amoAUTwWG VIETEPULVIOTIKA cuothuata. Eva BT &ev
"uaBaivel", amAwg ekteAel To povomaATtL Mou €ypae O TPOYPOUHATLOTAG. Edv o
naiktng BpeL €va Aoyiko kevo (exploit) oto 8évtpo, o mpaktopag dev Ba UnmopEoeL OTE
VO TIPOCAPUOCEL TN OTPATNYLKNA TOU.

3.1.3 Yvotnpata Baowopéva oe Xpnowpotnta (Utility Al)

To Utility Al avtumpoowmnevel To petafatikd otadlo PeTaty tng avotnpng Aoyikng (if-else) kat
™G mo mponyuévng "okéPng". Avti va amodaocilel TL Ba kdvel pe Baon éva dévipo, o
npaktopog Pabuoloyel kaBe mibBavr evépyela pe €vav MaBOnUATIKO TUMO (Zuvaptnon
Xpnowotntag / Utility Function). O mpaktopag umoAoyilet to Utility yla OAeg Tig SpAoelg kot
ETUAEYEL QUTH UE TO UEYAAUTEPO OKOpP. TO TPWTO TPWTOTUTIO TOU QUTOUOTOU CUOTHHOTOG
unodeifewv mou avamtuxbnke otnv mapovoa epyaocia (H cuvaptnon SuggestBestAction)
Baciotnke otn dphocodia tou Utility Al, xpnolpomnolwvtag tnv afloAoynon von Neumann yla
TOV UTTOAOYLOUO TOU oKOp KABE KeALOU.

3.1.4 Xxedwaopog Evepyeiov pe Baon tov Xtoxo (Goal-Oriented Action Planning -
GOAP)

To GOAP amoteAel pia apxLtektovikn Npoypappatiopot AkohouBlwv. I avtiBeon pe to FSM
omou tou Aépe "Ti va kavel", oto GOAP opiloupe otov npaktopa "Tt BEAoupe va metuxel”
(évav Ztoxo) kat tou Sivoupe Eva Ae€lko pe SlabBéoiueg mpacelg. O MPAKTOPAS XPNOLUOTOLEL
€vav alyoplBuo avalntnong npog ta niow (backward chaining), yia va Bpel mola oepd and
HLKPEG EVEPYELEG B TOV 08NYNCEL 0TNV EKTTANPWGCHN TOU GTOXOU.

3.2 H MetaBaon otn Mnxavikn MaBnon (Machine Learning)

OAa Ta TMOPATAVW OCUCTAMATA €XOUV €vav KOO TOPOVOUAOoTH: amotelouv Kavoveg
Baolopévoug oe N'vwon (Knowledge-Based Rules). O mpoypaUATIOTAG PETEL VA yVWPILTEL €K
TWV TPOTEPWV TN Alon Ttou TmpoPANUaATog Kal va TtV Kwdlkomolwjoel. Qotdoo, o€
neplBarlovta  Awaxeipiong MNopwv (Resource Management), n oA\nAe€dptnon Twv
petaBAntwy eival xaotikr. H emiluon autol tou adle€ddou amnalttel éva cuotnua mou dev
okoAouBel 06nyieg, aAAd avakaAUTTEL TNV WOAVIKA OTPATNYIKA HECW EuMelpiag. Auth n
OVAYKN OTOTEAECE TOV EMIOTNMOVIKO AOyo Tou n Tmapouvoa epyocia amépplde TIg
napadoolakég peBodoug tng Blopnxaviag kat otpddnke otnv Evioxutiky Mabnon,.

3.3 Ewoaywyn otnv Texvntn Nonpoouvn (A.lL) ota Wneuaka [Tavxvidia

H Texvnti Nonuoouvn (Artificial Intelligence) &Siakpivetal mapadoolakd ot TPELS
HEYAAOUG KAASOUG unxavikng pabnong: tnv EmBAenopevn Mabnon (Supervised Learning),
™ Mn EmPAenopevn Mabnon (Unsupervised Learning) kat tnv Evioyxutikp Mabnon
(Reinforcement Learning - RL).

Itnv mapouloa MIUXLOKN €pyaocia, To clotnua umodeifewv (Al Advisor) uAomoiBnke
QTMOKAELOTIKA PE Xprion Evioxutikig Mabnong. Ze avtiBeon pe tnv EmBAenopevn Mabnon,
OTIOU TO MOVTEAO ekmaldeVeTal o€ £Tolda, eronuelwpéva dedouéva (labeled data), n
Evioxutikp Mabnon Baoiletal otnv aAAnAenidpaon péow Sokiung kot mAavng (trial and
error). Evag texvntog mpaktopag (agent) tonoBeteital o éva meplBaAlov (environment) kat
KaAeltal va AdBel pla oepd amd amodaoels. Na kabe tou evépyela, to meplBaiiov
emotpédel pa avatpododdtnon, n omoia ovopaletal avropolpn (reward) — Betikn yla
EMBOUUNTEC CUUTIEPLDOPEC KAl apvnTIKN (rotvr)) yio avermBupunteg. O TeEAIKOG OKOTIOG TOU
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TMpAKTopa €lval va avakaAUPEL Hlo OTPATNYLK TIOU HEYLOTOTOLEL TO GUVOALKO,
HOKPOTIPOBECTO AOPOLoUA AUTWY TWV AVIAUOLBWV.

3.4 MapkoBraveg Avadikaoieg Anwng Amopacewv (Markov Decision Processes -

MDP)

Mo va PUmopéoel €vag UTIOAOYLOTAG va AUcel éva mpoPAnua Evioxutikng Mabnong, to
TPOBANUA AUTO MPEMEL MPWTA VA ovteAomolnBel pabnuatikd. To kablepwpévo mAaiolo yla
auTn Tt povtelomnoinon eivat ot Mapkoflaveg Aladikaoieg AnPng Anodacewv (MDPs). Eva
MDP opiletatl Tumika wg pia mAetada (tuple) 5 otoeiwv: (S, A, P, R, y).

S (State Space - Xwpog¢ Kataoctdaocewv): Eivalt to oUvolo OAwv twv mibavwv
KATAOTACEWV OTLG OoToleg pmopel va Bpebel to mepiBariov. 2to 3D City-Builder, n
KaTaotaon S anoteAsital and Toug MaykOoULouG Opou (xprinata, ¢aynto, vepo)
KOl T XWPLKA SLatagn Twv KTpiwv oTo MAEYUA.

A (Action Space - Xwpo¢ Evepyewwv): To cUVOAO TwV SLABECIUWY KLVOEWV TOU
TIPAKTOPO. ITNV TEPUMTWON Hag, elvat évag Stakpltog xwpog (Discrete Action Space)
mou Tmep\aUPAvEL TNV €MIAOYH OUVTETOYUEVWY (X, Z), TOV TUTO KTplou 1 TOV
TEPUATLOMO TOU YUPOU.

P (Transition Probability): H mBavotnta to mepifarov va petafel otn véa
kataotoon s', 5e660UéVou OTL 0 MPAKTOPACS BPLOKOTAV OTNV KATAOTACN S KOL EKTEAEDE
™V evépyela a. Emeldn 1o mawyvidt poag meplhapPfavel tuxaia yeyovota (Omwg o
KaUowvag 1 n emdnuia), n petaBoon ivol oTOXaoTIKN.

R (Reward Function - Zuvaptnon Avtapolfng): H dueon avrapolfr mov AapBadvet o
TIPAKTOPOC LETA TN HeTABaon.

v (Discount Factor - ZuvteAeotiig AnooBeonc): Mia mapapeTpog ou kabopilel moco
"a&ilouv" oL HEANOVTIKEC avTapolBEC o OoxEon HE TG Apeoes. Mua TLun kovta oto 1
(r.x. gamma = 0.99 mou xpnotonolBnke otnv eknaideucn) avaykAaleL TOV MPAKTOpa
va €XEL pakpompoBeopo opilovta oxedlaopou.

H Baotkn Wbiotnta evog MDP sivat n MapkopBiavr 16iotnta (Markov Property), n omnoia
opileL OTLTO HEANOV €QPTATAL ATIOKAELOTLKA OTTO TO TIOPOV KOlL OXL OTTO TO TapeABOv. AnAadn,
n Tpéxouca kataotaon s (omwg e€ayetal ano tn uéBodo CollectObservations) mepléxet 6An
™V anapaitntn mAnpodopia yia tn AnPn tng emdpevng anodaonc.

3.4.1 IToAvtikn (Policy) xav E§iowon Bellman

H AUon evog MDP elvat pa MoALTkn 1, n omola eival pLlo cuvaptnon mou avtlotolyilel kabe
KOTAOTAON S Of Mla eVEPYELA a,m(als). ZKomoOg €lval n gUpeon TNG BEATLOTNG MOALTIKAG TT* TIOU
peylotomnolel tnv Avapevopevn Anodoon (Expected Return).

Mo tnv afloAoynon pLag katdotacng xpnotpomnoleitat n fuvaptnon Agiag (Value Function) V™ (s),
n omota urmoAoyiletal avadpopkd péow tng E§icowong Bellman [6]:
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V™ (s):Eival n A€ia (Value) tng tpéxoucag Kataotaons s, 0KOAOUBwWVTAC TNV TOALTIKN
T 2T0 TtayvidL oou, auTtog eival évag aplBuog mou deixvel moco "kKako" elval to Tpéxov
grid (r.x. av €xelg moAAd Aedtd kat vepo, To V eivat upnAo).



e X, ABpolopa yLa OAEG TLG SUVATEG EVEPYELEG @ TIOU Umtopel va kAvel to Al (.. xtioe

omnit, xtioe papua, end turn).
e p(als): H NoAwkn (Policy). Eival n mBavotnta to dikTuo va eTAEEEL TNV EVEPYELA A
6eb0EvNG TNG KATAOTOONG S.

o Xy, ABpolopa ylo OAeG TIG TOAVEG EMOUEVEG KATAOTACELG S' KAL TLG AVTAMOLBEG r
TIOU UMopEL va mpokUuouv.

e P(s',r|s,a): HmBavotnta petapaong. Av to Al KAveL TnVv Kivnon a otnv Katdotoon s,
nota eival n mbavotnta va BpeBet oto véo grid s' kal va mapeL tTnv avrapolpn r;

e r: H aueon avtapolBn (Immediate Reward) mou maipvel 1o Al og autd to BApa (T.x.
10 -0.01 av kavel AdBog KALK).

e y: O ZuvteAeotng AnooPBeong (Discount Factor, m.x. 0.99). KaBopilel mdéoo pag volalet
TO MEAAOV.

e V7™(s"): Hafla tng emduevnc kataotaongs'.

H e€lowon AgeL kATl MOAU Aoyiko: "H aéia Tng moAng pouv onuepa, LoouTal LUE TNV AUECH
avtauolBn mouv Ba napw and tnv emouevn kivnon uou, ZYN tnv aéia mou da ExeL n mOAn pouv
avpto”. Emeldn opwg o agent dev &€pel olyoupa TL Ba yivel, umtoloyilel évav péco 0po
(avapevopevn tun) Sokipualovrag vonta OAEC TLG TIOAVEG KLV OELG KL TLG TILOAVEG CUVETIELEC
TOUG.

H e€lowon aut dnAwvel 0TL N aflo pLag TPEXOVOAC KATAOTAONG LOOUTAL UE TNV AUEDN
avtapolBn mou Ba AaBoupe, ouv tnv npoe€odAnuévn atia tng EMOUEVNE KATAOTACNC.

3.5 Babva Evioxutikr Mabnon (Deep Reinforcement Learning)

Ye amAd npoPAnuata, n e§iowon Bellman pnopet va AuBet akptBwg dnpiovpywvtag Evav
niivaka (Q-Table) mou amoBnkevel TV afla kABe katdotaong. QoTOCO, OTO TAPOV TTALXVIdL,
To TMAEYHa €xel néEyeBog 10 x 10, kal kaBe keAl pumopel va mapel MOAAATMAEG TLUEG (TUTIOG
edddoug, TUTOC KTLpiov). Autod dnuLoupyel Evav xwpo Kataotdoswy (State Space) Tng TAéNg
tou 0(c1%9), évag aplBuog peyalitepog and ta dropa oto cUpmav. Eival advvatov va
amoBnKeUTel 0 CUMUPBATIKY UVALN UTIOAOYLOTH).

Mo TNV QVILETWION autol Tou TPOPAAMATOS —-yvwotol w¢ «Katdpa 1tNng
Awaotatikotntac» (Curse of Dimensionality)— xpnowuomnoteitat n Badwa Evioxutiky Maénon
(Deep RL). Avti yla mivakec, xpnotwpomotouvtal Texvnta Nevpwvika Aiktua (Artificial Neural
Networks - ANNs) w¢ ouvaptroelg mpoogyylong (Function Approximators). To Neupwviko
Aiktuo  AapBavel wg eicodo (Input Layer) to Olavuopa Twv 205 TWWV  TNG
CollectObservations. H mAnpodopia mepvael péoa amo kpuda enineda (Hidden Layers)
VEUPWVWYV, Omou moAhamAaotaletol pe Tivakeg Bapwv (weights) kal mepvasl amod pn-
VPOUULKEG ouvapTNOELG evepyormoinong (onwg n ReLU). H €€060¢ tou Siktuou (Output Layer)
elval gl katavoun mbavotntwy navw otic Stabgotueg evépyeleg (Action Space). Kata tnv
ekmaibevon, ta Pdpn TOUu OIKTUOU OVAVEWVOVIAL CUVEXWG HECW TOou aAyopiBuou
Backpropagation.

3.6 O AAyop1Bpog Proximal Policy Optimization (PPO)

To Unity ML-Agents xpnolpomolel w¢ mpoemhoyry tov aAyoplOuo Proximal Policy
Optimization (PPO), o omnoiog avantuxdnke amnod tnv OpenAl to 2017 [7]. O PPO avnKeL otnv
olKOoyEveLa TwV aAyopiBuwv Policy Gradient kal xpnoiuomnolel tnv apyttektovikr Actor-Critic.
e Actor (HBomowdg): Eivat to tunpa tou NeupwvikoU Awktuou mou "BAémel" tnv
Kataotoon Kat amodacilel mola evépyela Oa eKTEAEDEL (EAEYXEL TNV TOALTIKN TT).
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e Critic (Kputikdg): Elvat 1o TUAMA Tou aflohoyel tnv amodoaon Ttou Actor,
umoAoyilovtag tn Zuvaptnon Alag V(s). Zuykpivovtag tnv mpooSokwuevn agia e TNV
TPayHATIKA avtapolBn, o Critic mapdyet éva odpdipa (Advantage, A,). Av n evépyela
Atav KaAUTEPN Ao To avapevopevo, To Advantage eivat Betiko.

H MaBnuatikn Kawotopia tou PPO (Clipping)

To peyaAUtepo MPOPAnUa Twv maAaldtepwyv oAyopiBuwv (6nmwg o REINFORCE) ntav n
oaotaBela. Eva «kakd» Brpa avaveéwong Twv Bopwy UIMOPOUCE Va KATAOTPEYEL EVIEAWC TNV
TIOALTIKN Tou Ttpaktopa (Catastrophic Forgetting).

O PPO AUvel autd 1o mpoPAnua elodyovtag evav padnuatikd neploplopo (Clipping) otnv
AVTIKELUEVLIKA TOU Tuvdptnon. Opiloupe tov Adyo mubavotitwy 7:(6) wg tnv mbavotnta tng
VEQG TIOALTIKAG TIPOG TNV TBavotnTa TNG TAALAG TTOALTIKAG. H ouvdptnon anwAgwwyv (Loss
Function) tou PPO opiletal wg:

LELP(0) = E,[min(r:(8)A,, clip(r,(0),1 — &, 1 + £)4,) (2)

Ene§fiynon:

o LYP(@): H ouvdptnon AnwAetag/Etoxou (Loss) yio to Bdpn 6 tou Neupwvikoy
AKTUOU. OEAOUUE VA TN LEYLOTOTOLOOUE yia va BeAtiwOel to Al.

e E.:Havapevépevn tun (Expected value) og éva xpovikd Brpa t. (O péoog épog evog
batch 6ebopévwy katd tnv eknaidevon).

Tnew(alS)

To1a(als)

mooo 1o mbavo sival to Al va KAveL autr TNV Kivnon twpa o€ oxéon UE TO mpLv

QVaVEWOEL Ta Bdapn Tou.

e A;:To MAeovéxktnua (Advantage). Asixvel TO00 KAAUTEPN HTAV N KIVNON TTOU £KAVE TO
Al og oxéon pe Tov péco 6po. Av o A, > 0, n kivnon Atav téAewa (mx. €xtioe
WaterPlant 6tav Supoloav). Av A, < 0, n kivnon Atav kakf (m.x. ékave End Turn
Xwplic Aoyo).

o clip(r:(0),1 —¢€,1+ €): K6BeL Tov Adyo 1:wote va pnv Eedpuyel KATw and 1-€ (m.x.
0.8) kat mavw amo 1 + € (r.x. 1.2). To € eivat ouvriBwg 0.2.

e Min(..): Naipvel tn HIKPOTEPN TN METAEL TNC KAVOVIKAC &€lowong Kal tng
"koppévng" (clipped) e€iowonc.

e 1:(0): O Noyog MBavotrtwyv (Probability Ratio). Eivat to kKAdoua . Aeiyvel

H ouvaptnon clip() "koBel" Spaoctikd (meplopilel) tov Adyo 1:(0) oto Sdotnua [1-g,1+¢]
(ouvnBwcg & = 0.2). MPAKTKA, AUTOG O TUTOC gyyuatal OtL To Neupwvikd Aiktuo dev Ba
aAAdgel tn ocuunepidpopd TOU UMEPPBOALKA TMOAU Ot €va MOVO PBApa eKknaidsuong,
eaodalilovrac otabepry (monotonic) kat aodaly cUYKALON, YEYOVOG TTOU eMETPEYPE OTOV
npaktopa CityBuilderAgent va avakaAUeL pe emtuyia TI¢ MOAUTIAOKEC €€QPTIOELG TTOPWV
ToU mayvislou.
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KE®AAAIO 4: YAOIIOIHXH KAI APXITEKTONIKH TOY 3D CITY-
BUILDER

H avarmntuén tou nayvidlov npaypatonolOnke €€ oAokArpou oto neptfdarlov Unity 6, pe
Tov KwoKa va uAomoleitat otn yA\wooa C#. Ze auto to kKepaAato e€etaletal n dStadpoprn ano
TOV apXLKO oXESLAOUO HEXPL TN SoUn TOU KWAIKA, EEKLVWVTAC HE TOUG BACIKOUC HNXAVIOUOUG
Kall GTAVOVTAC OTNV OPXLTEKTOVLKH TWV QUTOVOUWY UTTOCUOTNUATWV.

4.1 Concept ITarxvidrou, Xevapro xar Baoikot Mnxaviopot

To épyo eival éva tplodlactato malxvidt Siaxeiplong moAswv (city-builder) mou
e€ellooetal mavw og éva Suvaulkad mopayopevo TAéypa (grid). O maiktng avalappavel tov
pOAo tou "Anuadpxou" kKal £XeL w¢ KUPLO otoxo (win condition) va dptaoel toug 100 katoikoug
nipotou Anfouv ot 20 yUpol, amodeUyovTaG TNV OLKOVOULKN Kataotpodn.

O nupnvag tou cuotiuatog (core loop) Baoiletal otnv e€locoppomnaon MEVTe BacIKwV
HLOKPOOLKOVOLKWV TIOPWV:

1. Xpripoata (Money): O BaowKOg MOPOC KATAOKEUN G KOl CUVTAPNONG.

2. ®aynto (Food) & Nepo (Water): Mopol emiBiwong mou KatavoAwvovtal otadlaka
oo tov mAnBuouo

3. MANnBuopog (Population): O deiktng emwtuyiag Tou maiktn, o omoiog avéavetal otav
UTTAPXEL SLABEOLUN XWPNTIKOTNTA (LECW OTILTLWY) KoL ETMAPKEL TTOPWV eMLBiwong.

4. Eunuepia (Welfare): Mwa petapAnti (amo 0 €éwg 100) mou emnpedlel Tov puBuod
oavantuéng tou mMANBUOHOUL Kal HeETaBAAAETOL OO TIG Ao ATELS XWwPOBETNONG KaL T
Tuxala yeyovota.

H avamtuén tou aoTKoU LOTOU TIPOYHOTOTIOLETAL HECW TNG KOTOOKEUNG TIEVTE
Sladopetikwy TUNWV KTplwv: Initia (House), Odapueg (Farm), AvtAie¢ Nepou (WaterPlant),
Ayopéc (Market) kat Noookopeia (Hospital). KaBe ktiplo StaBétel povadikég LOLOTNTEG
mapoywyng N Kkatavalwong, Snuoupywvtog éva moAUTAoko Siktuo aAAnAe€aptrioswy mou
KaAeital va Slaxelplotel o xprotnc.
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Ewkova 9 To povtélo tou ktnpiou house

Ewkdva 10 To povtéAo tou ktnpiou market

Ewova 11 To povtélo tou ktnpiov farm



Ewkova 12 To povtélo Tou Ktnpiov waterplant

Ewkova 13 to povtédo tou Ktnpiou hospital

4.1.1 Mabnpatikn Oepediwon xav Iooppomia Xuotnpatikov Iopov

H otabepdtnta tou meplparloviog mpooopoiwong kabopiletal amd €vav Tivaka
kavovwv (Deterministic State Rules). MNa va givat duvatr n eknaibsuon tou npaktopa (ML-
Agent), oL OLKOVOULKEG AAANAETUOPAOELS TIEPLYPAPOVTAL ATIO TO TAPAKATW HAONUATIKO
HOVTEAO, OTIOU N KATAOTAO!N TWV OPWV OToV YUPO t+1 e€aptdtal amo tnv KATAoToon oTov
yUpO t KoL To SLAVUOUO TWV UTTOPXOVTWVY KTLPLWV:

e Owovopulkoc Nopog (Money):
money,,, = money, + (2 x Houses) — (5 x Farms) — (5 * WaterPlants) — Costpyia  (3)

e AnoBépata Qayntou (Food):

food;,, = food; + (10 * Farms) — (2 * Houses) 4)

21



e AnoBéuata Nepou (Water):

Water,,, = Water; + (10 « WaterPlants) — (2 * Houses) ®)

4.1.2 Movtedomoinon ITAnBuopiaxkng Avvapikng

H petaBAntrn tou mAnBucopou (Pop) anoteAel tn Bactkr cuvaptnon otdxou. H avénon tng
elval duvapikn kal eAéyxetal amo tn xwpentkotnta otéyacng (Cap = 5 *Houses) kat To
eninedo eunuepiog (Welfare):

(6)

(Welfare) +1 d>0A ter >0 A <
pop = [ 10 av foo water pop < cap
—5av Food <0 VWater <0

4.2 Yxebraopog Aremagng Xpnotn (UI) kar AAAnAenidpaon AvBpamou-Ilpaktopa
(Human-Agent Teaming)

4.2.1 Apxeg HCI xav Avaxeipron I'vootikou @optou (Cognitive Load)

Ta mayvidla otpatnylkng tumou city-builder xapaktnpilovtal and vdnAn mukvotnTa
nmAnpodopiag. O oxediaopog g diemadrg (HUD) mpémel va akoAouBel Toug KaVOVEG TNG
OTITIKNG LEpapyiag Kol tng dpeong avatpododotnong (feedback loops). H avaluon Ba
£0TIA0EL WG oL Tévte PBaotkol mopot (xpripota, ¢paynto, vepd, MANBUOUOG, eunuepia)
tonoBetouvtal otabepd otnv Kopudn NG 006vng, Stacdalilovtag OtL 0 maikTng Statnpet
OuveXN emiyvwon Ttng¢ Katrdaotaong (situational awareness) xwpi¢ va amoomatol amo to
KEVTPLKO TAEypa S6unonc.

[Header("Resources (Mépo1)")]

population = 8;
food = 188;

Ewkova 12 oL apXLKeG TLUEG TOU KABE MOpou

Pop: O |
Food: 100 |
Water: 100 |

Money: 100 |
Welfare:
50%

Elkova 13 oL apXLKEG TIHEG TWV TOPWV OTAV YIVETAL EKKIVNON TOU TtaXvislou

4.2.2 Apxrtektovikn Mevou xat Mnxaviopol Xeivpromoinong
(MainMenuManager.cs)
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ESw nmapouoialetal n Slaxeiplon twv kataotacswv tou Ul (Ul State Management) wg pia

amAn pnxavn kataotacswv (Finite State Machine).

e EvaAAayn Panels: H Asttoupyikotnta twv pebodwv OpenOptions() kat CloseOptions()
ETUTUYXAVETOL HECW EVEPYOTIOINONG 1 QTTEVEPYOTOLNONG TWV OQVIIKELUEVWY ME
SetActive.

e elplonoinon Aedopévwv (Data Serialization): H xprion t¢ kAdong PlayerPrefs yia
TNV Tomkn anoBrkevon pubuicswv (0nwg PlayerPrefs.SetFloat("volume")) amoteAet
€VaV UNXaviopod dlatripnong tng KaTAoTacng Tou cUoTAMATOG (persistence). Autog
€vepyoToleltal katd tnv ekkivnon (Start()) ko amotpénel meplttég eyypadég otn

HVAUN KOTA T SLdpKeLa Tou TtatxvidLou.

Ewkova 14: to hierarchy tng oknvrng¢ main menu

4.2.3 Yuotnpa Xopikng Avatpogodotnong kat Billboarding (FloatingText.cs)

To FloatingText.cs anoteAel mapadeypa xwpikou Ul (Spatial Ul), kaBw¢ ta otolxeia Tou
mapayovtal ansubeiog otov TPLodLAcTATO KOOUO Kal OxL o€ otatikd dlodlaotato eninedo
(Screen Space)

transform.pesition += Vector3.up # moveSpeed * Time.deltaTime;

if {C a.main != )

i
transform.LookAt(transform.position + Camera.main.transform.rotation % Ve
Camera.main.transform.rotation * \ .up);

Anoonaopa amno to script FloatingText.cs

e MabOnuatika MNpocavatoAicpov (Billboarding): H xprion ™G ouvaptnong
transform.LookAt oe cuvduaopo pe to (Camera.main.transform.rotation) Aettoupyet
W¢ LETAOXNHUATIONOG TAEyaToG (matrix transformation), o omolog euBuypappilel To
Stavuopa mpo nopeiacg (forward vector) Tou kelpévou pe to SLAVUOUO TNC KAUEPOG.
AUTO Slaodalilel OTL TO KELUEVO TIOPAPEVEL EVAVAYVWOTO OO OTOLASNTIOTE ywvia
B£aonc ) mepLoTpodn TNG KAUEPAC, TIOU YIVETAL LECW TWV MARKTPWV Q Kot E.
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Pop: 0|
Food: 100 |
Water: 100 |
Money: 100 |
Welfare:

Ewkoveg 15 kal 16, To mayvidL amd Suo SladopeTIKES ywvieg BEaong

e Awaxeipion Mopwv MvAung: H xprion tng Destroy(gameObject, destroyTime)
Aeltoupyel WG OQUTOMATOG MNXOVIOUOG €KKABApLONG MVAMNG ylo tnv amoduyn
CUCCWPEUCNG OLVEVEPYWV AVTIKELLEVWVY OTN OKNVI).

Destroy(gameObject, destroyTime);

transform.position += offset;
transform.pesition += Vector3(Random.Range(-8.5f, 8.5f), @, Random.Range(-8.5f, 8.5F));

b

Amnoomnaopa amno to script FloatingText.cs

4.2.4 Avertagn) Xuvepyaoiag AvOBpamou-IIpaktopa (Human-Agent Teaming)

Metadpaon tou Action Space og Inuavtikn kot Xwpwkn NAnpodopia Ito mAaiolo tng
Juvepyaoilag AvBpwmou-Mpdktopa (Human-Agent Teaming), n Olemadry oxedlaotnke
akoAouBwvtag to mpoturno MNapatnpntr/Avabeong (Observer/Delegation Pattern). Otav to
Al g€ayel éva ouumépaopa (Inference), dev mapepPaivel anesvubeiag ota otolyeia tou UL.
AvtiBeta, petadpaletl Tov aképato aplOuo tng dpaong tou (buildTypelndex) otov avtiotowo
Tumo ktipilou (BuildingType) kol avaBEéTel TNV OMTIKOTIOINGON OTOV KEVIPLKO EAEYKTN
GridManager péow tng cuvaptnong ApplyAlVisuals(x, z, suggestedBuilding).

Anocupdopnon Nvwotikov Moptou pe Acuvyxpoveg Poutiveg (Coroutines) MOALG o
KEVIPLKOG €AeYKTAG AdPBel tnv umobdelfn, xpwpatilel To mpotewvopevo kel (Magenta) kat
evnuepwvel to HUD. Qotoco, otnv AAnAenidpaon AvBpwrou-YrmoAoylotr (HCI), n noviun
TIAPOLLLOVH EVTOVWV OTTIKWV eVOEiewv otnv 086vn 06nyel o€ KOTIWGN TOU XPHOTN KOL OTTTIKN
ouudopnon (visual clutter). Na tnv emiluon autol tou TpoPAnUatog, uAomolnBnke €vag
HUNXOVLOUOG XpoVviKAG ANENG péow tng poutivag (Coroutine) ClearAlVisualAfterDelay(). H
poutiva autr ekteAeital aclyxpova Ko, EMelta and kabuotépnon TPLWV SeUTEPOAETTTWY
(yield return new WaitForSeconds(3f)), kaAetl t puéBodo ResetVisuals(), n omoia emavadépel
ToV XApTn ota PpuOLKA Tou Xpwuata, kabapilovtag t diemadn.

4.3 MeBododoyia Zevapiou, Pon ITatxvidiou kar Auvapika Xuotnpata

H emtuyia evog mawyvidlou otpatnylkig (city-builder) ev e€aptdtal pévo amo tnv ontikn
TOU avamnapdotacn, aAAd KUpLwg oo Tn cuvoxr Tou KevtplkoU Bpoxou (core gameplay loop)
KOL TNV KOUMUAN €kpabnong (learning curve). Itnv moapovoa uAomoincn, To cuotnua
oXeSLAOTNKE WOTE VA €L0AYEL OPAAA TOV TALKTN OTOUG KAVOVEG KOL OTN CUVEXELA va TOV
TiPOKaAEL HEOW TLEPLOPLOUWV Kol Suvaplkwv YEYOVOTWV.
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4.3.1 Zuotnpa Opalng Evoopatwong xar Expadnong (Player Onboarding /
Tutorial)

H amotpomnn TnG yVwoTIkNG urtepdoptwong (cognitive overload) Tou xpriotn KAtd TNV MPwWTN
enaodn e to moAumAoko Ul Tou matyvidlou, emAUBnKe pe Tn Snuioupyila evog Amopovw LEVOU
ouOoTAMATOG €KpABnong. H kAdon TutorialManager.cs AelToupyel wG ULt QA pnxavi
TIEMEPACUEVWY Kataotaoewy (Finite State Machine) mou kaBodnyel Tov maiktn Bripa mpog
Briua.

Aopn Asdopévwy kat Pon (Control Flow) H mAnpodopia amoBnkeletal KeEVIpIKA o€ €vav
niivaka ocupBolooslpwyv (array of strings) pe ovopa steps, o omolog mepléxel ta Stadoxka
unvopoto:

i
torialPanel;
hP UI instructionText;
t nextButton;

currentStep = 8;

ShowStep(8);
Time.timeScale = 8;

}

Katd tnv ekkivnon tng oknvig (Start()), n petaBAntr xpovou tng Unity pndeviletal (Time.timeScale =
0), dlakomrovtag MANPWE Tov BPpoxo GUGCLKAG KAl TG EVNUEPWOELG TwV cuvaptiocewv Update() mou
e€aptwvtal anod to Time.deltaTime. Auto emutpEnel otov MaAlkTn va LEAETAOEL TO TeEPLBAANOV XWPIG
Tov Kivouvo anwAegLag xpovou r mopwv. Evag ecwteplkdg LETPNTHG currentStep av€davetal kabe popd
TIOU TTATAEL TO KOUTtL «Next», kat evnuepwvel to Ul (instructionText). Otav ohokAnpwOel o mivakag,
to Ul kpUBEeTaL KaL 0 XpOvog emavep)eTaL Kavovikd (Time.timeScale = 1).

4.3.2 Avaxeipron Kataotaoewv IHavxvidrou (Game State & Pause Mechanics)

H kUpla pon tou malxviblou eAEyXETAL ECWTEPLKA oo TNV KAdon GridManager.cs HEow
petapAntwy katdaotaong (boolean flags).

Mnxaviopog Mavong (Pause System): O maiktng pnopel va otapatioel tnv e€€ALEN tou
mavidlol matwvtag to TMANKTPO Escape. H Aettoupyila eAéyxetal amd tn ouvaptnon
TogglePause():
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TogglePause()

isPaused = !isPaused;

if (pauseMenuObject != )
pauseMenuObject.SetActive(isPaused);

if (isPaused)
Time.timeScale
else

Time.timeScale

AuTtn n apxltektovikn dtaodalilel 6t ol Aettoupyieg aAAnAenidpaonc, onmwe n pupofolia
(Raycasting) yla TNV KaTtaokeurn KTpiwv, akupwvovtal aueoa av n petapAntn isPaused n
isGameOver eivat aAnBrng. Auto yivetal pe éleyxo mpwiung €€66ou otnv apxn NG
Aewtoupylog Update().

ZuvOnkeg Teppatiopou (Win/Loss Conditions):

Ye kaBe kAnon tng EndTurn(), To cUOTNUA EMIKUPWVEL TA LOKPOOLKOVOULKA Sedopéva.

1. ZuvOnkn Nikng: Eav o mAnBuopodg Eemepaoet ) oouTal pe 100 (population >= 100), To

mayvidt teppatiletal eMITUXWC.

2. ZuvOnkn Httag (Xpeokomia): Eav ta yprupota yivouv apvntikd (money < 0),
emBarAetal avotnpn mown pndeviopou tou mMAnBuopol (population = 0) kat
KaAeltat n ouvaptnon GameOver(). Aut) n akpaia mown e€aodpalilel 6tL To ML-
Agent, katd tnv ekmaidevon tou, Ba AdPel teAk avtapolBry 0 oe mepimtwon
XPEOKOTILAC, AMOTPEMOVTAG TO oo PLPOKIVOUVEC OLKOVOULKEC OTIATAAEC.

4.3.3 Mnxaviopog Avvapixkev 'eyovotov (Random Events & Coroutines)

Na va amodeuxBel n Onuoupyiad HLOC AMOAUTA VIETEPHLVIOTIKAG KOL OUVETWG
TPOPAEYLUNG  EUTELPIOC, TO TOUXVIOL EVOWHATWVEL OCUCTHUOTO  OTOXOOTLKOTNTAC
(stochasticity). 2e kaBe TéAo¢ yupou (EndTurn), o aAyoplBuog umtoAoyilel Tnv mbavotnTta evog
Tu)aiou yeyovotoc (TriggerRandomEvent) va evepyormounBet.
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TriggerRandomEvent ()

chance = Random.Range(8, 188);

if (chance > 28) return;

eventType = Random.Range(B8, 4);

switech (eventType)
i
case B8:
message = "HAYEONAT! H mopapwyr] ve
water —= 38;
break;
case 1:
message = "HPATIKH ENIXOPHMHEIH! TEA EmLmAEoV
money += 58;
break;
case 2:
message = "EMNIAHMIA! H uysio Twv wOToluwy £
welfare —= 15;
break;
case 3:
message = "TOMNIHO MANHMYPI! Ov watolmol sival ¥
welfare += 18;
break;

AUTA Ta YyeyovoTa SLOTOPACCOUV TNV LOOPPOTILA TWV TIOPWV:

e Apvnuka Meyovota: Onwe £€vag "Kavowvagc" mou e€avtAel Apueoa TEpACTIO TOCOTNTA
vepoU, i po "Emdnuia" mou pixvel katakdépudo TO TOCOOTO EUNUEPLOG TOU
mAnBuaopou.

e Ocetika leyovota: Onwg pia "Kpatkn Emyopriynon" mou aufdvel anpoopeva tov
T(POUTIOAOYLOWMO TOU Taiktn,  éva "Tormko PeoTtiPAN" ou evioxUEL TNV eunuepla.

H ewaywyn tuxawotntog 6w €xel 800 PaoclkolC OKOMoOUG: vo QaUENOEL TNV
emavaAnPuoTNTA yLa ToV TalkTn Kal vol BEATIWOEL TN YEVLKH AVOEKTIKOTNTA TOU VEUPWVLKOU
Siktbou tou ML-Agent. Kata tnv ekmaibevon, to Al pabBaivel va mpoooapuoletal oe
anpoPBAenteg alAayEg tou meplBarlovtoc, amodelyovtog TNV amootnoion pog otabepng
OELPAC KLV OEWV.

if (water < @) water = 8;

if (welfare < @) welfare = @;
if (population = @) population = ©;

Apéowg petad TV adaipeon moOpwv, TpayUatonoleital €AeyXo¢ KOTWTIATOU opilou
(Clamping), Staodalilovtag otL kpiolpol deikteg, Omwe to water rj to welfare, dev Ba AdBouv
TIOTE OpVNTIKEG TLUEG (if (water < 0) water = 0;), anodelyovtag €10l Aoylkd odaApata ota
HOONUATIKA TNG TPOCOUOLWONC.

Mo e€QUPETIKA ONUAVTLIKN TEXVIKN AEMTOUEPELA O0TNV UAoToinon eival n dtaxeiplon tng
OTITIKAG EVNUEPWONG TOU Xpnotn. Otav evepyomoleital éva yeyovog, kaAeital n pebodog
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ShowEventMessage(string msg). MNa va efadaviotel T0 HAVUUO QUTOMATO HMETA oo 3
SdeutepoOAenta, xpnotlomnoleital n poutiva (Coroutine) HideEventPanel():

yield return new WaitForSeconds(3f);
if (eventPanel != null) ewventPanel.SetActive(false)

Mpw ekwvioel n poutiva, To cuotnua Kalel to StopCoroutine("HideEventPanel"). Auti n
TeEXVIKA Olakomtel moAalotepa  xpovouetpa (Reset/Debouncing) yia va  amotpeet
ouykpoUOoeLG (race conditions) €dv moAAG pnvupata epdavilovtal o€ cUVIOUO XPOVLKO
Staotnua. EmutAéov, Staodalilel OTL AUTO TO XPOVOUETPO Sev apeUPaivel 0TO XPOVOUETPO
tou Al Advisor (ClearAlVisualAfterDelay), &latnpwvtag Ta OUCTAUATO  OTTIKAG
oavatpododotnong MANPWE aveEapTnTa KoL Amoouvdedepéva.

4.4 Avalutikn Ieprypagn xatr ApXUTeKTOVIKL LUVAPTI0ERDV

H petafacn and tov Bewpntikd oxedlaocuo otnv mpaktikr) bAomoinon tou 3D City-Builder
OMOLTEL ML aUOTNPN LEPOPXLKN OPXLTEKTOVIKA Aoylopikol. O Kwdkag avamtuxbnke
QTOKAELOTIKA o€ CH#, TNPWVTAC TIG APXEG TOU AVTIKELUEVOOTPadoUC tpoypappatiopov (OOP)
Kall xpnolpomnolwwvtag To mpotuno Component-Based Architecture tng pnxavrig Unity.

MNa va dStaopaAiotel xapunAn culeuén kat uPpnAn cuvoxr, To CUOTNO XWPLOTNKE O TECOEPLC
BaolkoUC TTUAWVEG.

1. O Kevtpwkog EAeyktng (Core Controller): H kKAdon GridManager.cs AelToupyel wg o
BaolkOG SLOXELPLOTAG TNG KATAOTOONG TOU TtaLXVLSLloU, EMONTEVOVTOC TOUC TOPOUG, TN
por XpOVou Kol TNV opaywyrn Tou KOCUOU.

2. OuAopkég Ovtotnteg (Data Containers): mou tonoBetouvtal og KAOe KeEAL HEOW TNG
kAaong TileCell.cs, n omola amoBnkeUEL TNV TOTIKI KATAOTAON TOU KEALOU, OTWG
£€dadocg n ktipto.

3. Yrnoouvotipata Aertadnig (UI/UX): Ta apxeia 6ntwe to MainMenuManager.cs Kot To
FloatingText.cs eivat umeUBuva aMOKAELOTIKA yLa TNV OTtTtik aAAnAsmtidpaon.

4. Movada Texvntig Nonpoouvng (Al Module): H kAdon CityBuilderAgent.cs StatpEyet
o Sedopéva Tou KEVIPLKOU EAEYKTN Kal e€AyeL cupmepdopata, cuvdéovtag t Unity
pe To ML-Agents API.

OL umoevoTNTEG MOV akoAouBouv mpoodEpouv pLa avaAuTIKn €€ETaon TNG AAYOPLOULKAG
S0UAG TWV ONUOVTIKWY CUVOPTHCEWY TIOU ANOTEAOUV AUTOUC TOUG TTUAWVEG.

4.4.1 Aaxeipron ITAeéypatog xav Iapaywyr Koopou (GridManager.cs &
TileCell.cs)

H xwpwn BOepeliwon tou tplodlactatou city-builder PBaciletalr oe éva SuvauKO,
dopnuévo ovotnua mAéypartog (Grid-based architecture). Autd to olotnuo amoteAel To
Baolkd TAQiCO TIAVW OTO omoio yivovtol ol Aeltoupyleg eykatdaotaong, n Slaxeipion
OLKOVOULKWV TIOpwV Kot N cuAoyn 6edopévwy amod Tov mpakTopa TEXVNTHS vonuoouvng. H
vAomoinon xwpiletal oe 6VUo kUpla emimeda: T OOMIK Hovada tou mepPLBAAAOVTOC
(TileCell.cs) kot tov Keviplkd eleykty mou OSlaxelpiletal tov kéopo (GridManager.cs).
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H Aopn Asdopévwv tou KeAwou (TileCell.cs)

KaBe tetpdywvo otov Xaptn avtutpoowrevetal and tnv kAdon TileCell, n omoia
kAnpovopel ano tn MonoBehaviour, enitpénovtag TNV APeon oUVEEON UE TNV OTTIKY KO
duolkr uTdoTacn Tou avtlkelévou otnv Unity. Auti n kKAdon Asttoupyel wg auUTOVOUOG
amoBNKEUTIKOG XWwpPog Anpodopiag (State Container) kat dtatnpet ta akoAouBa onUAVTIKA
b6ebopéva:

TileCell : MonoBeha

:f
BuildingType eurrentBuilding = BuildingType.Nene;

3

TileType tileType = TileType.Grass;

currentModelObject;

e publicintx, z;: OLOKEPALEG CUVTETAYUEVEC TOU KEALOU EVTOG TOU S10SLACTATOU TTVOKAL.
e public BuildingType currentBuilding: O TUTIOG TOU KTLlplou MOV £(val KATAOKEUOOUEVOG
oto KeAl (ue apxikn Tun BuildingType.None).
e public TileType tileType: O puokog tumog tou edadouc (Grass, Water, Rock, Forest).
H Aoywky €Aéyxou &0OUNONG OIOUOVWVETAL OAYOPLOUIKA €VTOC TNG OUVAPTNONG
IsBuildable():

IsBuildable()

if (currentBuilding != BuildingType.None) return

if (tileType = TileType.Water || tileType == TileType.Rock) return

return

H ouvdptnon autn emniotpédel pia Boolean tur, dtaodpoaAilovtag OTL n KATOOKEUN
ETUTPEMETAL LOVO OTAV TO KeAL elval kevo kat To £€6adoc dev anoteAel puoLkO epmodilo (Onwg
vepO N Bpaxo). Na t dlaxeiplon Twv TPLoSLACTATWY HOVIEAWY, N KAAGoN UAormolel tn puébodo
SetBuilding(), n omoia avaAapBavel TV KATaoTpodr) TOU MTPONYOULEVOU HLOVTEAOU HECW TNG
Destroy(currentModelObject) kat T otwyulotumnon (Instantiate) tou véou prefab wg
efaptnuévo avtikeipevo-naldi (transform.parent = this.transform), BeAtiotonolwvrtag €tot

NV LlEpapyia Tng oknNVAG.
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SetBuilding(BuildingType newType, GameObject buildingPrefab, Quaternion rotation)
currentBuilding = newType;

if (currentModelObject != ) Destroy(currentModelObject]);

if (newType != BuildingType.None E& buildingPrefab != )]

i
currentModelObject = Instantiate(buildingPrefab, transform.pesition, rotation);

currentModelObject . transform. parent = .transform;
currentMedelObject . transform. lecalPosition = ' r3(e, 8.5F, 8);

O AAyOpLOpo¢ Atadikaotikng Napaywyng (GridManager.cs)

H mapaywyn tou koopou ekteleital Stadikaotikd (procedural generation) katd tnv
€KKivnon tou maiyvidlol péow tng ouvaptnong GenerateGrid(). O GridManager Siotnpet
évav Slodldotato mivaka avodopdg gridArray pe dlaotdoesl mou kabopilovtal amo Tig
petapAnteg width kat height.

H pobnuatiki amotunmwon Kal N XWPLKH TOMoBETNON TWV OVTLKEWWEVWY OTOV
tpodldotato xwpo (World Space) mpokUTTEL QMO TOV YPOUUIKO UETOOXNUATIONO TWV
SelkTwv Tou Tivaka pe Bacn tn otabepd andotaong spacing:

PosX = x * spacing (7)
PosZ = Z x spacing (8)

Katd tn Sidpkela Twv epdwAevpévwv Bpoxwv enavaAnyng (for), to cuotnua eKTeAel pLa
OTOXOOTIKA Katavoun edddoug xpnotpomnolwvtag évav Pevdotuyaio aplOuod oto dtdotnua
[0, 100) péow tng Random.Range(). Avaloya pe tnv TR tou "roll", to keAl amoktd tnv
avtiotolyn tavtotnta TileType kal tomoBetolvtal ta aviiotowa meplBalioviika prefabs
(treePrefab, rockPrefab).

GenerateGrid()
x = 8; x < width; x++)
: z < height; z++)

# spacing;
# spacing;

t spawnedTile = Instantiate(tilePrefab, Vector3(posX, @
spawnedTile.transform.parent = .transform;
spawnedTile.name = $"Tile {x}_{z}";

, PosZ), Quaternion.identity);

ileCell cell = spawnedTile.AddComponent<TileCell>();

.Range(®, 188);
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if (roll = 18)

i
cell.tileType = TileType.Water;
spawnedTile.GetComponent<R r>().material.color = Color.blue;
spawnedTile.transform.position += Ve 3.down * 8.2f;

else if (roll < 28)

cell.tileType = TileType.Rock
spawnedTile.GetComponent<Re r=().material.color = Co

if (rockPrefab != ]
i
ct rock = Instantiate(rockPrefab, spawnedTile.transform.pesition, Quaternion.identity);
rock.transform.parent = spawnedTile.transform;

rock.transform.localPosition = Vector3(e, 6.5f, @);

rock.transform.rotation = rni ( om.Range(®, 368), @);
rock.transform.lecalScale - : R .Range(®.&f,

cell.tileType = TileType.Forest;
spawnedTile.GetComponent<Renderer>().material.color Coler(8.8f, 8.4f, 8.8f);

if (treePrefab != )
ct tree = Instantiate(treePrefab, spawnedTile.transform.position, Quaternion.identity);

tree.transform.parent = spawnedTile.transform;
tree.transform.localPosition = Vecter3(e, 8.5F, @);

tree.transform.rotation = Quaternion.Euler{®, Random.Range(®, 360), 8);

cell.tileType = TileType.Grass;
spawnedTile.GetComponent<Renderer>(]).material.color = Coler(e.3f, 8.8f, 8.3f);

spawnedTile.GetComponent<Ren r>() .material.color = GetColerForTileType(cell.tileType);

gridArray[x, =z cell;

Mo onuOvTikg TEXVIK Aemtopépela adopd ta KeAld tumou Water: Tto avtlkeipevo
petatomniletal katakopuda mpog ta katw otov atova Y (Y_{offset} = -0.2f), Snuiovpywvtag
YVEWMETPLKO BABo¢ otov XApTn, evw TapAAAnAa anokAsleTaL autopaTa oo KABe peAAovTLKA
npoonaBela éunong r umodeléng tou Al.
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Zntipata Anddoong ko MeAAovtikég BeAtiwoelg (Scalability)

TNV Tpé€xouoa popdr) Tou, To cUoTNUA Xpnoluomnolel tn péEBodo Instantiate yia kabe tile
Kal TtePLBAANOVTLIKO OTOLXELD. AV KOl N TIPOCEYYLON AUTH €lval LOAVIKA YLl TIAEYUATA ULKPNG
KAlpokag (m.x. 10 x 10), mapouoldlel MEPLOPLOPOUE O UEYAAUTEPOUG XAPTEC AOYw TOU
auvénuévou aplBuou Draw Calls kat tou dpoéptou oto Garbage Collection tng Unity.

Mo TNV EMEKTOON TNG OPXLTEKTOVIKNAG, TIPOTEIVETAL N EVOWMATWON TOU CUCTAUATOC
Scriptable Build Pipeline | n xprjon GPU Instancing péow tou Universal Render Pipeline (URP)
¢ Unity 6, OMOU TOVOUOLOTUTIA YEWMETPLKA OQVTIKEIHEVA (OMw¢ Oévipa Kal Bpayol)
oxedlalovtal o€ pio LOVO UTTOAOYLOTIKA TIACA, SLOTNPWVTOG TN oTABePOTNTA TWV KAPE ava
SeutepoAento (FPS) og uPnAa emnineda.

Z0otnua Npoemiokonnong Adunong (Ghost System) lNa tnv amoguyr Aavbaouévwy
Kwvrioewv (user errors) kot TN BeAtiwon NG XwpPKAG avtiAnyng, avamtuxdnke éva cuoTnua
Suvapulkng mpoemiokonnong (Ghost System). H Aewtoupyio autry eA€yxetol amo TIG
ouvaptnoelc UpdateGhostPosition() kat RefreshGhosty().

Y€ KAOe KapE TNG LNXOVNG YPOPLKWY, EKMEUTMETOL UL akTiva (Raycasting) amo tnv kapepa
Tpog tn B€on tou képoopa (Camera.main.ScreenPointToRay). EGv n aktiva TéUvel To MAEyUQ,
éva nubladpaveég tplodlaotato poviédo (Ghost Object) petatomiletal Suvapikad OTLG
OUVTETOYHEVEG TOU avtiotolyou KeAoU, edpoapuoloviag mapAdAAnAa Hla  Katakopuon
uetatomnion (Vector3(0, 0.5f, 0)) ywa tnv amoduyn omtikwv odpaipdtwv (clipping) pe to
£dadoc.

Mta KploWn TEXVIKI AETITOUEPELD OTNV OPXLTEKTOVIK TOU OUOTAMATOG €£lval n
KATaoTPodN TNG YEWUETPLOC CUYKPOUONG TOU LOVTEAOU TPOoETILOKOTINONG (Destroy(col)) kata
™ &nuloupyia tou. Av to Component tou Collider mapéueve evepyd, to Ghost Object Ba
umAokape (raycast blocking) Ti¢ aktiveg Tou mMovTIKLOU, KaBloTtwvtag aduvatn tTnv avixveuon
TOU Tpayuatikol e5adoug Kal CUVENWE tn dounaon.

4.4.2 Yuotnpa Arodoynong EGagpoug kar Ymodeiéng Apdoswv (Al Advisor)

Ita mopadootaka mavidia dtaxeiplong, n afloAoynaon tng KataAAnAoTntag pLag tonobeoiag
TIPAYUATOTOLETAL OUVABWCE HECW VIETEPULVIOTIKWY EUPLOTIKWV aAyopiBuwv (heuristic
algorithms), oL omoiot umoAoyilouv BaBuoloyiec pe Paocn TMPOoKABOPLOPEVOUG KAVOVEG.
Qotooo, otnv mapovoa UAomoinon eMAEXONKE ULaL TILO TIPONYUEVN OPXLTEKTOVLKA: N TANPNG
OVTIKATAOTOON TWV OTATIKWY aAyoplBuwv amod éva duvapikod Tuotnua Ynode€nc (Advisor
System), To omoio avtAel anopdoslc ansuBeiag anod to ekmMAlSEUUEVO HOVTEAO MNXAVIKAG
Mabnong.

AUTO To UTtooUoTNO EAEYXEL TN YEDUpA eTtKOWVWVIAC LETAED TN Slemadng Tou xprotn (Ul)
kat tou CityBuilderAgent, emutpénovtag otov maiktn va {ntd xwpotaflké¢ ouPPBOUAEC o€
T(PAYLATLKO XPOVO.

H &wadikacia AQPng amdédaong ekKveital omd Tov XpAotn HECW TNG OUVAPTNONG
TogglePredictionMode() evtog tou GridManager. H adyoplBuikn pon Asttoupyel wg €€NG:
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TogglePredictionMode()

CityBuilderAgent aiAgent = FindObjectOfType<CityBuilderAgent>(]};

if (aifAgent != ]

aifgent . RequestOneShotSuggestion();

ShowNotification("Acsv

H uéBodog aviyveUel SUVAULKA TOV TPAKTOPA 0TN oknvr Xpnotpomnolwvtag FindObjectOfType
Kal KoAéoel tn MEOBOSO RequestOneShotSuggestion(). Auty n mpooéyylon (One-Shot
Inference) Staodalilel OTL TO VEUPWVIKO SIKTUO SEV KATAVAAWVEL CUVEXWE UTIOAOYLOTLKOUG
TOopouC, aAAQ evepYOTIOLELTAL LOVO OTAV ATALTETAL ATtO TOV TIAKTH.

Onukonoinon tng A§loAdynong (ApplyAlVisuals)

Edbdoov o mpaktopag avaluoel Ta dedopéva Tou TIAEYUOTOC KOl ETLOTPEPEL pla €yKupn

npotacn 60unong, o €Aeyxog emwotpEédel otov GridManager péow TNG  KANONG

ApplyAlVisuals(int x, int z, BuildingType suggestedBuilding). H cuykekpiuévn cuvaptnon

uAomolel pla akoAouBia mévte Bnudtwy yla tn BEATiotn kKaBodrynon Tou maiktn:
ApplyATvisuals( { z, BuildingType suggestedBuilding)

ResetVisuals();

if (x >= B && x < width && z >= @ && z < height)
i
TileCell cell = gridArray[x, z];

msg = $"Mpotoon AL: Xtiocc {suggestedBuilding} otn Bfon (ix}, {z})";
if (advisorText != ) adviserText.text = msg;
ShomNotification(msg);

cell.GetComponent<Ra r>().material.coler = Color.magenta;

selectedBuilding = suggestedBuilding;
RefreshGhost();

StopCoroutine("ClearA
StartCoroutine("

1. KaBapiopog Ontikov Poptou: Apxikd kaAeital n peBodog ResetVisuals(), n omola
emavadépel OAa T KeAA ota ¢uUOIKA Toug Xpwuata, OStaypddovrag Tuxov
TiponyoUUEVEG UTtOSEIEELC.
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2. Evnuépwon Aentadng (Ul): Eddoov oL cuvteTaypéVeG (X, z) elval eVviog TwV eyKUPpWV
opilwv tou mivaka gridArray, To cUoTnUO CUVBETEL éva punvupa (.. "Mpotaon Al:
Xtioe House atn 9éan (3, 4)") katL to mpoPAaAAEL TOoO oTO otolyelo advisorText 600 Kall
oto cuotnua ewdomnotoswv (ShowNotification).

3. Xwpkn Emonpavon: To MPOTEWVOUEVO KEAL ATTOUOVWVETOL KAL TO XPWHA TOU UALKOU
tou (Material Color) petatpénetat o€ Color.magenta, tpafwviag AUesa TNV TPOCOXH
TOU XpNoTN.

4. Autopatn Npoetoipacia Adpnong: Na tn BeAtiwon tng Eunelpiag Xpnotn (UX), to
oUOTNUO OUTOUOTOTIOLEL TIG €VEPYELEG TOU Taiktn opilovtag tn HeTaPAnTA
selectedBuilding ion pe tnv mpotaon tou Al (suggestedBuilding) kat avavewvovtag to
Hovtélo mpoemokonnong (RefreshGhost()). Etol, o maiktng xpelaletal amAwg va
KAVEL KALK 0TO PWTIOPEVO KeAL yia va anodexBel tnv mpotaon.

Awaxeipion Xpovou Zwng tng Ynodegng (Asynchronous Cleanup)
MNna va arnogpeuxbel n poéviun epdavion tou XpWUATOG magenta otov XApTn, N ocuvaptnon
ApplyAlVisuals teAewwvel pe TV évapén plag acvyxpovng poutivag (Coroutine)

H Aewtoupyia ClearAlVisualAfterDelay() mepiuével 3 OSeutepolenta (yield return new
WaitForSeconds(3f)) kat otn ouvéxewa kaAel €ava tn ResetVisuals(). H xprion tou
StopCoroutine mpwv amno to StartCoroutine givat TOAU ONUAVTLKA: AELTOUPYEL WG LNXAVIOUOG
amoBopuPonoinong (debouncing). Av o xprotng mMATAOEL TO KOUWTIL TTOAAQTAEC HOPEC
OUVEXOUEVA, TA TIPONYOUMEVA XPOVOUETPO OKUPWVOVTOL, OQTIOTPETIOVTOG OUYKPOUOELG
ouvOnkwv (race conditions) kat dtaopaAilovtag Tnv opaAr emavadopd Twv Ypadlkwy.

4.4.3 Mnxaviopog Owkovopiag, Movtedlomoinon Xuotnuatog 'opwv xat
I[TAnBuoprakn Auvapikn

H kevtpwkny dourn tng mpooopoiwong Kol To cuotnuo gAéyxou tng poncg (Game Loop)
uAomolouvtal otnv kKAaon GridManager.cs. Emeldr to matyvidt avrkel otnv katnyopia Turn-
Based Strategy (TBS), 0 xpOvoc mpoxwpa o€ SLOKPLTA XPOVIKA BripaTa.

H pokpompoBeoun petafacn ToOU CUOTAUATOG Ao Tov yUpo t otov yupo t+1 gAéyxetal
QTMOKAELOTIKA amod tn ouvdaptnon EndTurn(), n omoia mpaypoatomnolel moANamAéC GAOELS
umoAoyLopoU yia va Stacdalioel Tn AoyLKr) CUVEKTIKOTNTA Tou epLBAAAovVTOC.

®daon 1n: Torkog YroAoylopog Nopwv kat Zapwon NAEypartog

H ouvaptnon apxikd pndevilel toug mpoowplvoug abpolotég petaPoAng (foodChange,
waterChange, moneyChange, welfareChange, housingCapacity). Ztn ouvéxela, SlatpExel
oA6kAnpo tov mivaka gridArray (Grid Scanning). Na kdBe keAi, avaAUeL Tov TUMO TOU
umapyxovtog Ktipiou (currentBuilding) péow pag doung eAéyxou switch kat abpoilel toug
avtioToL(OUG OLKOVOULKOUG Tpororolnteg (modifiers).
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TNV TPEXOUOCA APXLTEKTOVLKI LOOPPOTILAG, TO LOVIEAD TTapaAywWYNG-KATAvVAAwaonG opileTal wg

g8ng:
EndTurn()

foodChange = @
waterChange
moneyChange ;
welfareChange = @;
housingCapacity = 8;

'
a8
a

foreach (Til L cell in gridArray)
{
switch (cell.currentBuilding)
i
case BuildingType.House:
housingCapacity += 5;
waterChange - .
foodChange —= 2;
moneyChange += 2;
ShowFloatingText(cell.transform. position,
break;
case BuildingType.Farm:
foodChange += 15

L}
—

waterChange —= 3

33
moneyChange —= 1;
ShowFloatingText{cell.transform.position,
break;
case BuildingType.Market:
moneyChange += 18;
break;
case BuildingType.WaterPlant:
waterChange += 25;
moneyChange —= 3;
ShowFloatingText({cell.transform.position,
break;
case BuildingType.Hospital:
welfareChange += 35;
moneyChange —= 5;
ShowFloatingText(cell.transform.position,
break;

e House: Mpoodépel +5 0TN XWPNTIKOTNTA OTEYAONG Kal +2 €008a, AAAA KOTOVAAWVEL
nopou¢ enBiwong (-2 vepo, -2 daynto).

e Farm: Mapayetl +15 dayntd, ald €xeL KOOTOG cuVTPNONG o€ vePO (-3) Kal xpnua (-
1).

e WaterPlant: AmnoteAel tn Poaowkn mnyn uvdpoddtnong (+25 vepd), HE KOOTOG
ouvtrpnong -3 xpnuata.

e Market & Hospital: AettoupyoUv wg umooTnNPLKTIKEG SopEG. H ayopd evioxUeL TtV
olkovouia (+10 xpruata), evw to voookoueio aufdvel tov deiktn eunuepiag (+5
welfare) pe olkovoulkd kd6otog (-5 xpripata).

®daon 2n: Evnpuépwon Naykoopiwv MNopwv kat EAsyxog Opiwv (Clamping)

Metd TNV 0AOKANPWGN TNG 0APWONG, OL CUVOALKEG LETABOAEG TpooTiBevTal ota mayKooULa
anoBépata (food += foodChange, water += waterChange, money += moneyChange).
Ilaitepn €udaon Sivetal otn petafAntr tng eunuepiag (welfare), n onoia, wg mooootiaiog
Selktnc wavomoinong, meplopiletal auotnPd oTto KAELOTO pabnuatiko diwaotnua [0, 100]
HEOW TNG OUVAPTNONG TIEPLOPLOHOU TNG Hnxavng: welfare = Mathf.Clamp(welfare +
welfareChange, 0, 100).

®daon 3n: Madnpatikdé Movtélo NANOUGHLOKAG AUVAHLKAG
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O aAyoplBuog aglohoyel Tig ocuvOnkeg Slafilwong yla Tov UToAoyLopod Tou mAnBucpou. Eav
unapxouv Betika amoBépata emPBiwong (food > 0 kat water > 0) kal Tautoxpova n TOAN
Sl00étel elelBepn ywpntkotnta (population < housingCapacity), evepyormoleitat o
UNXaviopog avantuéng. H avénon dev eival otabepn, aAAd CUVOPTATAL YPOUULKA OO TNV
gunueplia. H eunuepia umoloyiletal anod tnv mapakatw eélocwon:

Growth = (Welfare>
rowth = 10

Amoé tnv aAAn mAgupad, edv mapouctaotel EAAeLPn vepoU i Tpodrg, To cuoTnUa EMIBAAAEL
oauotnpen o Alou, HELwVOoVTOG ToV TANBUOUO Katd 5 povadeg ava yupo. MNa tnv anodpuyn
odalpatwv (bugs) otn Aoy tou mawxvidiov, edpapudlovral apéocws LeTa dUo amoAutol
kavoveg (Boundary Checks).

if (population = @) population = 8;

if (population > housingCapacity) population = housingCapacity;
currentTurn++:

O &eltepog kavovag amotelel pla kplown SwAidba aocdaleiag, Siaodaiilovrag oOtL o
OUVOALKOG TANBUoUOG Sev umopel oe kapio mepimtwon va umnepPel tn duoikn kavotnta
otéyacng mou npoodEpouv oL uTtoSouEG (Houses).

®daon 4n: Zuvlnkeg Teppatiopou kot Evioxuon Eknaidsuong Al
210 TeAKO otadlo tng uebddou, o Seiktng Twv yupwyv avéavetal (currentTurn++). EGv o yupog
unepPel TO péylOoTO EeTUTPENTO Oplo (currentTurn > maxTurns), n Tpooopoiwon

OAOKANPWVETAL OMOAQL.
if (currentTurn > maxTurns)
{
GameOver();
}
else if (money =< @)

i

population = 8;
GameOver();

}

Elval n avtyuetwrion tng xpeokomiag mapouotalel Eva evbladépov (6tav to money < 0). Z¢
ouTth TNV mepimtwon, n ouvaptnon 6ev kaAel amAwg ™ pHEBodo GameOver(), aAAd Kal
unéevilel pnta tov mAnBuoud (population = 0) tpLv Tov TeppATIONd. AuTr N eTAOYN OTOXEVEL
oto otadio eknaidevong (Reward Shaping) tou ML-Agent: adou to TEAIKO OKOP TOU TIPAKTOPA
LooUTal Pe Tov MANBUOUO, 0 UNSEVIOUOC Tou Staodalilel 0Tl To NeUpwVIKO AlkTtuo AapBavel
avtapolpn 0, Bonbwvtoc to va Habet va anogelyel Tnv emikivbuvn olkovopLkn Staxeiplon.

BeAtiotonoinon Anddoong yia Emtayxuvon Eknaidsvong (ML Rendering Guard)

Mia amo TIC HEYOAUTEPEC TPOKANOELS KATA TNV ekmaideuon alyopiOuwv EVIOXUTIKNAC
Mabnong eivat n cupdopnon mopwv amno ta vnocuotiuata Sternadng (Ul rendering). Otav
To TEPLBAANOV TPEXEL OF EMITAXUHEVO XPOVO yla TN OUAAoyn XWALAOdwV EUTELPLWV
(Time.timeScale = 20f), n ouvexng Snuwoupyia avaduopevwv kewévwy (Floating Texts)
uropel va e€avtAnost tn StaO£oun pvnpn tou cuotipatog (Memory Leak / CPU Overload).
MNa tnv emiluon autol Tou TeXVIKOU TPOPBAAMOTOC, EVOWHATWONKE £vag UNXOVIOMOC
npootaociag (Guard Clause) otn ouvdptnon ShowFloatingText(Vector3 position, string
message, Color color):
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ShowFloatingText(Vector3 position, message, Color color)

if (Time.timeScale » 5f) return;

if (popupTextPrefab I= b}
i

GameQbject go = Instantiate(popupTextPrefab, position, Quaternion.identity);
FloatingText ft = go.GetComponent<FloatingText=(];

if OFt 1= ]
{

ft.Setup(message, color);

AUTOGC 0 KwdKaG Asttoupyel wg Beppootdtng amodoong: avayvwpllel Tnv Katdaotaon
npooopoiwong uPnAng taxutnTag (0mou o XPOvog TPEXEL TEVTE HOPEG TILO ypriyopa) Kot
OKUPWVEL TNV KARON TNG ouvaptnong Instantiate yia ta ontikad edp€. Me auTOV TOV TPOTO, N
eknaidevon tou povtélou oe Python mapoapével e€alpeTikd ypriyopn, EMITPEMOVTAG TV
eKTEAEON XAMASWV Bnuatwy ava SeutepOAeTTo XWPIC va emnpealetal n otabepdtnTa TNG
HNXQVAG YPaDLKWY.

4.4.4 Apxvrektovikn tou [Ipaxktopa Mnxavikng Mabnong (CityBuilderAgent.cs)

H kAaon CityBuilderAgent amotelel tov Keviplkd mupnva €Aéyxou NG TeEXVNTAG
Nonuoouvng tou cuotrnuatog. KAnpovopuei aneuBeiag amod tnv e€elbikevpévn kKAaon Agent
™¢ BBABNkng Unity ML-Agents, Asetoupywvtag w¢ n yépupa emikowvwviag (péow
MPWTOKOAwWV RPC) petaéy tou meplBaArlovto¢ mpooopoiwong tng Unity (CH) kot tou
oAyoplBukoU backend mou ekteAeitat og Python (PyTorch).

H apXLTEKTOVIK TOU MPAKTOPO OXESLAOTNKE UE Ula EVEAKTN STt Asttoupyia, n omola
eAéyxetal amo tn petaPfAntn trainingMode. Ztn Aswtoupyia ekmaideuong, o MPAKTOPOAS
avaAapPavel tov ANpn EAEyX0 TOU CUCTAMATOC, EVW 0T AElToupyla maxvidlou Asttoupyel
w¢ mabntikdg cupPBoulog (Assistant Mode).

Mapakdtw avoaAvovtal oL TPeLS Kpiolweg daoelg tou KUKAoU {wAG TOU TPAKTOPO: O
XPOVLOUOG, n avtiAnyn (Observations) kat n 6paon (Actions).

1. Xpoviouadg ka Artodpuyn Yrneppoptwong (Frame Skipping)

e mavidla yupwv, n ouvexng ANYn amoddocewv oe kabe kapé (frame) eival
UTTOAOYLOTIKA TIEPLTTA KOl UTTOPEL va TIPOKAAETEL OUUPOPNON OTO SIKTUO ETUKOLVWVLAG UE TNV
Python (socket throttling). Na tv amoduyn avtol tou ¢alvouévou, 0 XPOVIOUOG TwV
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anopAcswv evowpotwoOnke otn  ouvaptnon otabepol  puBuol  FixedUpdate():
void FixedUpdate()

{

if (trainingMode)
{
frameCounter++;
if (frameCounter >= 5)

i

RequestDecision();
frameCounter = 8;

H texviki auth, yvwotr otn BBAoypadia tng Mnxavikng Mabnong wg Frame Skipping
(Maparewpn Kapé), e€aodaiilel 0Tt To Neupwvikd AlKTUO KaAegitol va TAPAYEL O VEQ
anodaon (RequestDecision()) povo pia dopd ava 5 octabepd kapé, pelwvovtog SPOUATIKA
To vumoloylotikdo ¢optio (CPU/GPU overhead) kata tn ¢don tng ekmaidevonc.

2. Xwpog Napatnpricewv (Observation Space): H AvtiAnyn tou Neppailovtog

MNa va pmopéosl o aAyoplOpog va AdPet opBoloyikéC amodAoelg, TMPEMEL TO
TpLodlaotato mepBAANOV KAl OL OLKOVOLKOL SEIKTEG va LETATPATIOUV O€ €va LOVOSLACTOTO
Slavuopa xapaktnplotikwy (1D Feature Vector 1) Tensor). AUTO EMITUYXAVETAL HECW TNG
unepdoptwuévng (overridden) cuvaptnong CollectObservations(VectorSensor sensor).
To &lavuopa ewoodou (Input Layer) tou NeupwvikoU AlktUou Sopeltal Lepapyika:

¢ MaKpOOLKOVOHULKA AsbSopéva: NMpooTtiBevtal 5 aKEPALES TIUEG TTOU OVTLTTPOCWIEUOUVY
TOUG TIOYKOOULOUG TOpoUG NG TOANG (xprAuata, ¢aynto, vepd, mMANBUoUOG,
eunuepla).

e  Xwplkad Asdopéva (Grid Flattening): Ztn ocuvéxela, o alyoplOpuocg Statpéxet oAOKANpoO
tov Stodlactarto nivaka gridArray. MNa kaBe keli, mpaypaTOMOLETAL PNTH LETATPOT)
(explicit cast) Twv amaplOunTwy (enums) oe aképaloug aplBuoUg Kat elcdyovtal SUo
TIHEG oto Stavuopa: (int)cell.currentBuilding kat (int)cell.tileType.

Eav to mAéypa €xel Staotdoelg W * H, 1o teAkd péyeboc Tou SLavuopaTtog mapatnprioswy
Tou amnootéAAetal oto ML-Agents LoouTal pe:
Size=5+ (W * H x2)

Autn n mpooéyylon e€aodalilel otL to Al Stabétel mARpn yvwon tou nepBaiiovrod.

3. Xwpog Evepyslwv (Action Space): EktéAeon kot EAsyxog ZhaApatwy

Otav 10 Neupwvikd Aiktuo emotpePel tnv mpoPAedn tou, ekteleitalr n péBodog
OnActionReceived(ActionBuffers actions). O mpaktopag €xeL oxedlaotel va e€ayel 4 SLAKPLTEC
evépyeleg (Discrete Actions):

1. actionType: KaBopilel av to Al BéAeL va xtioel (0) ) va teppatiost tov yupo (1).

2. x: H ouvtetaypévn X tou emtBupntoul keAlou.

3. z: Houvtetaypévn Z tou emtBupntol keAol.

4. buildTypelndex: O TUTIOG TOU KTLPLOU TIPOG KOTOLOKEUN.

H apxitektovikn) mepthapBavel kpiotpeg SikAidec aopaleiag (fail-safes) yia tnv amoduyn
TEPUATLOMOU TNC ekmaideuong Aoyw amepwv Bpoxwv (infinite loops). Eav to Al emiAé€el va
Xtioel (actionType == 0), kaAeital n uebodog TryBuildFromAl(x, z, buildTypelndex).
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if (trainingMode)
i
if (actionType = @)
i
buildTypeIndex);

success = gridManager.TryBuildFromAI(x, =z

if (!success)

i

AddReward(—8.81f) ;

gridManager . EndTurn();

Av n kivnon eivat moapavoun (m.x. mpoomnaBelo SOGUNONG OTO VEPO N XWPLG €mapKn
kedalaia), To cvotnua Sev anopplntel amAwg tnv Kivnon, aAAd TILWPEL TOV TIPAKTOPA LE
HKkpn apvntikn evioxuon (AddReward(-0.01f)) kat emPBaAder aupeoca aAlayry yupou
(gridManager.EndTurn()). Autdg 0 pnXavIopOG avaykAlel TOV TIPAKTOPA VA TIPOXWPNOEL TN
XPOVIKI pOr|, ATOTPETOVTAG ToV amnod To va "koAAnoel" mpoonmabwvTtag acTapdTnTa Va XTloeL
TO (610 KTiplo oTo 1610 KapE XWPIC TOUC amapaitnToug MOPOUC.

4.4.5 Yuotnpa Xepikng Avixvevong kar AAAnAemidpaong Xpnotn (Raycasting &
Input Handling)

Evw o mpaktopag Texvntic Nonuoouvng oAAnAemidpd pe 1o meplBAAlov OTEAVOVTAC
anevuBeloG CUVTETAYUEVEC (X, Z) OTOV KEVIPIKO €AEYKTH, N aAAnAenidpaon tou avBpwrivou
Xpnotn amoattel tn padnuatikn petadpacn tng diodiaotatng o0dévng (Screen Space) otov
tplodlaotarto koopo (World Space). Autr) n dtadikacia uAomoleital HECW TNG TEXVIKNG TNG
pwpoBoAiag (Raycasting).

Ye KAOe Kapé NG pnxavng (evtog g uebodou Update()), 6tav o maiktng mpayuatomnolet
opLoTePO KALK, EKTEAELTAL YLa AUOTNPN OELPA EAEYXWV:

1. Npootaocia Aenadng (Ul Raycast Block): To mpwTto Kal onUAvTIKOTEPO BrAua ival va
SlaodaAlotel 0TLTO KALK TOU XprAotn mpoopllotay yia tov 3D KOGHO Kal O)L yLa KAToLo
kKouuni tng Slemadng (6nmwg to pevou Kataokeung). MN' autd xpnoluomoleital n
pnEBodog ToU CUOTNHATOG YEYOVOTWV ™mg Unity: if
(EventSystem.current.IsPointerOverGameObject()) return; Aut) n ouvBnikn
amotpenel ta "Slamepaoctikd KAWk" (click-through bugs), 6mou o maiktng,
npoonabwvtag va emAEEEL Eva KTiplo amod to pevou, €xtile katd AdBog oto £€6adog
miiow armnod to Ul.

2. MaBnpatikn MpoPoAn Aktivag (Screen-to-World Projection): Av to kAWK eival
€YKUPO, N Kapepa dnuoupyel éva pabnuatiko diavuopa (Ray) mou Eekva anod tov
dakoé (Camera.main) Kot TeEPVA PETA ATIO TIC CUVIETAYUEVEC TWV pixel Tou TovTIKloU
(Input.mousePosition): Ray ray =
Camera.main.ScreenPointToRay(Input.mousePosition);

3. Avixveuon uykpouong (Physics Collision): H pnxavy ¢uoikng tng Unity (Physics
Engine) avalapBavel va UMOAOYIOEL av aUTr N HABNUATIKI QKTIVO TEUVEL KATIOLO
VEWUETPLKO OVTLKEILEVO OTOV KOOUO:
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if (Physics.Raycast(ray, hit))
i

TileCell cell = hit.collider.GetComponent<TileCell=(];

if (cell != 3
{
ghostObject . SetActive( 13

ghostObject.transform.position = cell.transform.position + Vector3(e, 8.5F, 8);

ghostObject . transform.rotation = Quaternion.Euler(®, buildRotation, 8);

}

1lse

ghostDbject . SetActivel(

4.5 Avadikaota Exnaibevong xav Zxedraopog AvrapoBov (Reward Shaping)

H emtuxng eknaibevon evog npaktopa Evioxutikng Madnong (Reinforcement Learning)
gfaptatal amoAuta and tn owoth Slapopdwon TnG cuvaptnong avtapolpng (Reward
Function). H Stadikacia autr, yvwotn wg Reward Shaping, anote)el pia kplowun mpokAnon,
kaBw¢ kabopilel Tn oTpatnyLkn mou Ba avamtuéel to Neupwviko AlKTuo yla Thv eniAucn Tou
nipoBAnuartog. 2to 3D City-Builder, n apXLTEKTOVIKN TWV AVTOUOLBWY OXESLACTNKE TIPOCEKTLKA
yla va anotpéPel ekdUALOUEVEG cuumepLPOopPEC Kal va TPowBOAoEL TN HaKpompoBeoun
Buwopdtnta.

4.5.1 drdooogia Xxediaopou kat Amotporn Expetdddevong (Reward Hacking)

Ye neplBarovta mpooopoiwong Slaxeiplong mopwy, N APESN KoL oUVEXNG emBpdafeuvon
(Dense Rewards) ouxva odnyel o anpoBAenteg ouvEmEeLeC. EAV TO cUoTnUa Ttapeixe BTk
avtapolpr kabs dopd mou o mpaktopag katackelale €va ktiplo, To Neupwviko Aiktuo
evOEXETAL va aVEMTUCOE UTIORBEATIOTEG TTOALTIKEG (sub-optimal policies), yvwotég wg Reward
Hacking. Na mapddeypa, Ba pnopouvoe va pabet va xtiletl kot va katedadilel ocuvexwg to
1610 $6NnVo ktiplo (6nwe to House) AmoOKAELOTIKA yLO TN CUYKEVTPWON TIOVIWVY, OyVOWVTAC
AN pw¢ TN dltaxeiplon tng tpodng f Tou vepou.

Mna tv amnoduyn autol tou dalvouévou, n mapovoa UAomoinon Baociletal oe éva
UBPLOLKS povTéo:

1. Mwpn Apvntikn Evioxuon (Penalty) yla tnv amnotpornr mapavouwy f KAToxpnoTKwyY

EVEPYELWV KATA TN SLApKELA TOU YUPOU.

2. Apawi TeAwkj Avrapopn (Sparse Terminal Reward) oto téAog tou emelcodiou, n

omola afloAoyel tn cuvoALKn oTpatnykn emBiwonc.
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4.5.2 Apvntixny Evioxuon xav «Avdowon Bpoxou» (Loop Rescue Mechanism)

Kata ta apyikd otadia tng eknaidbsvong (Exploration Phase), o mpdaktopag SokUAleL TUXALES
EVEPYELEC. AUTO petadpaletal oe XALAOeC AKupeg Tpoomdbeleg SOUNong OmMweg n
TomoB£Tnon KTplwv 0To VEPO N N TPOOTIABEL KATAOKEUNC XWPLg EMapkEg kedAAalo.

H avilpetwnion outwv  Twv  OPOAUATWY  TPOYUOTOTIOLE(TAL 0T ouvdApTnon
OnActionReceived tou CityBuilderAgent. Eav n péBodog emwlpwong TryBuildFromAl
eruotpéYel false, to ocloTNUA EKTEAEL TOV TAPAKATW KWELKAL:

if (actionType = @)
{
success = gridManager.TryBuildFromAI(x, z, buildTypeIndex];
if (!success)

i

AddReward(-8.81Ff);

gridManager. EndTurn();
}
]
else if (actionType = 1)
{
gridManager . EndTurn();

}

H avaBeon tng mowng AddReward(-0.01f) 816d0kel 0TO HOVTEAD Vo Ao EVYEL TIG OTIATAAEC
evepyelwv. QOTOCO, N TILO KPLOLUN OPXLTEKTOVLIKN ETUAOYN €lval N TAUTOXPOVN, OVAYKAOTLKA
kArion tng gridManager.EndTurn(). Autr n evtoAn Asltoupyel wg évag MnXoviopog Aldowaong
Bpoxou (Loop Rescue). Xwpic autrlv, €av o mpaktopa¢ &ev O1€Bete xpruata, Oa
eykAwpBLotav o€ pla amnelpn Aoumna: Ba emxelpovoe Eava Kot Eava va XTioeL oto 8Lo kapé
(frame) t™g unxavng, mpokaAwvtag unepdopTwon HVAUNG Kal katappeuon (crash) tou
Python backend. Oénywvtag tov Blata otov emMopevo yupo, to clotnua Stacdalilel tnv
QTPOCKOTITN CUVEXLON TNG ekTtaibeuong.

4.5.3 Apain) AvtapoiBn kar Makpoolkovouikn ZuoxXetion

O anmwTtePOg 0TOXOC TOU MPAKTopa €ival n Snuwoupyia plag akupdlovoag moAng. MNa va
aflohoynBel auto, to cvotnua amodidel Babuoloyia pOVO TN OTLYUN TOU TEPUATLOMOU
(IsGameOver()). H teAikny avtapolfn dev eival évag avbaipetog aplOuog, aAAd tauTileTal pe
TOV TEALKO TMANBUGUO:

if (gridManager.IsGameOver())
{
SetReward(gridManager . population);

EndEpisode(]);

}

H emloyn tou mMAnBucopoL (population) w¢ cuvaptnon oTOXoU ATOTEAEL HLa EEALPETIKA
koury Abon Reward Shaping. MNa va emtuxel upnAd okop (m.x. 100), To Al mpémel va
Katavonoel Babld tig e€apTtrRoEL TOU CUOTAUATOG: Ta Houses aufdvouv Tn xwpnTikotnta,
oAAQ katavoAwvouv vepo Kot ¢aynto. Av to Al xticeL povo Houses, oL kdtolkol Ba
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Alpoktoviioouv Kat o mAnBuoudg Ba katappevoel (AOyw TG Towvng population -= 5 otnv
EndTurn).

E€loou onuavtikn eivat n Staclvdeon pe tn xpeokormia. Onwe avaAudnke oto Kedpalalo
4.4.3, eav ta xpnuata yivouv apvntika (money < 0), o GridManager pundevilel pnta tov
TANBuouO (population = 0) mpLv TeppaATiosL TO aLXVvidL. Q¢ dpeco anotéAeoua, n SetReward
Stapalel tnv Tun 0, THWPWVTAC CLWTNPEA AAAA amOAuTa T XPEOKOTIA KOl avayKal{ovtog To
HovtéLo va efloopporel Ta €€06a Tou.

4.5.4 Avaxeipron Xxnvng kar BeAtiotonoinon Exnaideuong (Episode Reset)

Kata tn Oudpkela Ttou training, €va emelcddlo Slapkel Alya SeutepOAemta Kot
enavoAappavetat XIAAdeg dopég. H ypriyopn Kal amodotik ekkabdapLon T Kvnung sival
ermuBePAnuévn. Otav kaAeital n OnEpisodeBegin, To cloTnua avaBEtel Tnv avadounon otn
HEBobdo RestartGameForML() tou GridManager.

OnEpisodeBegin()

if (trainingMode)

{
}

gridManager.RestartGameForML(];

AVo evépyeleg kabopilouv TN entuyia autng tng daong:

1. Emutdayxuvon Xpovou: O xpovog tng pnxavng moAAamAaotaletal (Time.timeScale =
20f), emutpémnovtag oto eptBarlov va apayel XIAAdeg mapatnproelg (observations)
ava Aemto xwpic kaBuoTtepnoEeLg ypadLKwy.

RestartGameForML()
{

Time.timeScale = 28;

money = 188;
population = 8;
+food = B8;

water = @;
welfare = 58;
currentTurn = 1;
isGamelver =

foreach (Transform child in transform)

{
I

Destroy(child.gameObject);

GenerateGrid(];

UpdateUI(];

if (winTextObject I= ) winTextObject.SetActive( J;
if (loseTextObject I= ) loseTextObject.SetActive( ):

2. Anotponn Awapponi¢ MvAung (Memory Leak Guard): Mpw mapaxBei to véo mMAéyua,
To ovotnua O&latpéxel Suvaulkd to Oévipo lepapxiag tou GridManager kat
Kataotpédel cuoTnUaTIKA Ta aALd keAld (Destroy(child.gameObject)). Auti n pnti
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Slaxeiplon amotpémel TN cucowpeuon XIAASdwV "vekpwv" 3D MOVTEAWV OTN KVAUN
RAM, n omnola Stadopetika Ba mpokalovoe katappeuon (freeze) Tou Unity Editor.
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4.5.5 H Pony Extédeong tng Exmaidevong (Training Pipeline) kav Emkowvaovia
ZUoTnPIATOV

H eknaibeuon Tou MpAKTopa SEV MPAYLATOTIOLETOL EYYEVWE EVTOC TOU KwdLka Tng CH, aAad
QUITALLTEL TNV TAUTOXPOVN EKTEAEDN EVOC e€wTePLKOU TepLBAAAovtog Python mou ¢lofevel Tn
BLBAL0BN KN PyTorch [8]. H Stadikacia ekkiveltal péow tnG Slemadng ypappng evioAwv (CLI)
HE TNV evioAn mlagents-learn, otnv omola MePVLIETAL WG OPLOUOA TO APXELO UTEPTIOPAUETPWV
(YAML config file).

MOALG n evtoAn ekteleotel, To ocuotnua ML-Agents avolyel pia BUpa emikowvwviog (socket)
Kall aVapEVEL TN ouvdeon TG unxavng Unity. Otav o xpriotng matroeL To MANKTPO €KKivnoNng
(Play) otov Unity Editor, ¢ekiva o KUkAog Exmaidevong (Training Loop), o omoiog akoAouBetl
Ta €€NC auoTNPA Brpata ava Kapé:

1. ZuMAAoyn (Collection): H péBodog CollectObservations Stafalel ta dedopéva tou
TIAEYLOTOG KOl TAL TTOYKOO LA artoBépaTta.

2. AwBifaon (Transmission): Ta O6edopéva oelplomololvTal Kal amooTéANovTal
TaxuTata HEow Tou pwtokOAAou gRPC oto backend tng Python.

3. YmoAoyiopog (Computation): To Neupwvikd Aiktuo (PyTorch) ekteAel tTnv MOALTIKN
tou (Actor) kat emiotpédel pla dpaon. Tauvtoxpova, to diktuo aflohoynong (Critic)
umoAoyilel To odpaipa pe Baon Tig avtapolBEC katl avavewvel Ta Bapn tou (Weights).

4. EktéAeon (Execution): H Unity Aappadvel tnv evtoAn otn péBodo OnActionReceived,
HETAPBAAAEL TOV TPLOSLACTATO KOGUO KOl 0 KUKAOC eEmavaAapBavetal.

Ma tv amotpor TaAavIiwoewv otnv ekpuabnon (oscillation), opilotnke €vag onuovtika
Heyalog ouvteAeotn¢ anooBeong (Discount Factor) gamma = 0.99. H paBnuatikn auth
emloyn e€avaykalel Tov mpaktopa va Sivel tepaotia faputnta otn LEAAOVTIKN eMLBiwon TNG
TLOANG EVOVTL TNG APEONG OVTAUOLPBAG, KATL AMOAUTWCE avaykaio og éva atyvidl oTpatnyLkng
TIOU QTALTEL MpoypapUaTIONO (planning) yia tTnv anogpuyr peAAovtikoU ALlpou.

4.5.6 Ilapayeyn Movtedou (Inference) kav n Aevtoupyia tou "Advisor”

H Stadikaoia ekmaidevong teppatiletal otav to Hoviédo ¢tdoel To KabBoplopévo Oplo
Bnuatwv (max_steps = 500000). To TEAKKO TMPOIOV OQUTAG TNG EEALPETIKA OTTOLTNTIKAC
umtoAoyLloTikn¢ Stadikaoiag sival éva ekmaldeupévo poviedo Texvntng Nonpoouvng oe
nopdn .onnx (Open Neural Network Exchange). Auto To apxelo meplEXeL MayWUEVA Ta
BéAtiota "Bapn" Twv veupwvwy ou avakaAuPe o alyoplBuog PPO.

To apxeio .onnx slwoayetal ancubeiog ota assets tou malyvidloU Kal CUVOEETAL PE TO
Component tou CityBuilderAgent. Katd tn Sldpkelo Tou KavovikoU mayvidiou (6tav n
puetapAntn trainingMode sivat Peudng), to Neupwviko Aiktuo petafaivel os katdotaon
e€aywyng cupnepaocpatwy (Inference Mode).

AuTh n apxLtektovikn aAayn sival BepeAlwdnc yla to oxedlaopo tou matyvidiol. Otav o
maiktng avtuetwrnilet SuokoAleg kot matdel to koupmi tou "Advisor" oto ypadlko
neplBarlov, To ocuvotnua O8ev OVOTPEXEL OE KATOLO TAAQLOTEPN, TPOYPUUUATIOMEVN
OPXLTEKTOVLKN Kavovwy (omwc €va Utility Al i VIETEPULVLOTIKOUC EUPLOTIKOUG aAyopiBuoug).
AvtiBeta, To MANKTPO KOAEL AUECA TO EKMALOEUUEVO HOVTEAO .ONNX VOl EKTEAECEL £va
"mépaopa” (forward pass) ota tpéxovta Oedopéva tng moAng. To OSiktuo afloloyel
OOTPOTILOLO. TOV XWPO KoL ETUOTPEPEL TNV UTOSELEN TOU, ETULTUYXAVOVTIACG TNV OMOAR Kal
aglomiotn Zuvepyacio AvBpwrou-Mpdaktopa 0To TEAKO AOYLOMLKO.
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KE®AAAIO 5: OIITIKH ITAPOYXIAXH KAI

EI'XEIPIAIO XPHXHY (USER MANUAL)

Ma tnv MANPECTEPN KATAVONON TNG QAPXLTEKTOVIKIG TOU CUOCTAUOTOC KAl TNG PONG TOu
nayvidlol, oto mopoév kedAAalo TapaTiOevTaL OTIYULOTUTIA OO TO TEALKO TOPASOTED
AOYLOUIKO, ouvoSeuopeva amd avaluon TG AELTOUPYLKOTNTAC TOUG Kol TwV PBaocilkwv

UNXovIopwv aAAnAemtidpaong.

5.1 Apxiko Mevou kat Zuotnpa OpaAng 'Evtagng (Onboarding)

City Builder

Pop: 0|
Food: 100 |
Water: 100 |
Money: 100 |

Welfare:

50%

Ewkova 5.1: H kevtpikn odovn tou rauyvidiou (Main Menu).

KerwatipBee Anuopye!
Ixonde oo sival va @rioes oug 100 karolkous,

calculating...

.»suégéstlon:

SMART VIEW

S’ he
A

Ewkova 5.2: 09dvn ano to cvotnua ekuadnong (Tutorial), n ormoia eényei Touc otkovouLkoUg

OUCXETIOUOUG.

H Ewova 5.1 mapouaotalel tnv apxikr Slemadn Tou CUCTHUATOG, N OTola TTAPEXEL TIG PACLKES
€TAOYEC TTAOAYNONG: €KKivnon Tng Mpooopoiwong, mopapetponoinon rfxou/obdévng kot
npooBacn oto cloTnua ekuadnong. H petafaon oto Tutorial (Ewova 5.2) petadépet tov
Tailktn o€ éva eAeyxopevo TepBAALOV, OTIOU N por) TOU XPOVOU £XEL avaoTalel. Méow pLag
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OELpAG SLASOXIKWY UNVUMATWY, €nyeital Le cadnVeLD O XELPLOUOG TNG KAUEPAC, O TPOTOG
dounong, Kabwg Kol ol POKPOOLKOVOULKOL KAVOVEG Tou cuothiuatog, Staopaiilovtag tnv
anoduyn yVwoTlkAg untepdpoptwong (cognitive overload) Tou xpriotn mpwv anod tv évapén
TOU KQVOVLKOU TtaXvLdLou.

5.2 Avertagn Xpnotn (UI) kar Makpooikovopikr Avaxeipion

Pop: 0|
Food: 100 |
Water: 100 |
Money: 100 |
Welfare:
50%

HOUSE. 10%

MARKET: 20$ ; oo d oy
4 N A

Ewkova 5.3: To neptBaAdov npooouoiwong (Grid) kat n kevtpikn diemapn (HUD).

Ztnv Ewkova 5.3 amoTtunmwyveTal 0 TUPHAVaC TG TPOCOUOLwaNG. 2TO ApLOTEPO TUNHA SE0TIOLEL
o Tivakag eAéyxou Twv Baotkwyv mopwv (MAnBucuog, Tpodn, Nepo, Xpruata, Eunuepia), ot
omolol amoTeAoUV TIG KUPLEC UETABANTEC KATAOTACNC TOU HABNUATIKOU pHOVTEAOU. AKPLBWG
oo KAatw, mapotiBevral ta Slabéolpa KTpLO TPOG KATOOKEUN OUVOSEUOUEVA QMO TO
amattoupevo kedpaiato. 2tn Se€ld MAeUpA, 0 MAIKTNG EAEYXEL TN PON TOU XPOVOU PECW TOU
mAnktpou «Next Turn», evw Stabétel dpeon npodoPaocn oto ocvotnua unodeifewv «SMART
VIEW».

5.3 Otk Avatpopobotnon kat Xtoxaotika I'eyovota

Pop: 20 |
Food: 68 |
Water: 68 |
Money: 112 |
Welfare:
35%

{OSPITAL: 1008

Ewkova 5.4: Xwpikn avatpopodotnon ecodwv (Floating Texts) kat evepyomoinon tuyxaiou
apvnTikou yeyovotoc (Emibnuia).
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Mua BepeAwdng apxn tng aAAnAenidpaong AvBpwrmou-YrmoAoylotr (HCI) elvatl n apeon
avatpododotnon (feedback loops). Onwg Stakpivetat otnv Ewkdva 5.4, katd tn petapoon
OTOV EMOMUEVO YUPO, TO oLOTNUA UTOAOYIleL TNV mapaywyn Kot epdavilel alwpoupeva
unvopota (. «+28» PE MPACWVO XPWHA) TAVW amo TIC KATOLKieg, TAnpodopwvTag Tov
TLalkTn yLa TV akpLBn olkovouLKn ouvelodopd tng kabe doung. MapaAAnAa, otnv iSla elkova
TIAPOUCLAZETAL N OTOXAOTIKN HUGH TOU TtALXVLOLOU: €va SUVOULKO yeyovoc («EMIAHMIA») €xel
HOALG evepyormolnBel oto katw &gl uépog TG 066vNG, MPOKAAWVTAG TNV AUECNH TTWON TOU
deiktn sunpepiag (Welfare) oto 35%, avaykalovtag Tov maiktn va pocappocEL AECA TN
oTPATNYLKA TOU.

5.4 Aevtoupyla tou Al Advisor (Zuvepyaoia AvBpwmou-IIpdaxtopa)

Pop: 0|
Food: 100 |
Water: 100 |
Money: 100 |
Welfare:
50%

HOUSE: 10%
r e

MARKET: 203 4 e

FARM: 508 |

L:1008
0S
Sl

Ewova 5.5: O eknaidevuévoc mpaktopag (ML-Agent) umobetkvUel ywpika tn BEATIOTN
EVEPYELA OTO MAEyUQ.

H Ewova 5.5 avadelkvUEeL TV TEXVOAOYLKNA KalvoTopia tou £pyou. O xpriotng €xeL {NTHOEL TN
ouvépoun tng Texvntng Nonuoouvnc. To ekmatdeupévo NeupwviIKo AIKTUO €xeL OAOKANPWOEL
TNV avaAuon Tou TMAEyHATog Kol €xel emAé€el tn BEATIoTn evépyela Sopnong. lMNa va
ETUKOLVWVHOEL TNV amodaon Tou, To CUCTNUO XPWHATI(EL TO TIPOTELVOUEVO KEAL PE €VTOVO
Xpwua (magenta), kaBoSnywvtag Tov MAIKTN Pe anoAutn XxwpLkn akpipfela. Tauvtdxpova, n
Slemadn avavewvetal kataypadovtag pnta tnv evtoAn («Mpdtaon Al: Xtioe House otn B€on
(9, 6)»), emtuyxavovtag TNV OIPOCKONTN EMKOWVWVIO 0To TMAALO0 TG Zuvepyaoiog
AvBpwnou-Mpdktopa (Human-Agent Teaming).
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5.5 Teppatiopog Ipooopoiwong kav TeAikr A§woAoynon

Pop: 57 |
Food: 197 |
Water: 143 |
Money: 189 |

Welfare:

100%

HOUSE: 108

WATER: 805 |

Ewdva 5.6: O90vn tepuatiouov ¢ mpooouoiwaonc kat tpoBoAn tou TeAikoU okop.

Ztnv Elkdva 5.6 mapouolaletal n TEALKN) KATAOTOON TOU TaLXVISLoU KOTA TNV OAOKANPWGN TNG
npooopoiwong. Me tn Anén Twv dlabéoiuwy yupwy, n AOYLKA TOU GUOTAHOTOC OTAUATA TNV
€€EALEN TOU KOOMOU Kal TIPOBAAAEL KEVTPLKA TO TEALKO oKop («Score: 57»). Onwg Sdtakpivetat
OTOV TIivako EAEYXOU TIAVW APLOTEPQ, TO TEALKO OKOP TAUTI(ETAL AMOAUTA E TOV CUVOALKO
TANBUOUO NG TOANG. 2TO CUYKEKPLUEVO ETUTUXEC OEVAPLO, OTTOTUTIWVETOL UL EEQLPETIKNA
HLOKPOOLKOVOULKH LooppoTtia: Ta anoBepata vepol Kal Tpodng eival mAeovaouatika (143 kat
197 avtiotowa), To kepdAato sival Bstikd (189S), katL o Ssiktng sunuepiag €xst ayyifel to
100%. AuTO TO OTLYpLOTUTIO eTUBePBatwvel TNV 0pOn AsLToupyla Tou HABNUATIKOU HOVTEAOU
Tou TayVvISloU Kot OAOKANPWVEL Tov KUKAO aAAnAenidpaong tou maiktn pe to Yndlako
nieptBailov.
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KE®AAAIO 6 Xupnepaopata

6.1 Ilevpapatikn Avabikaoia xav Yepmapapetpor Exmaibeuong

H teAwkn afloAdynon tou cuotiuatog Zuvepyaciag AvBpwrnou-Npaktopa (Human-Agent
Teaming) mpaypatomolibnke HEOW HLOG €KTEVOUC OELPAG TIPOCOUOLWOEWV EVIOG TNG
unxovng Unity, alomowwvtag to makéto ML-Agents. ITOX0C TOU TMEWPAUATOG HATAV va
StamiotwOel eav o mpaktopag (CityBuilderAgent) pumopel va pabel autdévoua TG LOOPPOTILES
NG MLKPOOLKOVOULOG TOu Ttatyvidlol Kol va AELTOUPYNOEL WG ATOTEAECUATIKOC cUUPBOUAOG

dounong.

MNa t oulloyn emopKoUC OPLOPOU EUMELPLWV XWPLG TEPAOCTIO XPOVIKO KOOTOC, TO
neplBaArlov ekmaibeuong puBUIOTNKE va €KTEAELTAL OE ETUTOXUMEVO XpOvo. Méow NG
ouvaptnon¢ RestartGameForML(), o xpovo¢ NG pnxavng TOANATTAOCLAOTNKE
(Time.timeScale = 20f), evw evowpatwbdnke pnxaviopog (rendering guard) mou
OTIEVEPYOTIOLOUCOE TNV OMTIKN Ttapaywyn Kewwévwy (floating texts) étav n mpooopoiwaon
£Tpexe og LPNAEC TAXUTNTEG.

H exnaibevon Baoiotnke otov alyoplBuo Proximal Policy Optimization (PPO). To apxeio
puBuicewv (YAML) mapapetpornow)Bnke ebka ywa t Swakpity (turn-based) ¢uvon tou
npoPAfpatog, we e&ne:

behaviors:

CityBuilder:
trainer_type: ppo
hyperparameters:

batch_size: 128
buffer_size: 2848
learning_rate: 3.8e-4
beta: 5.8e-4
epsilon: 8.2
lambd: ©.99
num_epoch: 3
learning rate schedule: linear
network settings:
normalize: false
hidden units: 256
num_layers: 3
reward signals:
extrinsic:
gamma: @.99
strength: 1.8
max_steps: 5S00oea
time_horizon: 128
summary_freq: 18808
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e Batch Size (128) & Buffer Size (2048): Mwp£EG TIHEG, LOAVIKEG VLA CUXVH AVOVEWGON
Bapwv ot meplBarlovta nou e€eAicoovtal e yUPOUG.

e Learning Rate (3.0e -4): ItaBepog pubuOG padnong pe ypoppkn peiwon (linear
schedule) yla Tnv amotpornr) TaAAVIWOEWY KATA TN GUYKALON.

e Max Steps (500.000): O péylotog aplOudg uoAoyLloTKWY Bnpdtwy (dpdcewv) ou
KplOnkKe emMapKng yla tnv eVpecn TG BEATLOTNG MOALTIKNG 0 €va TAEypa 10*10.

6.2 AvaAuvon Anotedeopdatov Exnaidevong (TensorBoard)

H nopakoAouBnon ¢ OSwadkaciog pabnong Ttou  Neupwvikou  AktUou
Tipaypotonolfnke péow tou epyaleiou omtikomoinong TensorBoard. H avaAuon twv
TIAPAKATW HETPLKWV ETURERALWVEL TNV ETULTUXN EKAiSEUON TOU TPAKTOPA.

6.2.1 E&eAgn Zuvolikng AvrapoBng (Cumulative Reward)

To ypadnua TNG cUVOALKNG aviauolBng anoteAel tov o apeco deiktn anddoong. Zta
apxka BrApata tng eknaidbevong (Paon E€epevvnong - Exploration), To Neupwvikd Aiktuo
AapBavel tuxaieg anodadaoels. Mapatnpeital 6t To Cumulative Reward Siatnpouvtav oe
XOUNAQ | Kal apvnTka emimeda. AutO SLKaLOAOYE(TAL OO TO YEYOVOG OTL O TIPAKTOPAS
Sdamavouoe ta XpNUATA ToU Xwpig oxedlaoud, odnywvtag TNV MOAN og Xpeokomnia (n omoia
uNdévile texvntd tov MANBuoUO Kol apa To TeEAKO reward), 1 €MIXELPOUOE TIOPAVOUES
KL oeLg AapBavovtag apvntikr evioxvon (-0.01).

Environment/Cumulative Reward [-] IT

S0k 100k 150k 190000

Run + Smoothed Value Step Relative
@ CityBuilder 28,3202 28,2169 190.000 47.59 min

Me tnv napodo Twv BnuATwy, N KAUTTUAN apouclalel otabepn avodikr TAon Kal TEALKA
ouyYkAivel. H oUykAlon amodelkvUeLl OTL 0 mpaktopag €uabe tov BepeAlwdn kavova tou
OUOTAMATOG: N avénaon tou MANBUGOU TPOUTIOBETEL TNV TAUTOXPOVN KATAOKEUN KATOLKLWY
(Yl av€non xwpntikotntag) kat umtodopwv udpodotnonc/aitiong (WaterPlant, Farm) yla tnv
QUTTOTPOTII) TOU ALpoU.
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6.2.2 Avdapkela Enewoodiou (Episode Length)

21O TAPOV AOYLOWLKO, TO PEYLOTO 0pLo {wNG VOG alxvidlol opilotnke otoug 20 yupoug
(maxTurns = 20). Zta mpwipa otadla tng eknaidsuong, n Slapkela Twv enelcodiwv ATav
ONUOVTIKA WULKPOTEPN OO TO HEYLOTO Oplo. O TMPAKTOPOG OUTOKTOVOUOE OLKOVOULKA
ETUYELPWVTOCG TIOVAKPLBEC KATAOKEUEG XWPLG emapkn £€ooda, teppatilovtag To matyvibt
npowpa Adyw TnG ouvbnkng money < 0. Onwg daivetal oto ypadpnua, n SldpKela Tou
eneloodiov auv€fnbnke TmpPoodeuTikA Kal otabepomolu}Bnke OTNV  AVWTOTN TN,
ermuPBefatwvovtag OtL To HOVTEAD £paBe va eAEyXEL TN UAKPOTPOBECUN PEVCTOTNTA TWV
opwWvV Tou.

S0k 100k 150k 190000

Run + Smoothed  Value  Step Relative
@ CityBuilder 29,739 30,1308 190.000 47.59 min

6.2.3 XpaApata IToAvtikng kav AStag (Policy Loss & Value Loss)

Ta ouykekpluéva ypadnuata avikatontpilouv tn pabnuatiky otabepdtnta Tou
aAyopiBuou PPO. To Value Loss anotunwvel TtV apxLkri SuokoAia tou Siktuou va ipoPAEPeL
owotad TNV afla tn¢ kabe katdaotaong (E€lowon Bellman). KaBwg to Al avakdAutte vEoug
TPOMOUG avVATTUENG TNG TTOANG, TO oPAApa auTo mapouciale SLAKUPAVOELG, LEXPL va ap)loel
va pelwvetal. To Policy Loss, To omoio umtodnAwvel To péyebog Twv aAAaywyv oTn oTPATNYLKA
Tou mpadktopa, Slatnpndnke oe xapnAd emnimeda, amodelkviovtog OTL O UNXAVIOUOG
"Clipping" Aettolpynoe, anotpemnovtag tnv kataotpodikr Anon (Catastrophic Forgetting).
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Losses/Value Loss

Losses/Policy Loss

Run * Smoothed Value Step  Relative Run + Smoothed  Value  Step  Relative
@ CityBuilder 0,0746 0075  190.000 47.59 min @ CityBuilder 43,9879 42,5647 190.000 47.59 min

6.3 IIporAnoeig xav Texvikeg EmtAvong
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H uAormoinon Tou CUCTAUATOC CUVOSEUTNKE ATIO KPLOLUEG TEXVLKEG TIPOKANOELG:

1.

Awapponl MvAung (Memory Leaks): H ouvexng kat tayxltatn ekkivnon VEwv
eneloobiwv apnve ekatovradeg 3D avrikeipeva otn pviun (RAM), odnywvtag os
Katdappeuon (crash) tou mpoypappatog. To mpoBAnua AUBNKe pe TN dnuloupyia pLag
Blaing poutivag ekkaBaplong (Garbage Collection) otnv OnEpisodeBegin, n omoia
SlatpExel SuvapLka To SEVTPO Lepapxiag Ko KATOOTPEPEL pNTA OAa T MOAOLA KEALA
nipwv SnuoupynBel o véog xaptne.

OnEpisodeBegin()

if (trainingMode)

{
}

gridManager.RestartGameForML(];

EykAwBLopog oe Anelpoug Bpoxoug (Infinite Loops): H amoucia xpdvou avapuovig
(cooldowns) emétpene oto Al va emixelpel va xtioel smavolapfavopeva xwpig
xpnuota péca oto dlo kapé ypadikwv. H Abon (Loop Rescue Mechanism)
nepleAapPave tnv eMBoAn UIKPAG TTOLWVAG KOL TNV autopath, e€avaykaouévn aAlayn
yUpou (gridManager.EndTurn()), Statnpwvtag tn por) Tou Xpovou.

if (actionType = @)
{
success = gridManager. TryBuildFromAT(x, z
if (!success)

i

buildTypeIndex);

AddReward(—8.81f);
gridManager. EndTurn(];

}
ontikny Zupdopnon (Visual Clutter): Kata tnv aAAnAemidpacn tou xpnotn, ta
oavaduopeva Kelpeva KoL T XPWHOTIOHEVA KEALA UTEPDOPTWVAY TNV 000vn. Elonxon
To mpotumo "Asynchronous Cleanup" péow Coroutines, 6mou n diemadn kabapiletal
oautopata peta amno 3 dsutepodenta (Debouncing).



6.4 Meddovtikeg Enextaoeig

H mapoloa mruylakn gpyacio mpoodEpel pla otabepr) apyitektovikn (framework), n

omola emdéxetat MOAATTAWY EMEKTACEWV:

e Avuvaulkd 08wk0 Aiktuo & AAyoplOuot MAonynong: H elcaywyn Spopwv Kal n
Tipocopoiwaon Kivnong auToKvATWY HEow aAyopiBuwv Pathfinding (m.x. aAyoplBuog
A*), 6riou n kukAodopLlakn cupdopnon Ba dpa WG APVNTIKOG TAPAYOVTAG OTOV SELKTN
Eunueplac.

e MoAumpaktopikny Evioxutiky Mabnon (Multi-Agent RL): Evowpdtwon 6eutepou
npaktopa Texvntng Nonuoouvn¢ oto blo mAéypa. O Seltepog mpaktopag Oa
umopouoe va dpa elte aviaywviotika (m.x. mailovrag tov poAo tou "Anudapxou
AvtinaAng MNoAng") eite avaotaAtikd (MpokaAwvtag GUOLKEG KATAOTPOPEC).

e ZUotnua Zwvomoinong (Zoning): Metafaon amno tnv AUECH KATAOKEUT KTIplwVv oTOoV
LOKPOOLKOVOULKO KaBoplopd I{wvwv (OWKIoTIKEG, Eumopikég, Blopnxavikég) ota
npotuma tou SimCity, eTutp£novtag otov MANBuouo va XTilel pévog tou e Baon tnv
afio TN yne (Land Value).

6.5 TeAiko Xupmepaopa

H mapouoa mrtuxlokn epyaocia KaTtadelkVUEL EMITUXWE TOV TPOTMO HE TOV OMoio o
Avtikelpevootpadng Mpoypappatiopog (O0OP) kat o 2xedtaouoc Mayvidiwv (Game Design)
Umopouv va dlaouvdéeBolv opaAd pe texvoloyieg Babiag Evioyutikng Mabnong (Deep
Reinforcement Learning). Avamtuxtnke éva mAnpwg Aettoupyiko 3D meptBaAlov Staxeiplong
TIOPWV HE OTOXOAOTIKA YEYOVOTA KL UOTNPOUG LABNUATIKOUG KOVOVEC eMIBiwong.

To A€oV KaLVOTOO OTOLXELD, WOTOOO, eival n epappoyn ¢ Texvntr¢ Nonpoouvng: Avti
1o Al vat Aettoupynosl mapadoolakd wg avTimaAog, eKmaldeVUTNKE WOTE VA KATAVOEL TOV XWPO
Kal va Aettoupyel wg £€umvog oUPBOUAOG, €L0AYOVTAC TOV TALKTN OTO TPOTUTIO TNG
Yuvepyaoiag AvBpwmou-Npaktopa (HAT). H emtuxng oUykAlon tou aAyopiBuou PPO kal n
gupudbun Aesttoupyia tnG Slemadnc amoteAolv oxupn amodelfn twv SuvVATOTATWVY TOU
npoodEpouv Ta ouyxpova epyaleia (Unity ML-Agents) otnv avamtuén esuvduwv
SLadpaoTIKWY CUCTNUATWV.
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    V  𝜋  ( s )


    V  𝜋  ( s ) =   ∑  a  p  (  a |  s )   ∑    s ′ , r  P ( s ′ ,   r | s , a ) [ r + 𝛾   V  𝜋 ( s ′ ) ]


    V  𝜋  ( s )


    𝛴  𝛼


  p  (  a |  s )


    𝛴    s ′ , r


  P ( s ′ ,   r | s , a )


    V  𝜋  ( s ′ )


    O (   c 100 )


      𝛢 ^  t


    r  t  ( 𝜃 )


 


    L  C L I P  ( 𝛩 )


      E ^  t


    r  t  ( 𝜃 )


      𝜋  n e w ( a | s )    𝜋  o l d ( a | s )


      A ^  t


      A ^  t > 0


      A ^  t < 0


  c l i p  (   r  t  ( 𝜃 ) , 1 − 𝜀 , 1 + 𝜀 )


    r  t


    r  t  ( 𝜃 )


    m o n e y  t + 1 =   m o n e y  t +  ( 2 ∗ H o u s e s ) −  ( 5 ∗ F a r m s ) −  ( 5 ∗ W a t e r P l a n t s ) −   C o s t  B u i l d


    f o o d  t + 1 =   f o o d  t +  ( 10 ∗ F a r m s ) −  ( 2 ∗ H o u s e s )


    W a t e r  t + 1 =   W a t e r  t +  ( 10 ∗ W a t e r P l a n t s ) −  ( 2 ∗ H o u s e s )


  p o p =  {     (   w e l f a r e 10 ) + 1   𝛼 𝜈   f o o d > 0   ∧ w a t e r > 0   ∧ p o p < c a p   − 5   𝛼 𝜈   F o o d   ≤ 0   ∨ W a t e r ≤ 0


  P o s X = x ∗ s p a c i n g


  P o s Z = Z ∗ s p a c i n g


  P o s Z = Z ∗ s p a c i n g


  G r o w t h =  (   w e l f a r e 10 ) + 1


  S i z e = 5 + ( W ∗ H ∗ 2 )

