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MpdéAoyog Kal EuxXapIoTieg

H mmapouca dITAwUATIKA €pyacia o0AoKANpwONKe 0TO TTAQICIO TWV TTPOTITUXIAKWY JOU
otoudwv o1o TuRua Egpappoopévng MAnpo@opikng. To BEpa eTAEXBNKE e BAon 1o
TTPOCWTTIKO HOU EVOIAPEPOV YIA TN POMUTTOTIKA KaI T GUYXPOVES UNXAVES AVATITUENG
TTAIXVIBIWY, KABWGS KAl TOV 0TOXO MOU VA PABw TTWGS BewpPNTIKEG EVVOIEG OTTWG 0 EAEYXOG
POUTTOTIKNG Kivnong Kai ol aAyépiBuol PID ptropouv va TTapouciacTouV JE TTIO KATavonTo

Kal d1adpacTIKG TPOTTO.

KaB' 6An tn didpkeia TNG oUuvTagng TN dITTAWUATIKAG HOU £EPYACiag, AVTIMETWTTION TEXVIKEG
Kal BewpnTikéG BUoKOoAieg. H g€oikeiwan pe Tn unxavn maixvidiwv Unreal Engine, o
OXEOI00UOG TOU CUCTANATOG EAEYXOU POUTTOT KAl N KATAVONON TNG AEITOUPYIAG TOU EAEYKTH
PID trapeixav onuavtikéG TTPOKARCEIG, aAAd OAeG BorBnoav oTnV AvATITUEN VEWV YVWOEWV

Kal 0e€loTATWYV. MNMapd TIG TTPOKANCEIG, AUTH) N OTPATNYIKA ATAV KAIVOTOUOG KAl EKTTAIOEUTIKH.

TéNog, Ba nBeAa va euxapioTAow TNV eIRAETTOUCO KABNYATPIA OU YIA TNV ETTIOTNHUOVIKN
TNG KaBodrynon, TIG TTapATNPROEIS TNG KAl TN ouvexn BoABEId TNG OTNV TTPOETOINATIA TNG
OITTAWMATIKAG Jou epyaaiag. O1 TTPoTACEIS Kal Ta OXOAEIA TNG BEATIWOAV ONUAVTIKA TNV

TToIOTNTA KAl TNV OpYAvwaon TNG MEAETNG.



NEPINHWH

H TTapouca SITTAwMATIKA epyaoia €CeTACEl TN Xprion TNG pnxavng traixvidiwy Unreal
Engine wg¢ gpyaAgio TTpooopoiwong Kal EKTTAIOEUONG OTOV TOPEXA TOU POUTTOTIKOU EAEYXOU.
KUpiog oTOX0G TNG £pyaaciag gival va diepeuvnBei Katd TTOC0 £va dIadPAOTIKO TTEPIBAAAOV
TTAIXVIBIOU PTTOPET va CUUPBAAEI TNV KOTAVONON BACIKWY EVVOIWV POUTIOTIKAG, ME EMPAO

oTov £AEyXO0 Kivnong péow eAeykTr) Proportional-Integral-Derivative (PID).

H peBodoloyia TTou akoAoubnonke TrepIAapBavel Tov oXedIOOUO Kal TNV UAOTTOINOT £vOg
€IKOVIKOU popuTtroT yia line following péoa otnv Unreal Engine. To poutroT 0XeSIA0TNKAI JE
€IKOVIKOUG al0ONTAPES YPAUMPNAG, Ol OTTOI0I TIPOCOUOIWONKAV HECW UNXAVICHWY QViXveuong
ouykpouong (line traces), evw o eAeykTig PID uAotroindnke €& oAokAfipou péow OTITIKOU
TTpoypauuaTiopou (Blueprints). MapdAAnAa, avatrtuxOnke pia dIETTAQr XProTn TTou
EMTPETTEI TN OIAOPACTIKI) PUOPION TWV TTAPAMETPWY TOU EAEYKTI) OE TTPAYUATIKO Xpdvo. H
TTEIPAPATIKA agloAdynon TTpayuatotroifonke o€ Tpeig ioTeG line following pe dia@opeTikd

ETTITTEO0 OUOKOAIOG.

Ta eupripata TNG epyaaciag deixvouv OTI n pUBUION TWV TTAPAPETPWY Tou eAeyKTH PID
ETTNPEACEI ONPAVTIKA TN CUUTTEPIPOPA KaI TNV ATTOd0CT TOU POMTIOT, IDIQITEPA O
aTraITNTIKA TTEPIBAANOVTA. AIaTTIOTWONKE OTI OV UTTAPXE! Mia BEATIOTN pUBUIoN yia OAa Ta
oevapia, aAAd o1 N TTOAUTTAOKOTNTA TOU TTEPIBAAANOVTOG aTTaITEI DIOPOPETIKEG TTPOCEYYIOEIG

eAEyXOU.

2UMTTEPAOUATIKA, N epyaoia deixvel 611 n Unreal Engine ptmopei va aglotroinBei wg éva
IO0XUPO EKTTAIOEUTIKO £pYaAEio yia T d1I0ACKAAIQ BACIKWY EVVOIWV POUTTOTIKOU EAEYXOU.
Méow TNG AuEONG OTITIKAG AvaTPOPOdATNONG KAI TOU TTEIPAUATIONOU, EVIOXUETAI N OUVOEQDN

Bewpiag kal TTPAENG, TTPOCPEPOVTAG Eva ACPAAES Kal d1adpaoTIKO TTepIBGAAOV udbnong.

AEGei1g-kA&1014: PopTtroTikOg €Aeyxog, PID eAeykTrg, Unreal Engine, Line following,

ExTTa1deuTIK) pOUTTOTIKY, NpOocopoiwon



ABSTRACT

This thesis examines the use of the Unreal Engine game engine as a simulation and
training tool in the field of robotic control. The main objective of the work is to investigate
whether an interactive game environment can contribute to the understanding of basic
robotics concepts, with emphasis on motion control through a Proportional-Integral—

Derivative (PID) controller.

The methodology followed includes the design and implementation of a virtual robot for
line following within the Unreal Engine. The robot was designed with virtual line sensors,
which were simulated through collision detection mechanisms (line traces), while the PID
controller was implemented entirely through visual programming (Blueprints). At the same
time, a user interface was developed that allows the interactive adjustment of the controller
parameters in real time. The experimental evaluation was carried out on three line

following tracks with different levels of difficulty.

The findings of the work show that the adjustment of the PID controller parameters
significantly affects the behavior and performance of the robot, especially in demanding
environments. It was found that there is no single optimal setting for all scenarios, but that
the complexity of the environment requires different control approaches.

In conclusion, the work shows that Unreal Engine can be used as a powerful educational
tool for teaching basic concepts of robotic control. Through direct visual feedback and
experimentation, the connection between theory and practice is strengthened, offering a

safe and interactive learning environment.

Keywords: Robotic control, PID controller, Unreal Engine, Line following, Educational

robotics, Simulation



KepdAaio 1. Eicaywyn

O Topéag TNG POUTTOTIKN YiveTal OAOEva Kal TTIO ONUAVTIKOG 0Th oUyXpovn TEXVoAoyia Kal
ETTIOTAMN. ME EQAPHUOYEG TTOU KUMAivVOVTal OTTO TO QUTOPATA OXAMOTA KAl TOV BIOUNXAVIKO
QUTOMATIONO MEXP! TNV Uyeia Kal TNV yuxaywyia. To mpopAnua Tou eAéyxou Kivnong
BpiokeTal oTov TTUPAVA TTOAAWV POUTTIOTIKWY CUCTNUATWY, dnAadn TOo TTWG £va POPTIOT
xpnoigotrolei Ta dedopéva aTTd TOUG AIOOBNTAPES Kal Ta PETAPPALEl o€ OoTABEPA Kal aKPIBES
Kivnon. Z& auto To TTPORANPA dia atrd TIG TTIO EUPEWG XPNOIKOTTOIOUPEVEG AUCEIG €ival O

eAeykTAG Proportional-Integral-Derivative Controller (PID).

Mapd TNV eupéwg xpron Tou €xel, 0 eAeykTAG PID utropei va gival dUoKoAo va katavonBei
aTrd TOUG MaBNTEG, €10IKA OTav TTEPIOPICETal O OTATIKA dlaypduuata Kal egiowoelg. H
OUNTTEPIPOPG €vOG eAeykTy PID egival duvapikr) Kal akOpa Kal ol JIKPEG OAAQYEG OTIG
TTOPANETPOUG TOU PTTOPEI va 0dnyAoouv o€ TTOAU dIa@opeTIKA attoTeAéopaTta. MNa 1o Adyo
auTtd, Ta dIadPACTIKA TTEPIBAANOVTA TTPOCOMOIWONG ATTOTEAOUV TTOAUTIUA €pyaAEia yia

TTEIPANATIONO, didackalia kal padnon (Corke, 2017).

O1 unxavég mraixvidiwv O0mmwg n Unreal Engine €xouv duvatotnteg QUOIKAG, OTITIKAG
avaTpo@odOTNoNg/avadpacng Kal aAANAeTTidpaong Pe Tov XpAoTn, KOBICTWVTOG TEG TIG
KATAAANAEG TTAATQOPUES TTPOCOUOIWONG POUTTIOTIKNAG. Evy ouvABwG xpnoigoTroiouvTtal yia
QVATITUEN TTAIXVIOIWY, O WNXAVEC QUTEC UTTOPOUV E€TTIONG va AEITOUPYOOUV Kal WG

EPYOAEIa ATTEIKOVIONG YIA PNXAVIKEG 10EEC KAl OXEDIQ.

2TOXOG QUTAG TNG OITTAWMATIKAG €pyaciag €ival n ulotroinon Kal O OXEQIQOPOG MIa
POUTTOTIKNG TTPOCOMOIWONG TTOU ATTEIKOVICEI TOV EAEYXO POUTTOT BaciOuEVo o€ eAeykTr PID
ME O100paoTIKO TPOTTO. H JITTAWMATIKY €PYyaCia ETTIKEVIPWVETAI O £va POUTIOT TTOU
OKOAOUBEI pIa ypapu o€ pia em@QAvela, dSNPUOPIARS Kal Koivo TTPORBANNA OTNV EKTTAIBEUTIKI)
POUTIOTIKN, KOI EMTPETTEl OTOUG XPNOTEG va Trpooacuolouv dladpaocTikd T PID
TTOPANETPOUG O€ TTPAYMATIKO XPOVO Kal va TTOPATNEOUV TIG ETTITITWOEIS TTOU €XOUV Ol

TIPOCAPUOYEG OTN Kivnon KAl OTN CUPTTEPIPOPA TOU POUTTOT.
O1 aT6x01 auTOU TOU €pyou Eival:

e H 1Tpocopoiwan VO KIVNTOU POUTTIOT PE EIKOVIKOUGC QIOBNTAPES TN UNXavA
Traixvidiou Unreal Engine.
e H oTITIKN TTapOoUCiacn POUTIOT Kal TOV EAEYXO TWV POPTTOTIKWY KIVIOEWV TOU.

e H ulotroinon evég PID gAeykTh yia Tnv TTAORyNnon TOU POUTTOT.



e H duvardtnta puBuiong Twv TTapapETPwYV Tou eAeykTH PID o€ TTpaypatikd Xpovo
Méow evOg user interface.

e H oTITIKN TTapOUCiacn POUTTIOT Kl TOV EAEYXO TWV POPTTOTIKWY KIVIOEWV TOU.

H mTapouca SITTAWUATIKA Epyacia opyavwveTal o€ 7 KEQAAaIQ: 2TO KEQAAQIO 2
TTapoucidleTal To BewpnTIKG UTTORABPO Kal N oXeTIKA BIBAIOypagia, Kal 0To KEQAAaIo 3
TTEPIYPAPETAI N uEBOdOAOYIQ. TNV CUVEXEID, OTO KEQAAAIO 4 avaAusTal n UAOTTOINCN TOU
ouoThpaTog eAéyxou kal Tou eAeykTr PID Tng Unreal Engine, evwy 010 KEQAAQIO 5
TTapouciddovtal n TelpapaTiki dladikacia Kal Ta atmroTeAéopata agloAdynong. TEAoG, oTo
KEQAAQIO 6 culnTouVTal TO ATTOTEAEOUATA, OI TTEPIOPICUOI KAl Ol TTPOTACEIG JEAAOVTIKNG

ETTEKTAONG KAI OTO KEQAAQIO 7 DIATUTTWVOVTAI TA CUPTTEPACHUATA TNG EPYATIAC.



Ke@aAaio 2. OewpnTik OgpeAivon

2KOTTOG auToU Tou Ke@aAaiou gival va TTapoucidoel Tn BewpnTikr) BeueAiwon Kai TRV
BIBAIOYpaA@IK) avaoKOTTNOT TTOU OXETICOVTAI JUE TV AVATITUEN TOU CUCTHPATOG TNG
OITTAWMATIKAG epyaciag. Méoa atrd Tn YeAETN TNG BIBAIOYpa@iag OKOTTOG ival N KATAvOnon
TWV BACIKWY APXWV TNG POMUTTOTIKAG KAl TTWGS QUTEG EVOWUATWVOVTAI OTA EIKOVIKA

TEPIBAAAOVTA TTPOCONOIWONG.

H BiBAIoypa@IKA) avaoKAOTINGN ETTIKEVTPWVETAI OTN POUTTOTIKI) KAI OTIG NXAVEG
TTaIXVvIdIwv(game engines) wg epyaAgia TTpooopoiwong Kal ekTraidsuong. H ouvdeon Twv
game engines JE Tn POMTIOTIKN ETTITPETTEI TN HEAETN KAl KATAVONGN QUOKOAWYV EVVOIWY,
OTTWG 0 eAeykTNG PID, péoa o€ éva eikovikd duvauikd repifaAlov (Corke, 2017, Gregory,
2018).

2.1 'EAeyxo¢ PouTtror péow YTTOAOYIOTIKWY AIETTAQWY

2.1.1 Napadooiakéc MéBodol EAEyxou Poutror

O1 TTapadooiakég uEB0dOI EAEYXOU POUTTOT gival KUPIWG BACIOUEVESG OE TTPOYPAUMATIONEVA
OUCTHAPATA AOYIOUIKOU ] € AUETEG EVTIOAEG aTTO TOV XPAOTN. O TNAEXEIPIOUOGS UE OCUOKEUEG
OTTWG joystick 1 TTANKTPOAGYIO gival évag aTrd Tou TTI0 ATTAOUG TPOTTOUG EAEYXOU POUTTOT,
TTOU ETTITPETTOUV OTOV XPNOTN VO EAEYXEI AUECT TO POPTTOT XWPIG TTOAUTTAOKOUG
aAyopiBuoug (Corke, 2017).

2TQ TTIO TTPOXWPNHEVA POUTTOTIKA CUCTHUATA, 0 EAgyX0G yiveTal péow ROS-based
interfaces(Robot Operating System). Ta ROS-based interfaces emitpémrouv Tnv avamTugn
TTOAUTTAOKWY POUTTOTIKWY CUCTANATWY, KABWS TTPOCPEPOUYV Eva IoXUPS TTAAICIO
ETTIKOIVWVIAG YETAEU aioBnTApwWY Kal aAyopiBuwy eAéyxou. MNapdAo mou Ta ROS-based
interfaces Tpoa@épouv akpifeia kal eueAigia dev gival QIAIKG TTPOG Twv XPAOTN AOyw TNG

yvwaong Tpoypauuatiopou mrou atrairouv (Corke, 2017, Siciliano et al., 2010).

EmmAéov, o1 GUI (Graphical User Interfaces) epapuoy€ég xpnoIpoTTolouvTal ETTIONG EUPEWG
ASYWw TNG €UKOANG XProNG TOUG. ZXEBIAOTNKAV VIO VA OTTAOTTOINCOUV TWV EAEYXO POMUTIOT
TTapExovTag éva TePIBAAAOV TTOU O XPrOTNG UTTOPEI VO TTAPAKOAOUBEI TN GUNTTEPIPOPA TOU
POUTTOT Kal va puBuilel TIG TTapauéTPous AsiIToupyiag Tou. QoTO00, Ol EQPAPUOYEG AUTEC
MTTOPEI va OUOKOAEWOUV TOV XPAOTN VO KATAVOANOEl TNV PEAAIOTIKI] CUUTTEPIPOPA TOV

POUTTOTIKWY CUCTANATWY O€ TTOAUTTAOKEG OUVONKeS eAéyxou (Craig, 2005, Ogata, 2010).



2.1.2 2uyxpoveg AladpaaoTIKEG [1pooeyyioelg

MNa TN BeATiWON TNG EUTTEIPIA TOU XPHOTN UTTAPXOUV Ol OUYXPOVES DIAdPAOTIKES
TTpooeyyioelg, OTTwg Ta game-like interfaces, Ta immersive repiBdAlovTa. Ta game-like
interfaces aglotrolouv Tov OXEDIAOPO TTAIXVIOIWYV YIa TN dnuioupyia dIadPaACTIKWV
TTEPIBAANGVTWY TTOU TTPOCPEPOUV OTO XPAOTN TNV APECT OTITIKA aAANAETTIOpACN UE TO
POUTTOTIKO cuoTna. H xprijon game-like interfaces kai Tapopoiwy TTEPIBAAAOVTWY
OIEUKOAUVOUV TOW XPNROTN VA KATAVONOEl TOV EAEYXO, TNV Kivnon Kal TN CUUTTEPIPOPA TOU
POUTTOT. ETTiONG, Ta immersive TTepIBAAOVTA ETTITPETTOUV OTOV XPOTN VA AAANAOETTIOPA
Kal VO TTOPAKOAOUBEI TO pOPTTOT O€ TTPAYMATIKO XpoOvo péoa o€ Eva 3D €IKovIKO
TePIBAAANOV. H guTTeIpia auTh gival onuavTikr, KaBwg Bondd Tov XprioTn Va KATAvoroEl

KaAUTEPQ TTOAUTTAOKO pOMTTOTIKA cuoTruaTta eAéyxou (Corke, 2017, LaValle, 2020).

AUTEG 01 OUYXPOVEG DIODPACTIKEG TTPOCEYYIOEIG XPNOIUOTTOIOUVTAI EUPEWG VIO TOV EIKOVIKO
EAEYXO POMTTOT, KOBWG EUKOAUVEI TOV TTEIPAUATIOUO dIAPOPWY TTOAUTTAOKWYV aAyopiBuwy i
TOV EAEYXO POMTTOT XWPIG KIVOUVOUG Kal TTEPIOPIOUOUG. H EUKOAN Xpron autwy Twv
TTEPIBAAAOVTWYV KABIOTA TIG OUYXPOVES DIOdPACTIKEG TTPOCEYYIOEIC KATAAANAEG yIa

ekraudeuTikA Xprion (Corke, 2017).

2.2 Game-Based Learning kai Serious Games otn POUTTOTIKNA

2.2.1 Opiopog kal @ewpnTikd YTTOR0Bp0

To Game-Based Learning (Mabnon Baciouévn o€ Traixvidia) avagépetal otn JEBodO TTOU
XPNOIMOTIOIET XOPAKTNPIOTIKA TTaXVvISIWVY yia va Bondnioel otn udénon. H pébodog auTn
TTPOCPEPEI YPUXAYywWYia Kal dIACKEDACT OTOUG XPNOTEG, ME ATTOTEAECHUA OI XPNOTEG va
aoxoAouvTal TTEPICCOTEPO KAl VA AUEAVETAI TO EVOIAQEPOV TOUG yia uabnon. MNa autd 1o
A6yo, 10 Game-Based Learning €ival KatdAANAo yia eKTTaISEUTIKN Xprion, KaBwg Bonbdel
TOUG XPNOTEG VA OTTOKTNOOUV YVWOEIG KAl VO KATavor)oouv TTOAUTTAOKEG évvoieg (Ames, K.
2015).

Ta Serious Games (ZoBapd lMaixvidia) gival n katnyopia TTaixvIiSIWV TTOU TO JaBnoiako
KOMMATI €ival 10 onuavTikd atrd Tn dlackEdaon, aAAd dev TTaUoUV va Tn XPNOIJOTIoIoUV
yla va BonBricouv Toug XpAOTEC va JABouv. ZTo TTAQiCIO TNG POPTIOTIKAG, Ta Serious
Games emMTPETTOUV TNV AVATIAPACTACT TWV QUOIKWY VOUWYV, TTIPOCPEPOVTAG £Va

TEPIBAAAOV OTTOU BonBda 0Tn HABnon TTOAUTTAOKWY aAyopiBuwy (Zyda, M. 2005).



H pdbnaon cival o ammoteAeopaTikry 6tav uttdpxn KivnTpo Kal EVvEPYH CUPUETOXNA
(motivation kar engagement) atrd Toug XproTes. Ta TTaixvidla JTTopouv va KAVOUV Tn
MABnon 1m0 evOlagEPoUTa ETTEIDN £XOUV OTOXOUG KAl AUEDT avaTpo@odoTnarn. O XproTeg
MaBaivouv dokiudlovTag TTPpAyuaTa Kal TTaipvovTag attopdcelg, KAt TTou Toug Bondd va
KATAVOOUV €vVoIEG EUKOAOTEPA. O CUVOUQOUOG EKTTAIBEUTIKWYV OTOXWV KAl XOPAKTNPIOTIKA
TTaIXVIOIWV 0ONYEI 0€ UWPNAOTEPA ETTITTEDA KivNTPOU KAl EVEPYNG OCUMUETOXNG (motivation kai
engagement), Ta otroia UPPBAAAOUV O€ pIa BEATIWUEVN HABNOIOKE EUTTEIPIA, KOBIOTWVTAG

QUTEG TIG TTPOCEYYIOEIG IDIAITEPA KATAAANAEG VIO EQAPUOYEG OTN POUTTOTIKNA.

2.2.2 E@appoyég Serious Games oTtov ‘EAgyxo Poputror

Ta Serious Games gival TTPAYUATIKA XPAOIMA OTAV TTPOKEITAI VIO TOV EAEYXO POMTTOT.
Mtropouv va xpnoipotroinBoulv o€ eKTTAIOEUTIKO aAAG Kal ETTAYYEAPATIKO €TTITTEDO EAEYXOU
POUTTOT. Mia peydAn xprion Twv Serious Games €ival n ekTTaideuon EAEyXou POPTTOT TTOU
ETMTPETTOUV OTOUG XPAOTEG VO KATAVONOOUV TTWG AEITOUPYOUV TA POUTTOT KAl TTWG VA TA
eAéyxouv. To emTUYXAVOUV QUTO dnuIoupywvTag éva TTEPIBAAAOV OTTOU 01 XPHROTEG
MTTOPOUV va £€aoknBoUV Xwpig va avnouxouv Kivouvou. ETTITTAéoV, oI TTPOCOUOIWCEIG
TTPAYUOTIKWY CEVAPIWV ETITPETTOUV TNV aVATTaPAcTAON TTOAUTTAOKWY 1 ETTIKIVOUVWYV
KATOOTACEWYV, TTAPEXOVTAG OTOUG XPAOTEG TN dUvVATOTNTA VA TTEIPAUATIOTOUV Kal va
agloAoyrioouv oTPaTNYIKEG EAEYXOU OE QOPOAAEC Kal EAeyXOuEVO TTEPIBAAAOV (Michael &
Chen, 2006, Zyda, 2005, Corke, 2017).

2.3 Xpnon Game Engines otn POUTTOTIKN
2.3.1 Game Engines w¢ EpyaAcia Npooopoiwong

Ta TeAeuTaia Xpdvia, ol INXAvES TTaIXVIOIWV £XOUV apXioEl va XpNOIKNOTTOIoUVTAl WG
EPYOAEiIa TTPOCOUOIWONG OTN POUTIOTIKA. H atrégacn Tng Xpriong Mia unxavng mraixvioiwyv
f évog TTapadoaiakoU TTPOCouOoIwTH OTTwGS To Gazebo i To Webots cuvhBwcg e¢aptdral
atTd TO TI XPEIAleTal TO ouoTnua. O1 KAAOIKOI TTPOCOUOIWTEG Eival TTOAU KaAOi OTO va
d1a0@AAICOUV TIG AKPIRNS KIVAOEIG, EVW O INXAVES TTAIXVIOIWV €ival KAAUTEPEG OTN YPAPIKA
aTTeIKOVION TOU TTEPIBAAAOVTOC £V TTPOCOMOIWVOUV TTOANOUC a1oONTPES Kail TTEPITTAOKA
ePIBAAAOVTA. ASYWw QUTWYV TWV XAPOAKTNPIOTIKWY, Ol NXAVES TTaIXVIOIWV BewpouvTal
1I010iTEPA KATAAANAEG VIO EKTTAIOEUTIKEG EQAPUOYEG KAl VIO TNV AVATITUEN dI0dPACTIKWY
TIPOCOPOIWOEWY POUTTOTIKNG, OTTOU N APECH avaTpo@oddTNoN Kal N OTITIKA EUTTEIPIA
Traidouv onpavtiké polo (Corke, 2017, LaValle, 2020, Millington & Funge, 2016).



2.3.2 2uykpion AnuogiAwv Game Engines

H emAoyn TNG uNXavig TaixvidIwy gival TTOAU GNUAVTIKH YIO TNV ETTITUXIA JIOG POUTTOTIKAG
TTpooopoiwong. O1 1o dnuo@IAeic unxavég raixvidiwy gival n Unreal Engine, n Unity kai n
Godot. Or ynxavég TraixvIdiwy dev XPNOIUOTIOIOUVTAl JOVO Yia Trn dnuioupyia
BivreoTraixvidiwv. XpnolUoTTolouvTal ETTIONG YIO TTPOCOUOIWOT, EKTTAIOEUON Kal O€ TTOAOUG
dlapopeTikoug Toueic. H Unreal Engine gival TTOAU KaA 0TO va KAVEI TTPOCOUOIWOEIS KAl va
KAvel Ta Tpdyuarta va @aivovtal peaAIoTIKA. AUTO TNV KABIOTA 1I6AVIKA YIA POUTTOTIKEG
TIPOCOPOIWOEIG OTTOU TA AVTIKEIMEVA TTPETTEI VA JOIAJOUV PE TTPAYHATIKA POUTTOT KAl YIA TN

onuioupyia d1adpacTIKWV TTEPIBAAAOVTWY (Pan et al., 2020).

H Unity d1aB£Te1 TTOAAG epyaAgia TTou SIEUKOAUVOUV TNV TTPOCONO0IWON QVTIKEIMEVWY, TNV
aAANAeTTiOpaOn TOU XPOTN ME AUTA Kal TN XPHon aAyopiBuwy eAEyxou Kal TEXVNTAG
vonpoouvng. H Unity xpnoigoTroleite eupéwg 1TeIdr O1a0£TEI TTOAAG epyaAgia Kal
XAPOKTNPIOTIKA TTOU TNV KABIOTOUV €UKOAN 0T XpAon. Mnxavég TTaixvidiwy OTTwe n Unity
BewpouvTal ApKETA XPAOIMES VIO POUTTOTIKN TTPOCOMOIWaoN Kal eKTTAIOEUTIKA Xpron. Téoo n
Unreal Engine 600 kai n Unity €ival KaAEG eTTIAOYEG OTaAV XPEIAZETAI VA TTPOCOUOIWO0UV

POUTTOT yIa TTEIPAPATIONO Kal aAAnAeTTidopaon (Juliani et al., 2018).

TéNOG, pnxavég OTTWG o Godot, av Kal AiyoTepo dI0OEDOUEVEG OTNV £EPEUVA POUTTOTIKAG,
XPNOIUOTTOIOUVTAI KUPIWG O€ EKTTAOEUTIKA TTAQICIO AOYW TWV XAPAKTAPIOTIKWY AVOIXTOU
KWOIKa Kal TNG EVEAIEIAC TTOU TTPOCYEPOUV OTN EKTTAIOEUCN Kal TOV TTEipauaTioud (Sobota
& Pietrikova, 2015).

2.4 Unreal Engine otn PopTtroTikr) kal otov ‘EAgyxo PouTror

2.4.1 XapaktnpioTika 1ng Unreal Engine

H Unreal Engine mpoo@épel eCalpeTIKEG duVATOTATEG ATTOBOONG OE TTPAYUATIKO XPOVO
(real-time rendering) kal evowpaTwvel TTANBWPEA XOPAKTNPIOTIKWY IBIITEPA XPACINWY Yid
EQPAPMOYEG TTPOCOUOIWONG KAl EKTTAIOEUTIKNG POUTTOTIKAG. MEOW TNG ApEONG ATTEIKOVIONG,
kaBioTaTal duvaTh n TTapATAPNON TOU TPOTTOU YE TOV OTTOIO TO POMTTOT KIVEITAI KAl
OAANAETTIOPA UE TO €IKOVIKO TTEPIBAAAOV O€ TTpayuaTiKO XpOvo. AuTo KaBioTé Tnv
TTPOCOPOIWAN IBIAITEPO ATTOTEAECHATIKI VIO EKTTAIOEUTIKOUG OKOTTOUG, KOBWG OIEUKOAUVEI
TNV Katavonon Kal TNV avaAuon Tng CUUTTEPIPOPAS TOU POPTTOT KATA TNV EKTEAECT TWV

evepyelwv Tou. (Pan et al., 2020).



H Unreal Engine d1a6£te1 pia unxav UOIKAG (physics engine) TTou pag eTPETTEN va
BAETTOUPE TTWG KIVOUVTAI KAl avTIOPOUV Ta TTPAYyUATA HETAEU TOUG. H punxavh QUOIKAG Kal O
eAeykTAG PID ouvepyddovTal yia va KAVOUV TIG KIVAOEIG TOU POUTTIOT VA paivovTal
TIPAYUATIKEG. AV TTPOOPICETAI VA AVTIKATAOTAOEI TIPOYPAUPATA TTOU TTPOCOUOIWVOUV
POMTIOT, AAAG €ival OPKETA KAAR yIA EKTTAIOEUTIKA XPron Kal OOKIUAR CUCTNUATWY EAEYXOU
pouTTOT (Sobota & Pietrikova, 2015).

TéNog, n Unreal Engine uttrooTnpicel OTITIKO TTPOYPOUMATIONSO JECW TOU CUCTAHUATOG
Blueprints 600 kai avattuén oe C++. Ta Blueprints putmropouv va xpnoipotroinBouv wpig
EKTETAUEVEG YVWOEIG TIPOYPAUMATIONOU, KABIOTWVTAG TO £pyaAgio TTpooBdoiyo o¢
aApXApPIOUG XPNROTEG, VW N uttooThPIgn C++ TTapéxel TN duvaTdTNTA AVATITUENG TTIO
OUVOETWYV KAl ATTOTEAEOUATIKWY CUCTANATWY OTav atraiteital (Sobota & Pietrikova, 2015,
Epic Games, 2023).

2.4.2 Unreal Engine kai Robotics Frameworks

H ouvdeon petagu tng Unreal Engine kai ROS, €ival TTpaydaTiKd onuavTiK yia GTOPA TTOU
KAVOUV £PEUVA OTN POUTIOTIKN. AUTO HAG ETTITPETTEI VA CUVOEOUNE TTPOCOUOIWOEIG HE
TTPAYHATIKA POUTTOT 1} TIPOCOPOIWKEVA POUTTOTIKG cuaThparta. H Unreal Engine utropei va
emkoivwvnoel ue To ROS Adyw plugins kai BiIBAI0BNKwY TTou Ta BonBouv va £TTIKOIVWVOUV
METAEU TOuG. AuTd onuaivel 6T n Unreal Engine utropei va otéAvel kal va AdauBavel
MNvUuaTta pog kai atré 1o ROS. ‘ETol, 0 aAyopiBuog eAEyxou UTTopEi va eKTeEAEITAl O€ €vav
UTTOAOYIOTH EVW TO POMPTTOT KIVEITAI OTOV EIKOVIKO KOO0 TTou dnuioupyribnke otn Unreal
Engine. Autd onpuaivel 011, 0 aAyOpIBUOG EAEYXOU PTTOPE va EKTEAEITAI O€ £vav UTTOAOYIOTH
EVW TO POMTTIOT KIVEITAI GTOV EIKOVIKO KOGHO TToU dnuioupyei n Unreal Engine (Pan et al.,
2020, Shah, S., et al. 2018).

H Unreal Engine €ivai eTiong xprioiuo yia tn dnuioupyia digital twins (yneiakd diduua). Ta
digital twins €ival cav €IKOVIKA avTiypa@a QUOIKWY POUTTOTIKWY CUCTANATWY TTOU
evnuepwvovTal he dedoPEva O€ TTPAYHATIKO XPOvo. AUTO anuaivel OTI UTTOPOUE Va
TTAPAKOAOUBOUUE TN CUUTTEPIPOPA TOU POPTTOT JECQ ATTO DOKIUEG YIa va OOUNE TTWGS Ba
oupTTEPIPePBEI. Ta digital twins gival TTOAU xprioiua, yia va doKIJAJOUE Kal va
d10pBWVOUNE TA TTPAYUATA TTPIV T XPNOIUOTTIOINCOUUE OTOV TTPAYUATIKO KOouo (Tao et al.,
2018).

H por) dedopévwy (data streaming) atrd TNV TTPOCON0IWON O EEWTEPIKES EQAPUOYEG Eival
ATTAPAITNTN YIa TNV avAAUCN TNG CUUTTEPIPOPAS TwV POPTTOT. H avTaAAayr] dedopévwv



METAEU TNG Unreal Engine Kal TwV EEWTEPIKWY CUCTNUATWY TTPAYUATOTIOIEITAI HEOW
MNXaVIOPWV PorG dedopEvwy, OTTWG live link TTpwToKoAAWYV dIKTUOU Kal middleware
EMKOIVWViag. Méow autwy, dedouéva alodNTHPWY KAl EVTOAEG EAEYXOU POUTTOT UTTOPOUV
vVa AatToOTEANOVTAI O€ TTPAYUATIKO XPOVO, EVIOXUOVTAG TN XpnolpoTtnta tng Unreal Engine
WG epyaAcio TTpooouoiwaong Kal ekTaideuong otn pouTroTikr (Pan et al., 2020, Quigley et
al., 2009).

2.4.3 MNAeovektripaTta kai MNeplopiouoi

H Unreal Engine €xe1 TTOAG TTAEOVEKTUATA GAAD KOI KATTOIOUG TTEPIOPICHOUG. ‘Eva peydho
TTAcovEKTNUA TNG Unreal Engine €ival 011 £X€1 ECAIPETIKA YPAPIKA KOl QUOIKI TTPOCOPOIWaT.
H Unreal Engine d¢cixvel Ta Tpdypata ue peaAIoTIKO TPOTTO Kal Oivel APEDN
avaTpo@odOTNON, N otroia BonBd& Toug XPAOTES VO KATAVOINOOUV TTWG CUMTTEPIPEPETAI TO
POUTTOT. AuTO KaBIOTA TNV Unreal Engine TTOAU KOAR yIa T EKTTAIOEUCN OXETIKA PE TA
POUTTOT Kal yIa O10dPACTIKEG TTPOCOUOIWCEIG JUE TIG OTTOIEG UTTOPOUV VA AAANAETTIOpAcOUV
ol xphoTteg (Pan et al., 2020, Sobota & Pietrikova, 2015).

QoT600, n xprion 1nG Unreal Engine cuvodeleTal Kal aTrd KATTOIOUG TTEPIOPICHOUG. H
TTOAUTTAOKOTNTA TOU TTEPIBAAAOVTOG AVATITUENG UTTOPEI VO ATTOTEAECEI EUTTODIO YIA TOUG
apxapIoug xpnoTegs. ETITTAéoV, o1 UTTOAOYIOTIKEG ATTAITHOEIG KAl O ATTAITAOEIG UNIKOU
MTTOPEI va TTEPIOPICOUV TN XPAOoN TNG 0€ ouoTHPATA XapnAou etmiredou. MNa autdv Tov
A6yo, n Unreal Engine Bswpeital KAaTaAANAN yia eKTTAIOEUTIKA Kal TTEIPAUATIKA TEVAPIQ,
OTTOU O PEAAICHOG Kal N dIadPACTIKOTATA UTTEPIOXUOUV TNG aTTOAUTNG OKPIBEIG

Tpooopoiwong (Pan et al., 2020, LaValle, 2020).

2.5 Maiyvidia kar Gamified MepiBdaAAovTa yia ‘EAeyxo Poutror
2.5.1 Zxed1aouog Maixvidiou yia PouTroTikd "EAgy X0

O1 unxaviopoi (mechanics)tou TTaixvidiou gival auToi TTou KaBopilouv Tov TPOTTO PE TOV
OTT0i0 0 XPNOTNG AAANAETTIOPA PE TO CUOTNPA, OTTWG N PUBMICN TWV TTOPAPETPWY TOU
eAeykTA PID kai n aAAayn Tng TaxutnTag NG Kivnong. AuToi ol gnxaviouoi 8a TTpéTrel va
gival eUKOAOI OTNV XPAHON Kal OTN KATavonaon, WOoTE va PNV EUTTodifouv Tov XproTn va
TTAPAKOAOUBA Ta ATTOTEAETUATA TNG EQAPPOYNG POUTTOTIKOU EAEYXOU Kal TRV aAAayr) TNG
OUNTTEPIPOPAG TOU POUTTOT &TaV AAANACE! TIG TTAPAUETPOUGS. O1 unXaviouoi Tou TTaixvidiou
gival onuavTikoi £1T€1dr BonBouv Tov XproTn va katavornoel To ocuotnua (Millington &
Funge, 2016).



O oxediaouog TTaixvIoIou yia pouTToTIKG £AeyX0 TTEPIAaUBAvEl avaTpo®oddtnon (feedback)
TTOU €ival ONUAVTIKA KaBWG ETITPETTEI GTOV XPOTN VA BAETTEI TO ATTOTEAEOPA TWV
EvepYEIWV Tou. AuTO BonBa Tov XpoTN va KATAVONOEl TTWG AEITOUPYEI TO POUTTOT KAl
MTTOPEN Va &€l dueoa Ta atroTeAéopaTa, otav dlopBwael AdOn 1 aAAAgEl TTaPAPETPOUG OTO

ouoTtnua eAéyxou Tou pouTrdT (Millington & Funge, 2016).

EmmAéov, n otadiakn augnon 1ng duokoAiag (difficulty progression) Bewpeital onuavTikn
yla Tn d1atrpnon Tou evOIa@EPOVTOG Tou XproTrn. Me Tnv augnon Tng SUOKOAIAG 0 XpProTng
MTTOPEI OTABIOKA VO avaTTTUEEl TIG OEEIOTNTEG TOU KAl VO KOTAVONOEI TTIO TTPONYUEVES
EVVOIEG POMPTTOTIKOU EAEYXOU. AUTA N TTPOOEYYION €ival IDIAITEPA ATTOTEAECOUATIKN O€
EKTTAIOEUTIKG TTaIXVidIO KaI Serious games OTTou N JABnon CuvOEETAl AUECT PE TNV

euTTEIPia KAl TOV TrEIpauaTiopd (Zyda, 2005, Ames, K. 2015).

2.5.2 ANnAeTTidpaon Maiktn — Poutror

H aAANAeTTiOpaON TTAIKTN—POUTIOT ATTOTEAEI KPIOIUO OTOIXEIO OTOV OXEDIAOUO TTAIXVIOIWYV
TTOU OXETICOVTAI PUE TOV POMTTOTIKO EAgyX0. MNa Tnv €TiTEUEA TNG, Eival atTapaitnTo va
KatavonOei o TPOTTOG YE TOV OTTOIO OI EVEPYEIEG TOU TTAIKTN JETATPETTOVTAI O€ EVTOAEG
KATavonTéG atrd To POUTTOT. H xapToypdgnon (mapping) Twv EVEPYEIWV TTPETTEI va gival
atrAf Kal d1a100ONTIKY, ETITPETTOVTAG GTOV XPNOTN VA avTIAGUBAVETAI APECA TTWG Ol
EVEPYEIEG TOU €TTNPEACOUV TN AEITOUPYIQ TOU CUCTAUATOG. 2TNV TTAPOUCa JITTAWMATIKI)
EQPYOOIia, N XapToypaPnon EVEPYEIWY APOPA TOV EAEYXO TWV TTAPANETPWY Tou eAeyKTA PID,
divovTtag Tn duvaTOTNTA OTOV TTAIKTN VA ETTNPEACEI SUVANIKA KAl O€ TTPAYUATIKO XPOVO TN

oupTTEPIPOPG Tou pouTrdT (Millington & Funge, 2016).

H amdékpion o€ TTpayuaTIKO XpOvo PETALU TG dpACNG TOU TTAiKTN KAl TNG OTITIKAG
avaTTapAaocTaong TNG Kivnong Tou POUTTOT ATTOTEAEI KOBOPIOTIKO TTApAyovTa yId TNV
agloToTia hIag TTPOCOMOIWONG. £T0 CUCTAMATA TTPOCOP0IWONG, Eival aTTapaiTnTO Va
QTTOTUTTWVETAI JE AKPIBEIA O TPOTTOG |E TOV OTTOIO TO POUTTOT AVTIOPA OE TTPAYUATIKO XPOVO
OTIG EVTOAEG TTOU AaPBAvel. Ze avTiBeTn TTEPITITWON, N KaBuoTepnuévn A UN PEAAIOTIKN
aT1réKpPION UTTOPE va dnuioupynoel TTpoBAAuaTa kal va odnynoel o€ AavBaouéva

OUMTTEPACHOTA OXETIKA PE TN CUPTTEPIPOPG Tou cuaThuaTog (Pan et al., 2020).

‘Eva a1té Ta onPavTIKOTEPA TTAEOVEKTAMATA TG XPHONG EIKOVIKWY TTEPIBAANOVTWY €ival n
QOQAAEI TTOU TTPOCPEPOUV. H TTpocopoiwan eTITRETTEI OTOV XPAOTN VA OOKIPALEI AKPAIES
TIMEG OTIG TTAPAUETPOUG EAEYXOU, Ol OTTOIEC O€ TTPAYMATIKEC TUVONKES Ba uTTopoUCaV Va
TTPOKAAETOUV POOPEC 1) (NUIEG OTO PONTIOTIKG cuaTnua. H rpooéyyion autn givar 1diaitepa



KPIioIUn yIa TNV EKTTAIBEUTIKI) POUTTOTIK, KABWS atTaAAdooEl TOV XproTn atrd Tov Kivouvo
UAIKAG CnUIAG Kal EVBapPUVEI TOV TTEIPAUATIONS Kal T dIEPEUVNON OKOMN KAl OPIOKWV
TTEPITITWOEWV AgIToupyiag (Zyda, 2005. Corke, 2017).

2.6 Line Following w¢ OcueAiwdeg MpoBAnua PouTtrotikou EAEyxou

2.6.1 Line Following otn PopTroTikn

H TrapakoAouBnon ypauung cival €va Baciko TTpoBANPa KIVAPATIKOU EAEYXOU OTN
POMTTOTIKY. [pdKEITal YIa £va POPTTOTIKO CUCTNMA TTOU TTPETTEI VO TTAPAKOAOUBEI Kal va
TTOPAMEIVEI TTAVW O€ Jia Yypauun, Xpnolgotrolwvtag dedopéva atrd aiobnTApEeS yia va

dlopBwoel TNV kateuBuvon Tou (Zafar, M. N., & Mohanta, J. C. 2018).

AuT n d10dIKOTIa XPNOIKOTIOIE KUPIWG aIoBNTAPES AViIXVEUCT XPWHATOG H utTEPUuBpPNg
avakAaong (IR), o1 ottoiol onBouv oTn TTapAKoAOUBNON YPAPUAG TTAVW OE JIA ETTIQAVEIQ
TTOU KIVEITE TO POUTTOT. Aivouv e1Tiong dedopéva avaTpoPodOTNong TTou XPEIalOPaoTE yia
ToV €AgyX0 Kivnong Tou pOoUTTOTIKOU CUCTAMATOG. H oxéon Tng TTapakoAouBnaong ypauung
ME Ta oUOTAHATA EAEYXOU Kivnong TNV KaBIoTd 1Id1aiTepa KATAAANAN yIa EQAPUOYES EAEYXOU
KAgloTOU Bpdyou, 6TTwg 10 PID TTOU XpNOIUOTTOIOUV TO OQAANa BE0NG yia va aAAACEl TN

kareuBuvon Tou pouTrot (Corke, 2017, Siciliano et al., 2010).

MNa autdv Tov AGY0, N TTapakoAoudnon yPAUMNAG XPNOIUOTIOIEITAI EUPEWG OTNV EKTTAIOEUTIKNA
POUTTOTIKI], O€ EI0AYWYIKA TTAVETTIOTNUIOKA JabruaTa Kal 81aywVvIouoUS POUTTOTIKAG, OTTWG
n Robotex, kaBwg¢ TTpoc@épel Eva atTAd aAAG ATTOTEAECUATIKO TPOTTO OTOUG XPHOTEG VIO
TNV Katavonon Twv alodnThpwy, TOU POUTTOTIKOU EAEYXOU Kivnong Kal TwV BACIKWV

aAyopiBuwv eAéyxou 6tTwg 10 PID (Kurniawan, A., 2019).

2.6.2 ExmmaideuTtikr) Aia Tou Line Following

H agia Tng TTapakoAolBNong TNG YPANMKAG yia T udénon oTo 61 divel dueon OTITIKA
avaTpo@odoTnaon atov xprnoTn. O xpriong UTTopEi va TrTapakoAoudr) akpiBwv TI cupBaivel,
TTWG KIVEITAI TO POPTIOT KAl TTWG ETTIOTPEPEI OTN YPAUMN META aTTO KABE d16pOwon
o@AaApaTog. H TTapakoAouBnon TnG ypauuAg gival €vag TPOTToC yia TOV XProTn va O&l TTwG
Ol EVEPYEIEG KAI OI AANAYEG TTOU KAVEI OTO POUTIOT ETTNPEACOUV TNV CUUTTEPIPOPA Kal TV
TTopEia Tou TTavw oTn ypauun (Benitti, 2012, Alimisis, 2013, Eguchi, 2014).

Etriong, n TTapakoAouBnon NG ypaupns Bonbd Tov XpAoTN va OKEPTED TTWG VA AUCEI

TTPORAAMATA KAl VO KATAVOAROEI TTWG AEITOUPYOUV TO CUCTHUATA POUTTOTIKOU EAEYXOU,



BAEéTTOVTAG TTWG AEITOUPYOUV OAa Ta Pé€PN TOU. AUTOG O OPICHOG AEyeTal QAYOPIBUIKN OKEWN
KAl oUOTNMIKN Katavonon. EmmmAéov, n TapakoAouBnon Tng ypapung evBappuvel Tov
TTEIPAPATIONO UE DIOPOPETIKEG TTAPAPETPOUG KAl OTPATNYIKEG EAEYXOU POMTIOT, YEYOVOGS TTOU
TNV KABIOTA £va 101aITEPA ATTOTEAEOUATIKO EPYAAEIO PABNONG O€ EKTTAIDEUTIKA KAl

TTavetioTnuiakd TTepiBaAAovTa (Benitti, 2012, Alimisis, 2013, Eguchi, 2014).
2.6.3 AAyopiBpuol Line Following

O1 aAyopiBuol akoAoubiag YPAPPARG NTTOPOUV VA XWPIOTOUV 0€ dUO HEBAOOUG: TIG ATTAEG,
OTTOU gival TTI0 EUKOAO va KatavonBouv, Kal TIG TTPoXwPnUEVES. H Kupla diagopd petagu

TOUG €ival n TTOAUTTAOKOTNTA KAl N OKPiBEIQ TTOU TTPOCPEPOUV.

ATTAéG M£BodoI

O1 atrAég peBddol TrepihapBavouy peBodoug 6TTwg On—off control, TTou TO POUTTIOT Ba
aAAGEEl Ca@VIKA KaTeUBUVON OTav ouveldNTOTTOINCEI OTI £XEI ATTOMAKPUVOET aTTd TN YPOUMN
TTOU TTAPAKOAOUBEI Kal TTPETTEI VO akoAoUBEi. YTTapxel 1Tiong n néBodog threshold-based
steering, TTOU TO POUTTOT XPNOIUOTIOIEI OPIA YIA VO ATTOPACICEl TTPOG Ta TTOU Ba KaTEUBUVOET
ME BAon TIG TTANPO@OpPiES TTou AapuBdavel atrd Toug aioBnTAPES. AUTEG o1 HEBODOI gival aTTAEG
oTn XPnon, aAAa £xouv katola TTpoBAAuaTa étav TTPOKEITAl yIa B€uaTta OMaAARG Kal

o1afepnig kivnong (Benitti, 2012, Alimisis, 2013).

[Mpoxwpnuéves MéBodol

O1 Trpoxwpnpéveg nEBOBOI UE TOUG OTTOIOUG TO POPTTOT aKOAOUBOUV YPaUUEG Eival
OIAPOPETIKOI, KABWGS PTTOPOUV Va KAVOUV OAAQYEG O€ TTPAYUATIKO XPOVO YE ATTOTEAEOUA VA
KAVEI TNV KIVAON TOU POUTTOT TTI0 OJAARA Kal e JEYaAUTEpN akpifeia. Mia TTpoxwpnuévn
MEBODBOG eival 0 éAeyxog proportional (P), o otroiog €€eTdlel Tnv aTTOOTACH TOU POUTTIOT ATTO
TN YPAPUR Kal oTprPREl 600 XpeIAleTal yia va TTIOTPEWEI OE aUTH. YTTAPXEI ETTIONG O
eAeykt¢ PID 10U gival TTapduolog ue Tov proportional, pe 1n dla@opd OT11 uttoAoyilel Kai
€€ETACEI TN CUCCWPEUOT TWV OCPAAUATWY Kal TOV pUBPO PETABOARG Tou. AuTd BonBd 1o
POUTTOT VA AVTATTOKPIVETAI KAAUTEPO KOI VO AVTIMETWITICEI KAUTTUAWTES YPAPMES KOl
eutrodia (Astrém & Hagglund, 2006, Johnson & Moradi, 2005).



2.6.4 PID Controller otn PouTtToTIKN

To atrotéAeopa Tou PID €ival To dBpoiocua tou proportional, Tou integral kai Tou derivative

O6pou. Auté 1O ABpOoICHa XPNOIYOTTOIEITaI yia va d10pBwOEi N Kivnon Kal va TTEPIOTPEWEI TO

POMTTOT OTN OWOTA KATEUBUVON YIa VA TTANCIACEI TNV YPOUMI TTOU AKOAOUBEI.

2.6.4.1 OcwpnTikd YTopabpo PID

P: dpueon d16pbwon

O proportional 6pog (P) avtatrokpiveTal Aueca 0To TPEXOV OOAAUQ Kal €ival 0 KUPIOG
TTapdyovTag TTou gival uTTelBuvog yia Tn 816pbwaon Tng diadpoung. Avaloya Pe Tn
TIUA TNG METABANTAG Tou proportional 6pou (Kp) aAAGCel n euaicOnaia Tou POPTIOT
Kal £XEI WG ATTOTEAECUA TN PEIWON i TNV AUENON TOUu XPOVoU TToU XpPEIAeTal yIa Va
016pBwaon 10 TTPORANUa. H utrepBoAikr) auénon TG TIMAG PTTOPEI va TTPOKAAEDEI
TaAavTwoelg KaBwg o proportional 6pog Ba gival TTOAU euaioBnTog oTo oPaAua. O
proportional 6pog uttoAoyieTal TTOAATTAACIAOVTOG TO TPEXOV OOAAUQ UE TN
oTaBfepad Kp.

l: CUOCCWPEUTIKO CPAAp

O integral 6pog (1) AeiToupyei wWg pvrun Tou eAeykTr) PID TTOU TTOpakoAouBei kal
€€eTadel Ta o@AAuaTa TTou cupPaivouv oTo TTAPEABOV. O GPOG AUTOG CUYKEVTPWVEI
Ta o@AAPaTa PE TN TTAPOdO ToU XPOVO Kal avayKalel TO pOPTIOT va dlopBwaotel
eTTavEIANUUEVA OQAAPATA, JE EQaPUOYN TTEPIOPICHOU (Clamping) WOTE va
aTroQeUyETAl TO PaIvOUeVo Tou integral windup Kai va pnv TTpoKaAoUvTal
TEPICOOTEPA TTPORANUATA.

D: mp6BAeyn Tdong

O derivative 6pog (D) TTpokUTITEI ATTO T dIAPOPA PETALU TOU TPEXOVTOG OPAAUATOG
Kal TOU TTPONYOUNEVOU OPAAPATOC Kal UTTOAOYi{ovTaG TOV pUBUO PJETABOANG TOU
o@AAPaTOC TTPOPRAETTEI TO HEANOVTIKO o@AApa. O derivative 6pog gival TTOAU Kpiciuo

yla TNV OJOARA Kivnon TOU POUTTOT.

2.6.4.2 PID wc¢ ExkmraideuTikd EpyaAeio

O eAeykm¢ PID gival éva ekTTaIBeUTIKO epyaAgio pabnong tmou Bonbd va TrapatnpcoupuE

TTWG A&IToupyEi Eva cuoTnua eAEyxou KAeIoTou Bpoxou. O gAeyktig PID xpnoipoTrolgital yia

TOV €AEYXO POUTIOTIKWYV OUCTNUATWY, OTA OTTOIA O XPROTNG UTTOPET va AAAGEE! TIG



TTAPAPETPOUC TOU KAl VO OEI TIWG ETTNPEALEI TN CUPTTEPIPOPE Tou POopTIOT (Astrém &
Hagglund, 2006).

EmmAéov, TTapéxetal dueco feedback péow trepIBAAAOVTWY TTPOCOUOIWONG TTOU CUVOEOUV
TN Bewpia pe TN TPAEN, KABWGS 01 XPAOTEG PTTOPOUV va AEEOUV TIG KIVAOEIG KAl TIG
avTIOPACEIS TOU POUTTOTIKOU CUCTAMOTOG O€ TTPaYHaTIKO Xpovo (Ogata, 2010, Alimisis,
2013).

Méow auTAg TG dladikaaoiag, o eAeykTAG PID BonBda Toug XpAOTEG va KATAVOOOUV
KaAUTEPQ TNV £vvola Tou EAEYXOU KAEIOTOU Bpdxou Kal TTwG 0 POAOG TNG AuEONS
avaTPoPOdOTNONG UTTOPEI Va BewpnBei KATAAANAOG yIa TH KATAVONOT EAEYXOU POMUTIOTIKWV
OUCTNUATWY. ZTNV EKTTAIDEUTIKI) POUTIOTIKI, Ol QOITNTEG OUXVA OUOKOAEUOVTAI VA
OUVOECOUV TN HABNUATIKA TTEPIYPA®r Tou PID pe TNV TTPOKTIKA CUNTTEPIPOPA TOU POMTTOT,
OTTWG N TaAdvTwaon, n acTtddeia A N apyn atrokpion. H duokoAia auTh evreiveTal KaTtd Tnv
TTPOKTIKI) EQAPHOYN TOU EAEYKTH], KABWG N pUBPION TWV TTAPAPETPWY (tuning) aTTaiTei
eTTavaAaUBaAVOUEVEG DOKIUEG, TTEIPAPATIOUO KAl CUVEXT TTPOCOPUOYI TWV TIHWYV, XWPEIG va
UTTAPXE! TTAVTA hia JovadikA A “owaoTh” Auon. O1 goitnTEG KaAouvTal va aAAGdouV TIG
TTAPAMETPOUG, VA TTAPATNPOUV TNV ATTOKPION TOU CUCTIUATOG KAl VA EPUNVEUOUV TA
atroteAéouaTa, yia diadikaoia TTou PTTopEi va gival xpovoBopa Kal attoBappuvTIKr, EIOIKA

yla 6o0ug dev £XOUV I0XUPO UTTORABPO OTOV EAEYXO CUCTNUATWV.

QoT1600, akpIfwg auti n dladikacia dokIung Kal AdBoug kaBioTd Tov PID 1diaitepa
TTOAUTIMO OTNV EKTTAIOEUTIKI) POUTTOTIKI, KABWG eVIOXUEI TN BIWMATIKA HABNON, TNV KPITIKNA
OKEWN Kal TNV Kartavonon TG oX£€ong METagu Bewpiag kal TTpdéng. Méoa atrd TNV TTPAKTIKA
eQappoyn, o1 eoITNTES avTIAauBavovTal BaBuTepa TTWG Ol ETTIAOYEG TOUG £TTNPEACOUV TN
OUNTTEPIPOPE EVOG POUTTOTIKOU CUCTIUATOG KAl AVATITUOCOUV BEEIOTNTEG TTOU Eival

OUCIQOTIKEG VIO TOV OXEDIAOUO KAl TOV EAEYXO TTPAYHATIKWY POMPTTOT.

2.6.5 Line Following, PID ka1 Naixvidotroinon

H TrapakoAouBnon ypauung ue évav eAeykTr PID o€ éva TTaixvidl eTTITPETTEI OTOUG XPHOTEG
TN duvaTtoTnTa PUBPIONG TwY TTapauéTpwy Tou PID, 61Twg Kp, Ki, Kd, kdvovTag Tn
KaTavonon Tou 1o 8IaCKEDAOTIKN Kal TTIO TrEIpapaTikh. O xpAoTng utropei va aAAadel Tig
TIMEG TOU €AeyKTR PID 0€ TTpayHOTIKO XPOVO, HECW KOUMTTILWV KAl pUBUICTWY
TTPOCTTIABWVTAG VA KAVEI TO POUTTOT VA AEITOUPYEI CWOTA KAl va TTAPAUEVEI TTAVW OTN
YPOUMN Xwpic va xavel Tn diadpopr Tou (Zyda, 2005, Kapp, K. M., Blair, L., & Mesch, R.
2014).



H trauixvidoTroinon gival évag TpoTToq yia va dnuioupyoUvTal TTaIxVidia e TTPOKANCEIG,
OTTWG €ival va BpeBei pia BEATIOTN dladpopr) BPICKOVTAG PIa ICOPPOTTIA HETALU TaXUTNTAG
Kal akpifelag ot Kivnon. H dnuioupyia mraixvidiou OTTou 0 XPAOTNG TTPETTEI VO PUBUICE! TIG
TTapapéTpoug Tou eAeykTr PID yia va akoAouBrioel pia d1adpopr 6co 1o duvatov
YPNYOPOTEPQ, XWPIG TO POPTTOT va gival UTTEPBOAIKG aoTadn gival éva oevaplio TTou
evlappuvel Tov XpOTN VO OKEPTEI KPITIKA KA VA AVATITUEN OTPATNYIKEG EAEYXOU. AUTO TO
OEVAPIO YIa TNV EUPEDN TNG BEATIOTNG DIOBPOMNG KAVEI TOUG XPrOTEG VA TTEIPANATICOVTAI PE
OIAQPOPES TIUEG, ME ATTOTEAEOHUA VA PaBaivouv TTEPICCOTEPA YIA TIG AETTTOUEPEIEG TOU

aAyopiBuou (Deterding, S., et al. 2011).

H pédénon pyéow TeIpapaTiopyou KAVEL TN POUTTOTIKI TTIO dIACKEDAOTIKN), dOKINALOVTAG TIMEG
oTov eAeyKTr PID xwpig Kivouvo @Bopdc o€ éva ao@aAr IKoVIKO TrepIBaAAov. ETTiong, n
MABNoN HECW TTEIPAPATIOUOU Kal N eTTavaAauBavOuEVES DOKIUEG gival TTIO AVOEKTIKA,
KaBwg 0 XpAOTNG OTTOKTA YVWOEIG HECW TWV ETTAVOAANBAVOUEVWY SOKIPWY,

TTapatnPnoewy Kai dlopbwoewv (Hamari, J., Koivisto, J., & Sarsa, H. 2014).

2.6.6 Npooopoiwon Line Following o€ Eikovika MNMepiBaAAovTa

H trpocopoiwon TTapakoAouBnong ypauung o€ TepIBAAAOVTA gival TTpayuaTikKA Xproiun
ETTEION PAG ETITPETTEI VA OOUNE TTWG AEITOUPYOUV O1 AIOONTAPES KAI TA CUCTAUATA EAEYXOU
XWPIG va XpeIAZeTal va XpNOIUOTTOINCOUNE TTPAYMATIKA pouTToT. H akpifeia otn
TTPOCOPOoIWoN alIoONTAPWYV € €IKOVIKA TTEPIBAANOVTA £EAPTATAI KUPIWG ATTO TO TTWG
MTTOPOUV N UNXAVEG TTAIXVIOIWY VA PIMNBoUV Kail va dEi¢ouv TI TTPAYHATIKG KAVOUV Ol

aiocbnmpeg (Pan et al., 2020).

H ouykpion peTagu TTPOCOP0IwaNG Kal EVOC TTPAYUATIKOU POUTTOT pag Oeixvel Ta
TTAEOVEKTAMATA KOl TOU TTEPIOPICHUOUG TWV EIKOVIKWYVY TTEPIBAAAOVTWY. H TTpocouoiwon dev
gival TEAEIQ €TTEION OEV UTTOPET va avTIyPAWEl ATTOAUTA TNV TTPAYUATIKOTATA KAl TIG
aBepaidTnTES TIG. H dlag@opd auTh HETAEU TTPOCOMO0IWONG KAl VOGS TTPAYUATIKOU POUTIOT

ovopadetal reality gap (kevo Trpayuatikdtntag) (Shah et al., 2018).

Ortav xpnoiyotroioupue Unreal Engine wg oTimikG epyaaTripio Tou eAeykTA PID exouue éEva
MEPOG yIa va OOUNE Kal va pUBPICOUE TIC TTAPANETPOUG TOU , OTTOU UTTOPOUME VO OOUUE
QUECWG TTWG ETTNPEACOUV OI DIOYOPETIKES pubpioelg. Tautdxpova, TO EIKOVIKO TTEPIBAAAOV
TTapéxel éva safe learning environment (a0@aAég TTAQiICI0 pABNONG), OTO OTTOIO O XPHOTEG

MTTOPOUV VA SOKINACOUV BIAPOPETIKA TEVAPIA XWPIG TOV KivOuvo UAIKAG (NUIAG o€



€COTTAIONO, YEYOVOG TTOU TO KOBIOTA 181aIiTEPA KATAAANAO YIA EKTTAIBEUTIKEG EQAPPOYEG OTN

popTroTikr (Juliani et al., 2018, Benitti, 2012).

2.7 Avaiuon Ypiotapevwy Epeuvnrikwy Epywv

IMOANEG MEAETEG £XOUV ECETAOEI TTWG Ol NXAVEG TTAIXVIOIWV KAl O TIPOCOUOIWCEIG JTTOPOUV
va Xpnoigotroin@ouyv yia Tn d10a0KaAia TNG POPTTOTIKAG KAl TOV EAEYXO POUTTOT. A
Tapddeiyua, n “Juliani, A., et al. (2018). Unity: A General Platform for Intelligent Agents.”
€0¢e1ge OTI N Unity ptropei va atroTeAéoel pia TTAATQOPHA IO TNV KATOOKEUR £EUTTVWV
MNXAVWV KAl Ol JNXAVEG TTAIXVISIWV JTTOPOUV VA XPNOIKMOTTOINBoUV yia Tr dOKIUA
aAyopiBuwv eAEyxou Kal TEXVNTAG vonuoouvng. ANeG peAETEG, OTTWG N “Pan, J., et al.
(2020). Using Game Engines for Robotics Simulation. Robotics and Automation Letters.”
€CETOOE TN XPNON MNXAVWYV TTAIXVIBIWY WG TPOTTO TIPOCOPOIWACNG TG POUTTOTIKNG, KABWS
EMMOAPAvVAV TO PEOANICPO Kal TRV AUECT AAANAETTIOPACT) TTOU TTPOCPEPOUV Ol UNXAVEG
TTaIXVIOIWV. H xprion unxavwy TTaiXVvIOIWV TNV EKTTAIOEUCH POUTTOTIKAG Kal TOV EAEYXO

POMTIOT €ival KATI TTOU TTOAU £PEUVNTEG TTIOTEUOUV OTI £XEI TTOAAEG dUVATOTNTEG.

EmmAéov peAéteg, 6TTwG n “Benitti, F. B. V. (2012). Exploring the educational potential of
robotics in schools. Computers & Education.” dgixvel 0TI N Xprion €IKOVIKWY TTEPIBAAOVTWYV
gival €vag eCaIPETIKOG TPOTTOG ndBnong Kal TreipapaTiopou. Etriong, avakdAuywav
avakaAuyav Ot N d1I0ACKAAIQ TNG POPTTOTIKAG E TTIPOCOMUOIWOEIG KAl TTPAKTIKEG
0paoTtnpPIOTNTEG GUPPBAAAEI TN oUVOED Bewpiag Kal TTPALNGS Kal BonBd Toug XproTeS va

avaTITUCOOUV OAYOPIBUIKT) OKEWN.

2AMEPQ, ol AvBpwTrol e¢eTAdouv eTTiong TTWG N Unreal Engine ptropei va AsitoupyAoel he
TTAQioIa pOUTTOTIKAG OTTWwGS To ROS2. AuTtd onpaivel 611 Ta eIkovikéG TTEpIBAAAOVTA PTTOPOUV
va ouvoeBoUvV Pe pouTToTIKG cuoThparta. H peAétn “Tidwell, Z., et al. (2021). Integration of
Unreal Engine with ROS2 for Robotics Simulation. " Trapouacidel TpOTTOUC EVOWHATWONG
NG Unreal Engine pe 10 ROS2, emonuaivovtag Tig duvatdtnTeg aviaAlayng 0edopévwv

KAl PEAAIOTIKAG TTPOCOUOIWONG YIA EKTTAIBEUTIKOUG KOl EPEUVNTIKOUG OKOTTOUG.

MapdAo TToU o1 TTAPATTAVW EPYATIES TTAPOUCIAZOUV CNPAVTIKA TTAEOVEKTAMATA, OUXVA OEV
€0TIA(OUV OTN EIKOVIKA TTPOCOPOIWON TWV CUCTANATWY POUTIOTIKOU EAEYXOU TA OTTOIO
eAEéyxovTal atrd 1o XpHoTn, OTTWG N d1adpacTIK TTpocouoiwaon evog eAeyktr PID o€ éva
EIKOVIKO TTEPIBAANOV TTaIXVIOIOU. ETTITTAEOV, O€ APKETEG TTEPITITWOEIG N AgIOAOYNOoN TNG
eKTTaIOEUTIKAG dladikaoiag JEoW aevapiwy, OTTWGS N aXEon METAEU XpOvou OAOKARpwaong
Kal 0Ta0epdTNTAG Kivnong, atmouaiddel. AuTo TO KEVO UTTOYPAMMIZEl TNV avaykn yia



EQPAPMOYEG TTOU oUVOUALOUV PEQAIOTIKI TTPOCONOIWGN, OTITIKA avaTtpo®oddTnon Kail N
TTAIXVIDITOTTOINCT TWV CUCTNUATWY POUTTOTIKOU EAEYXOU, OTTWG ETTIXEIPEI AUTH N

OITTAWMATIKY Epyaaia.

2.8 Epeuvnrika Keva kai Avaykn Tng MNapouoag Epyaciag

H popTTOTIKA XPNOIKOTIOIEI OAO KAl TTEPICCOTEPO TTPOCOUOIWOTEIS KAI Serious games.
BAEtToupE OTI eV UTTAPXOUV TTOAAEG EQAPUOYEG TTOU ETTITPETTOUV OTOUG AVOPWITTOUG va
EAEYXOUV TTPAYUATIKA POUTTOT O€ €va €IKOVIKO TTEPIBAAAOV TTaIXVIBIOU. H pOUTTOTIKY Kal O
TTPAYHATIKOG EAEYXOG POMTTIOT €ival auTO yIA TO OTTOI0 JIAGME €DW KAl TTWG PTTOPOUUE VA TO
KAVOUE TTIO DIOOKEDAOTIKO Kal dIadPpACTIKO PE TN XPrON HNXAVWYV TTAIXVIDIWY, OTTWG N

Unreal Engine.

H xprion tng Unreal Engine oTnv eKTTaIBEUTIKr POUTIOTIKA &€V gival TOOO ouvnBiouévn,
TTAPOAO TTOU €XEI TNV IKAVOTNTA VA KAVEI TA TTIPAYMATA VA (aivovTal Kal va aloBdvovTal
TTOAU PE€QAIOTIKA, YyIa auTO TO AOYyWw €ival TTEPIEPYO TTOU N EKTTAIOEUTIKY POUTTOTIKY) OEV
xpnoluotroigi ouxva tnv Unreal Engine. Evw n Unreal Engine gival TTOAU dnUO@IARG yia TN
dnuioupyia TTaIXVIBIWV Kal yia TTpAyuaTa OTTWG Ta aAUTOKivNTa Xwpig odnyo, Ye To AirSim

Oev XpNOoIYOTTOIEITAI TTOAU YIa TN 810QCKAAIO BACIKWY POUTTIOTIKWY EVVOIWV.

Ortav TpoKeITal yia TNV TTApakoAoUbnon YPAUPWY, TIG TTEPICCOTEPES POPES Ol AVOPWTTOI
OKEQPTOVTAI JOVO TN AgIToupyia Tou aAyopiBuou. Asv OKEPTOVTAI TTWG VA TOV KAVOUV TTIO
evolaQEpPoV e B1adpaaTIKA TTEPIBAAAOVTA 1) TTaIXVidla Kal JTTopoUV va fondricouv oTn

pNaénon.

Otav TpoKeITal yIa TNV TTAPAKOAOUONON YPAUMWY TIG TTEPICOOTEPES POPES E0TIACOUV OTN
A&IToupyIKOTNTA TOU aAyopiBuou Xwpic Tn xprion immersive TepIBAAAOV i uNXaVICHOUG
TTauxvioIwv. MapdAAnAa, o €EAeyxog PID gival KATI TTou XpNoIUoTTIoIEiTalI EUPEWG, AAAG CUXVA
egnyeital ye TpATTO TTOU €ival OUOKOAO va kaTtavonBei atrd apxdpioug. H EAAewn
EKTTAIOEUTIKWYV TTAIXVIBIWV TTOU ETTITPETTOUV TNV OTITIKA TTPOCapPoyA Twv TTapapéTpwy PID
OeixVvel TNV avAykn yIa VEEG TTPOCEYYIOEIS TTOU cuvOUAlouV TNV TTPOCOUOIWON, TV

TTaIXVIOOTTOINCN KAl TNV AUECH AVATPOPOOATNON.

H TTapouoa gpyacia eTmxeIpei va KAAUWE! TO TTAPATTAVW KEVA TTPOTEIVOVTAG £va
d1adpaCTIKO Kal EKTTAIOEUTIKO TTEPIBAAAOV TTAPAKOAOUONONG TNG YPAUMNAS HE duvaTdTNTA

puBuiong PID péow evdg TTaixvidiou.



2.9 2uvoyn KegpaAaiou

AUTO TO KEQAAAIO ava@EpETal 0Tn Bewpia TNG TTAPOUCag SITTAWMATIKAG £EpYACiag.
Mapouaoiadel Tn CUVOEDN TWV PNXAVWY TTAIXVIOIWV UE TN POUTTIOTIKN TTPOCOPOIWON KAl 0TO
TTWG N POPTTOTIKNA KAl TO Serious games PTropouV va XpnoIKoTToinBouv oTnV eKTTAIdEUOT.
ApxIkd, €yive pia elcaywyn ot BIBAIOYpa@IKh avaoKOTTnon Kal avaAubnkav ol
TTapadoolakES HEBODOI Kal 0I CUYXPOVES DIAdPAOTIKES TTPOCEYYIOEIG POUTTOTIKOU EAEYXOU.
2T OUVEXEIA, TO KEQAAQIO avaAUEl Ta XApaKTNPIOTIKG TNG pnxavng Traixvidiwy Unreal

Engine, Tn oUvdeon TNG ME TN POMTIOTIKI KaI TA TTAEOVEKTHATA KAI TOUG TTEPIOPICPOUG TNG

HNXAVAG QUTAG.

To deUTEPO PEPOG TOU KEPAAaiou, EETALEI TOV OXEDIAOUO TTaIXVIOIOU Kal TV
AAANAEeTTIOpAON TTAIKTN—POMPTTOT YIa POUTIOTIKO EAEYXO Kal YiveTal avagopd oTo line
following wg BepeAILOES TTPOBANUA POUTTOTIKOU EAEYXOU, OTNV EKTTAIOEUTIKY) TOU agid,
oToug aAyopiBuoug line following kai otov PID eAeykTA w¢ eKTTAIOEUTIKO EPYAAEIO KAl OTN
XPron TTOU €XEI N TTIPOCOUOIWAOT TOU O€ EKTTAIDEUTIKA TTEPIBAAAOVTA. TEAOG, TTAPOUCIACTNKE
QAvAAUCT) UQIOTAPEVWYV EPEUVNTIKWY EPYWV KAl ava@EPONKaV Ta EPEUVNTIKA KEVA KAl N
avAaykn TNG TTapouoag Epyaciag, Ta oTToia 0dnyouv OTOV OXEDIACKO TOU TTaIXVIOIOU TTOU

avaTITUXONKE 0T TTApoUCa DITTAWUATIKY Epyacia.

AUTO TO KEQAAQIO AEITOUPYEI WG YEQUPA YIA TO ETTOUEVO KEQPAAQIO TNG EPYATIAG
TTapouciddlel Tn uebodoAoyia TTou akoAouBronke, TTEPIYPAPOVTAG TOUG OTOXOUG TNG
EPEUVNTIKAG TTPOCEYYIONG KAl TO EPEUVNTIKA EPWTHMATA TTOU aKoAouBnoe n TTapouca

OITTAWMATIKY Epyacia

2.10 2uotuara EAEyxou Poputror

Ta ouoTApaTa eAEyxou poUTTOT gival uTTEUBUVA yia va diaxelpilovTal ToV TPOTTIO JE TOV
OTTOIO T POPTTOT KIVOUVTAI KOI AVTATTOKPivovTal HECa OTO TTEPIBAAAOV TOUG. Mevikd, Ta
OuUOoTAMATA EAEYXOU POUTTOT TagIVOPOUVTaI O€ avoiXTou Bpdxou(open-loop) fj KAEIOTOU
Bpoxou(closed-loop). Ta cuoTAuaTa eAEyxou POUTTOT avoixTou Bpdxou dev UTTOPOUV Va
d10pBwoouv oaApata KabBuwg dev XPNOIUOTTOIOUV avaTpo®oddTnon/avadpacr, Evw Ta
OUCTAPATA EAEYXOU POUTTOT KAEIOTOU BPOXOU METPOUV CUVEXWGS OEDONEVA KAl

utroAoyilovtag kai diopBwvovTtag Ta AdBn TTpocapudlouv TN CUUTTEPIPOPE TOUG avAaAoya.

2Tn POMUTTOTIKN o1 aloOnTrpeg TTapéxouv feedback TTou emTPETTEI OTA CUOTAMATA EAEYXOU

KAEIOTOU BpdXou yia va JEIWOOUV Ta CPAAUATA KOl VO TTPOCAPPOCOUV TNV CUPTTEPIPOPA



TOUG OTNV €MMOUUNTH KatdoTaon. MN' autdv Tov AOyo Ta CUCTAUATA EAEYXOU KAEIOTOU
Bpdxou cival ammapaitnTa 0TN POUTTIOTIKK, OTTOU UTTAPXOUV aTTPORAETITA TTEPIBAAAOVTQ,

QUOIKN TTEPIOPICHOI Kal aTraitouvTal akpIREG kivrioeig (Ogata, 2010).

2.11 PID eAeykTtAG oTn PopTroTIKN

O eAeykn¢ PID gival atrd Toug 1o dNUOQIANG EAEYKTEG OTN POUTTOTIKI) OFUEPA, O OTTOIOG
XPNOIMOTIOIEITAI EUPEWG OTN Plounxavia yia autopaTiopoug. O eAeyktr¢ PID utroAoyilel éva

atrotéAeopa Kai dlaipeital o€ 3 BaCIKG OTOIXEIA:

e Proportional (P): AvtattokpiveTal oTn TpEXouoad TIUN TOU OQAALOATOG.
e Integral (I): AvTatrokpiveTal 0T OUVOAIKH TIUN TWV CQOAPATWY TOU TTAPEABOVTOG.
e Derivative (D): AvtatrokpiveTal aTn HEAAOVTIKN TIMI KAl OTOV pUBPO UETABOARG TOU

OQAAUQTOG.

O PID gAeykTig uttoAOYiC€El TO ATTOTEAECUA TOU CUOTANOTOG EAEYXOU WG EENAG:

't de(t)
u(t) = Kye(t) + K; e(T) dT—I—E,-]T,
0 :

O1 eAeykTég PID €ival 1600 dnPO@IANG 0TN POPTIOTIKA Kail TN Blopnxavia Adyo mng
atTAGTNTAG, TNG EVENICIOG KAl TNG ATTOTEAECUATIKOTNTAG TOU 0€ TTOAG cuoTAuaTa. QoTd00,
MTTOPEI va uTTapyxel SuoKOAia oTn puBUIoN Twv oToIXEiwv Tou eAeykTA PID pe atrotéAeaua ol
AavBaopéVeC TINEC va 0BnyroouV o€ aoTdBeia i apyn amddoon (Astrém & Hagglund,
2006, Ogata, 2010).

2.12 Line Following

Mia atTO TIG TTI0 KOIVEG EKTTAIOEUTIKEG EQAPPOYEG TTOU XPNOIKOTIOIEITAI CUXVA VIO TN
d10a0KaAia BACIKWY ApXWV TNG POUTTOTIKAG €ival Ta pouTTdT yia line following. MNa line
following (akoAouBnon ypauung) Ta pOUTIOT XPNOIKOTIOIOUV KUPIWG aloBnTrpEeS TToU
“BAETTOUV” TN Blagopd avTiBeong avaueoa oTn ypauun (cuvhBwg paupn) Kai 1o uTtoadpo
(Aeukd). Or1 1m0 ouvnBiouévol gival ol EENG:

e Ai0OnTApes Xpwpatog (Color Sensors)
e AloOntipeg YépuBpng AvakAaong / IR (Infrared Reflectance Sensors)

o Kdapepa (Computer Vision — 110 TTpOoXwpPEnNUEVO)



e 2uvduaouog AloBnTipwy (Advanced)

2.13 Mnxavég Maixvidiwv wg EpyaAcia INpooouoiwong

MNa v vAotroinor Twv PouTToT yia line following ocuvBwg XPNOIUOTTOIOUV KAUEPEG
a100NTAPES UTTEPUBPWY, OUWG OTN TTAPOUCA TTEPITITWON TTOU XPNOIUOTTOIOUUAl UNXAVES
TTAIXVIOIWV PTTOPOUNE VA KAVOUUE MIA EIKOVIKH TTPOCOMO0IWON UE EIKOVIKOUG a1oBNnNTHPES

TTOU AVATTaPAYOUV T CUUTTEPIPOPA AUTH).



KepaAaio 3. MEQOAOAOT A

H peBodoloyia TnG TTapoucag dITTAWHATIKAG EPYOOTiag €XEl OXEDIAOTEI UE OTOXO Va
OIEPEUVNOEI TOV TPOTTO PE TOV OTT0I0 O OXEDIAO OGS TTAIXVIBIWV PTTOPEI va agloTroinbei yia
TNV TTPOCOMPOIWAON KAl TOV EAEYXO POUTTIOT O€ £va EIKOVIKO TTEPIBAAANOV. H peBodoAoyia TTou
akoAouBnenke ouvouddlel oxXedIOOUO Kal XPAON POMTIOT KAl EIKOVIKWVY aloBNnNTApWY
avixveuong ypauung, uhotroinon eAeykTh PID kai Teipapatikr) agloAdynon, ue KUpIo

epyaAcio TTpooopoiwong TN Pnxavn mraixvidiwyv Unreal Engine.

H peBodoloyia eTTIKEVTPWVETAI OTN dnUIoUPYia VOGS dIAdPACTIKOU EIKOVIKOU TTEPIBAANOVTOG
ME TTPOCOMOIWON EVOG POUTTOT, OTO OTTOIO O XPOTNG PTTOPEI va TTapaTnPEi Kal va
AAANAETIOPA O€ TTPAYUATIKO XPOVO TN CUMTTEPIPOPA TOU POUTTOT HECW TTAPANETPWY EVOG

OUOTAMATOG EAEYXOU, OTTWG N TaXUTNTA KAl TwWV OToIXEiwV VoG eAeykTr PID.

3.1 210X%01 EpeuvnTikic Npoogyyiong

O BaoikdG OTOXOG TNG EPEUVNTIKNAG TTPOCEYYIONG €ival n dlEpelivnon TNG
QATTOTEAECUATIKOTNTAG TTOU TTPOCPEPEI N XPON TWV JNXAVWGS TTAIXVIOIWV YId va
XPNOIUOTTOINGEI yIa TOV EAEYXO Kal TV TTPOCONO0IWCN POUTTOT O€ £Va EIKOVIKO TTEPIBAAAOV
ME TNV Xprion Tou Trpoypdpuatog Unreal Engine. H TTapouoa dITTAWMATIKI Epyacia
EMOIWKEI va atrodeifel 0TI Eva d1adpacTIKO EIKOVIKO TTEPIBAAANOV TTaIXVIOIOU UTTOPEI Va
AEITOUPYNOEl WG EVA EKTTAIOEUTIKO EPYAAEIO yIA TNV KATAVONOT TTOAUTTAOKWY EVVOIWV TNG

POUTTOTIKNG.
O1 a1dx0!1 TNG EPEUVNTIKAG TTPOCEYYIONG €ival Ol €EAG:

e H avatrtugn evog €IKOVIKOU poPTTOT 0€ £va IKOVIKO TTEPIBAAAov TnG Unreal Engine,
TO OTTOIO Ba TTPOCOUOIWVEI BOCIKEG POUTTOTIKEG KIVAOEIG KOl CUUTTEPIPOPES O
diagpopa eTTiTTEda SUOKOAIAG.

e H ulotToinon evog CUCTANOTOG EIKOVIKWY AIoONTAPWY TTOU ETTITPETTOUV OTO POUTTOT
va OUAAEyEl Oedopéva yia va UTTopei va aAANAOETTIOPA OTO €IKOVIKO TTEPIBAAAOV TOU.

e H ulotroinon evog eAeyktr PID yia Tov €AeyXo TNG Kivnong TOU POUTTOT, HE OTOXO VO
QKOAOUOEI pia ypauun TTdvw C€ JIa ETTIPAVEIQ.

e Tn TTapoxr duvaTtdTNTAG OTOV XPOTN VO UTTOPEI VO TPOTTOTTOIEI TWV OTOIXEIWV TOU

eAeykTA PID (Kp, Ki, Kd) kai TV Tax0TnTa TOU POUTIOT O€ TTPAyHATIKO XPOVO.



H avaAuon, n mapatripnon kai n aAAayr TNG CUPTTEPIPOPAG TOU POUTTOT UTTO TIG
OIOPOPETIKEG TIMEG TWV OToIXEIWV TOU EAEYKTA PID, woTe va yivel katavonTh n

ETTIOPAON TOU KABE OTOIXEIOU.

O1 atoxo! auTtoi BonBouv oTn £mMdiwEn TOU KUPIO OTOXOU TNG DITTAWMATIKAG EpyACiog TTou

€ival 0 ouvOUOOPOG TNG PNXAVAG TTAIXVIOIWY PE TN TTPOCOM0IWON PEAAICTIKOU POUTTOT.

3.2 EpeuvnTika EpwTrjuara

Me BAon Toug TTapATTAVW OTOXOUG, N TTapouoa SITTAWPATIKY Epyacia TTIOIWKEI VA

ATTAVTHOEl OTA AKOAOUBA £PEUVNTIKA EPWTHUATA:

NMwg pITOopOUNE VA XPNOIMOTTOINCOUNE TO TTPOYypappa Unreal Engine yia Tnv
TTPOCOHOIWOT PEAAICTIKWY POMTIOT KOI POUTTOTIKWYV aICONTAPWYV pHéoa o€ Eva
mwePIBAAAOV TTaIXVISIOU;

O oKOTTOG auTOU TOU EPWTHMATOC gival va dIEpEUVNOEl TV duvATOTNTA TOU
TTpoypdauuatog Unreal Engine otn dnuioupyia peaNIOTIKWY POUTTOT. [NepIAauBAavel
TNV Katavénon Tou TTpoypduuarog Unreal Engine kai TRV Xprion Tou yia Tov EAEyX0
POMTIOT WOTE VA AVTATTOKPIVETAI OTIC PEANIOTIKEG POUTTOTIKEG KIVAOEIG.

Molég gival ol TTPOKARCEIG KAl TA EPTTOSIA YIA VO EVOWHATWOOUV N POUTTOTIKN
o€ éva TePIBAAAOV TTaIXVISIOU KAl TTWG MTTOPOUV VA AVTIJETWITIOTOUV;

AuTO TO epWTNUA TTEPIAAUPBAVEI TOV EVTOTTIONO KAl TV QVTIMETWITION TTPOKAACEWV
Kal EPTTOdIWV TTOU TTPOKUTITOUV KATA TNV TTPOCOMPO0IWON TNG POUTIOTIKAG O€ éva
TEPIBAAAOV TTaIXVIOIOU. MEPIKES TTIBAVES TTPOKARCEIG KOl EUTTODIO UTTOPEI VA Eival O
TTOAUTTAOKOG TTPOYPOUUATIONOG POUTTOTIKWY CUPTTEPIPOPWV Kal N SI0CPAAION
QUOIKWY AAANAETTIOPACEWV.

NMwg eTnpeddouv TNV TTPOCONOIWON KAl TOV EAEYXO TWV POUTTOT Ol
O10QOPETIKEG TTPOKANOEIG TOU TTaIXVIOIOU;

AuTO 1O epwTnNUa €EETALEI TOV TPOTTO [E TOV OTTOIO OI SIAPOPETIKEG TIPOKANTEIG TOU
TTaIXVIOIOU €TTNPEACOUV TOV TPOTTO HE TOV OTTOIO EAEYXOVTAI TA TTPOCOUOIWMPEVA
POUTTOT. ZTOXOG TOU €ival va KATAVOAROEI TTWG MTTOPOUV va XpNOIUoTToIN8ouv
O14a@opoI TUTTOI TTIPOKAACEWYV Yia TNV OOKIKUA TwV dUVATOTATWY TWV
TTPOCOUOIWHEVWY POUTTOT O€ €va TTEPIBAAAOV TTaIXVISIOU.

Mola gival Ta KPioIYa oNUEIa OTNV EUTTEIPIO TOU XPHOTN KATA TOV £AEYXO £VOG
POMTTOT HEOW £VOG TTaIXVISIOU;

AuTi TO epwTnUa €0TIAlEl OTNV EUPECN TWV PBACIKWY CTOIXEIWV TNG EPTTEIPIAC



XPAOTN KaTa TNV aAANAETTIOPAGCT TOU PE TA TTPOCOUOIWMKEVA POPTTOT O€ TTEPIBAAAOV
TTaIXVIBIOU. 2TOXOG €ival N avaAuon TwWV OTOIXEIWV TTOU ETTNPEACOUV O€ HEYAAO
BaBuod TNV déopeuon Kal TNV euxapioTnon evog XprnoTn. Ta Kpiolya onueia otnv
EMTTEIPIA TOU XPNOTN €ival N EUKOAN €l0aywyr] OTO TTaIXVidl, N ypriyopn Tmpoocapuoyn
oTo TTEPIBAAAOV TOU TTaIXVIOIOU, N KAUTTUAN NABNONG OTOV €AEYXO TOU POUTTOT KOl N
dlaTrpNoN TNG APOCiwong Tou XPrRoTn. AUTd Ta CNnUEia gival KpioIua yia Tnv

dnuioupyia £vog dIAoKEDAOTIKOU KAl EUXAPIOTOU TTaIXVIOIOU TTPOG TOV XPrOoTh.



Ke@aAaio 4. Zxed100uOG Kal APXITEKTOVIKN
2UOTIUATOG

4.1 ApXITEKTOVIKA 2UCTAUOATOG

H apXITEKTOVIKA TOU CUCTANATOG BaCiCeTal O€ TEOOEPA BACIKA OTOIXEIA:

e To pouTroT

e ’'Eva ouotnua aicbntipwv

e 'Eva eAeyktr) PID

e Tnv aA\nAeTTidpaon Pe Tov XprRoTn.

AUTA Ta OoTOIXEIO AEITOUPYOUV O€E TTPAYHATIKO XPOVO KATA TN DIAPKEIA TNG TTPOCONOIWONG.
2UYKEKPIYEVA, TO OUCTNUA AICBNTHPWY KATAYPAPEl DEDOMEVA VIO VA UTTOPEI VA UTTOAOYIOTEI
Mia TN o@AAPaTOG, N otroia XpnolpoTrolgital oTtov eAeykTr) PID. To ammotéAeoua Tou
eAeyKTA KaBopilel To oUCTNUA KATEUBUVONG TOU POUTTIOT, VW N AAANAETTIOpaCN TOU XPAOTN
Kal N TPOTTOTTOINON TWV TIMWY TOU ETTITRETTETAI VO GAAAEEI TN CUPTTEPIYOPE TOU POUTTOT. H
YEVIKI QPXITEKTOVIKI] TOU CUCTHMATOG KAl TO BOCIKA OTOIXEIA TOU CUOTAPATOG EAEYXOU
TTaPOUCIAdovTal 0TO ZXAMA 1. ZTN YEVIKA QPXITEKTOVIKA TOU CUCTANOTOG OTO ZXNua 1
TTapoucidleTal n uAoTToinon €IKOVIKWY aicOntrpwy line following (ZxApa 5), 0 uTTOAOYICHOG
o@AAPaTOC Kal N uAotroinan eAeykTA PID (Zxpa 7) kai n epappoyn Kivnong Kai oTpoPAg
TOU POMTTOT e Baon Tnv £€0d0 Tou PID (2xAua 8) Ta otroia Ba doupe o€ peyEBuvon HEoW

OoXNMATWV OTa ETTOPEVA KEQAAQIQ.

Figure 1: ['evIK) ApXITEKTOVIKI) TOU GUOTHUATOS EAEYXOU TOU POUTTOT.



4.2 2xedlaauog PopTtror

H uAotroinon Tou pouTrdT £yive atn kKAGon Pawn (Movi) Tng Unreal Engine, 6TTwg gaiveTal
OTO ZXAMA 2, EVW N TOTTOBETNOT) TOU OTO EIKOVIKO TTEPIBAAAOV TTapOoUCIAdeTal OTO ZXAuUa 3.
H kAdon Pawn xpnoIJoTroInenke yia TNV QUOIKH avaTtapdoTaon Tou POPTTOT TO OTTOI0
aAANAOETIOPA Kal KIVEITAI O€ pIa ETTITTEON £TTIPAVEIA. XpNOIMOTTOIWVTOG £vav Bpaxiova
TTPOOTEBNKE MIA KAPEPA OTTO TTAVW TTPOG TA KATW OTO POMTIOT YIA VA TTAPEXOUME HIa

Kabapr €IKOvVA TNG Kivnong ToOU POUTTIOT Kal TOU TTEPIBAAAOVTOG TTOU AAANAOETTIOPA.

Na TNV Kivnon Tou pouTtroT XpnolPoTToInenke 1o oToixeio FloatingPawnMovement Tng
Unreal Engine 10 oT1T10i0 €ival utteUBuvo va diaxeipifeTal Tn Kivnon Kal TNV TMTAXUVON TNG
kAdon Pawn. H kateuBuvaon kai n Taxutnta TNS Kivnong kaBopifovTal atmd £vav eAEYKTN
PID 1rou uAhotroiiOnke péow Blueprints otnv Unreal Engine, o otroiog diafdadel dedouéva
Kal Ta TpoodoTei oTo FloatingPawnMovement yia va ekTeAeoTei N Kivnon Tng KAGong

Pawn.

Figure 2: To eikoviko poutror ws Pawn otnv Unreal Engine



Figure 3: Top-down 1m00B0AR TOU POUTTOT OTO EIKOVIKO TTEPIBAAAOV

4.3 2uoTnua aiodnTipwv

To pOUTTOT XPNOIYOTIOIET TPEIG £IKOVIKOUG infrared(utrépuBpeg) aiobnTrpES yia TV

TTPOCOWNOIWOCN TG CUUTTEPIPOPAG VOGS PEANICTIKOU POUTTOT:

e £va aploTepod aiocbnmpa IR
e £va KevTpIkO aloBnmpa IR

e ¢va oei aicOnmpa IR

Kd&Be eIkovIKOG ailoOnTrpag Asitoupyei pEow pia ypaupng akTivoBoAiwv(raycasting) Tou

KaTeuBbuUvETaI TTPOG TNV ETTITTEDN £TTIPAvEIa. O KABE IKOVIKOS aioBnTAPAS Bewpeital evepyog
OTAV TEUVEI £VA AVTIKEIYEVO TO OTTOIO £XEI TNV ETIKETA “Line”, OTN TTPOKEINEVN TTEPITITWON TV
Maupn ypauun Tévw otnv eTmiTredn em@daveia. H avixveuon NG yPAPPNAS TTPAYUATOTTOIEITAI
MEOW EIKOVIKWYV a1oOnThpwy, o1 0TT0iol uAoTToloUVTal UE line traces, OTTWG ATTEIKOVICETAI OTO

2xAMa 4 kal n avtioToixn uAotroinon oto Blueprint TTapoucidletal oto ZXAKA 5.



Me auTr] TNV TTPOCEYYION YivVETal N avaTTapdoTaon Twy AlIoBNTHPWYV TTOU XPNCIUOTTOIOUVTAI
o€ TTpayuaTtika pouTroT yia line following. H xprion tpiwv aiodntipwy Bondd 1o pouTroT va
UTTOAOYIOEI JE TTEPICTOTEPN AETTTOUEPEIO TN BE0N TOU O€ OXEON WE TNV YPAPMN Kal

emTpéTTel oTtov eAeyKTH PID va Eexwpilel MIKPES KAl ATTOTOUES OTPOPEG.

Figure 4: Eikovikoi aiobntripes ypauuns (Left, Center, Right)

Figure 5: YAomoinon aicbnmpwyv uéow line traces oro Blueprint

O1Twg @aiveTal 0TO ZXNMUA 5, N avixveuon TNG YPANKNAG TTPAYUATOTTOIEITAI JECW
KaTakOpuPwv line traces, Ta otroia eAEyXouv av N EMIPAVEIA KATW OTTO TO POUTIOT PEPEI TN

owoTn eTIKETA “Line” kau &eixvouv aTo user interfaces TTOTE EvEPYOTIOIEITE.

4.4 ANigttan xpriotn (User Interface)

Méow Tou ocuoTthuartog Widget Tng Unreal Engine, uhottoiinke éva User Interface yia tnv

TTapakoAoUBnan Kal Tov €AEyx0 TNG TTPOCOUOIWAONG, TNG TaXUTNTAS TOU POPTTOT, TNV



€TMAOYN €MTTEDOU Kal TNV ETTECEPYQTIa TwV TTAPAPETPWY Tou eAeykTr PID. To User

Interface trepIAaupaver:

o  KOUNTTIG TTOU ETTITPETTOUV OTOV XPrOTN VA EKKIVEI KAl va SIAKOTITEI TN AEITOUPYia TOU
POUTTOT KAl TWV AIoBNTAPWYV KAl VA ETTAVAPEPEI TO POUTIOT OTNV APXIKNA Tou BEan.

o Eikovikoi puBpuioTég(slides) TTou eMITPETTOUV OTOV XPROTN VA ETTECEPYALOVTAI TNV
TaXUTNTA KOl TIG TTApAPETPOUG Tou €AeyKTA PID Kai va aAAGlouv o€ TTpayuaTIKO
XPOVO TN CUMTTEPIPOPA TOU POUTTOT.

o Evodeiteig keipévou yia Tnv dpeon TapakoAouBnon TnG AsIToupyiag Twv aiodnTApwy.

To User Interface Aeitoupyei wg £va oUOTNPO EAEYXOU TTOU ETTITPETTEI OTOV XPROTN VA
aAANAoeTIOPA O€ TTPAYUATIKO XPOVO HE ATTOTEAECUA VA PTTOPEI va TTapakoAouBei dueca Ta
OTTOTEAEOUATA TWV AAAQYWV TWV TTAPAPETPWY Kal TNV aAAQYA CUPTTEPIPOPAS TOU POUTTOT,

OTTWG QaiveTal 0TO ZXNKa 5.

LEFT:OFF CENTER: OFF RIGHT: OFF Start Timer START STOP

Outdated HLODs deiegiedaHI-0Deheed to be rebuili (63 outdated) n
00:00.00 e
- -

Kp
Ki

Kd — =

Figure 6: AiadpacTikd epiBaAAov xpRatn yia tov éAsyxo Tou PID eAeykTh

4.5 Yhotroinon eAeykt PID péow Blueprints

To Tapdv ke@aAaio Trepypa@el TNV uAotroinon evog eAeyktr PID otnv Unreal Engine, ue
OTOXO TOV £AEYXO TNG KivnoNng €VOG €IKOVIKOU pouTTOT yia line following. 2& autd 10
KEQAAalo, divetal Eu@acn otnv uhotroinon Tou eAeykTr PID katd Tnv avAaTtuén Tou
OUCTANATOG KAl TOV TPOTTO PE TOV OTT0I0 01 apx€G Tou PID gAéyxou evowpatwonkav péow

Blueprints.



H uAotroinon BacioTnke attokAgIoTIKG 0TN Xprion Tou cuoThpaTog Blueprints Tng Unreal
Engine, 6TTwg Qaivetal 010 ZxAua 7, EMTPETTOVTAG TNV AVATITULN TOU CUCTAPATOG, TOU
POUTTOT, TWV AIoBNTAPWYV Kal Tou eAeyKTr PID, xwpi¢ TN xprion yAwooag
TTPOYPAUMATIONOU. Xpnoihotrointnkav JETABANTEG yia TIG TIMES TOV TTapauETpwyY Kp, Ki kal
Kd Ttou eAeykTh PID kai TIG HETABANTEC GOAAUATOG(TPEXOV OQAAUA, TTPONYOUUEVOU OPAAUQ

KAl OANOKARpWUA OQAAUATOG.

Figure 7: YAomoinon tou eAsykrn PID uéow Blueprints otnv Unreal Engine

4.6 YTTOAOYIOHNOC OQAAUOATOC

H Baoikn €icodog yia Tov eAeykTh PID €ival n Tiufl oedAuartog (e(t)), n otoia deixvel Tnv
ATTOOTOCN TOU POMTIOT ATTO TO KEVTPO TNG YPANUNAG TTOU aKOAOUBEI. 2T TTapouca
uAoTtroinon, N aloONTAPES TTAPEXOUV TTANPOPOPIEG OTO POUTIOT OE APIBUNTIKA LOP®H Kal
oTn ouvéxela eCeTaleTal n dia@opd PeTagUu Tou apIoTEPOU Kal Tou de€lou aicbnTtrpa. H
dla@opd peTagu auTwy Twy dUo alIoBnTApwV gival N TIuA 0@AAPATOC TTPOG Ta APICTEPA N
0e€Id, n otroia BonBdgl To POUTTOT VA TTAPAMEVEI TTAVW OTN YPOUUL TTOU OKOAOUBEI.
EmirA€ov, yia Tov uttoAoyioud Tou derivative dpou Tou eAeykTr) PID, atmoBnkeueTal Kai n
TIUA TOU TTPONYOUUEVOU OQAAUATOGC YIO VO UTTOPETEI VA UTTOAOYiEl TO puBUOGS HETAROANG
Tou 0@AAuaTog. Me auTtdv Tov TPOTTO, ETTITPETTEI GTOV EAEYKTH va TTPORAEWEI Kal va avTIOPd

MO OMOAG 0€ aTmOTOuEG AAAQYEG TNG DIOdPOUNG.



270 ZXAMa 7 TTaPOUCIAZETal O TPOTTOG JE TOV OTTOI0 UTTOAOYIZETAI TO OQAAUA Kal

epappoderal o eAeyktnG PID, ocuvduadovTtag Tig TIHEG Kp, Ki, Kd.

4.7 Kivnon tou PouTtroT TTpog 1a EUTTPOC

H Kivnon 1Tpog 1a EUTTPOG TTPAYUATOTIOIEITAI AVEEAPTNTA ATTO TNV TTEPIOTPOPN. AUTA N
Kivnon eAEyXETAl HEOW MIAG PETARANTAG TaXUTNTAG, TV OTTOIA YTTOPEI VA TPOTTOTTOINCEI O
XPNoTNG HEOW EIKOVIKWY puBuIoTWwY. 'ETOI utTopei va JeAETNOET N CUPTTEPIPOPA TOU POUTTOT

UTTO OIAQOPETIKEG TIMEG TAXUTNTAG.

H €¢0d0og Tou eAeykTr PID xpnoiyoTrolgital yia T pUBPION TG OTPOPAG TOU POUTTOT, EVW N

eEUTTPOOBIa Kivnon uloTtrolgital péow Tou FloatingPawnMovement component (ZxAua 8).

Figure 8: E@apuoyn kivnong kar otpo@ng tou poutror ue Baon tnv é€odo tou PID

4.8 AladpaoTikdG ‘EAeyxoc MNapauétpwy oto MepiBdAAov xpioTn

lNa TNV gvioxuon Tou CUCTAUATOG KAl YIA VA JTTOPEI 0 XPriOTNG VA TPOTTOTTOIEI TIG
TTapapETpoug Tou eAeyKkTA PID Kal TNG TaxuTNTag, £YIVE UAOTTOINCT TEOOAPWY EIKOVIKWY
puBuioTwy. O1 aAAayEG yivovTal OE TTPAYHOTIKO XPOVO, TO OTTOI0 divel HEYAAN EKTTAIOEUTIKI)
agia Kabwg 0 XpPAOTNG UTTOPEI va TTapakoAouBno el Aueon TIG AAAAYEG OTN CUUTTEPIPOPA

TOU POMTIOT.

H uAoTroinon TPIWV KOUMPTTIWV €KKIVAONG, OIOKOTTAG KAl ETTAVAQOPAS POUTIOT TNV APXIKN
Béon emMTPETTOUV OTO XPNOTN TNV ETTAVAANWN KAl ETTAVEKKIVNOT TWV TTEIpAPATWY. ETriong,
ETTPETTOUV TN OUYKPION BIAQOPETIKWY PUONIcEWY, TO OTT0i0 KaBIoTd TO cUCTNHA

KATAAANAO yIa EKTTAIBEUTIKI) XPron.



KegaAaio 5. MNeipapaTtiki AZIoAGynon Kai
ATToTEAEOUATO

AUTO TO KEQAAAIO A@OPA TN TTEIPAPATIKY A&IOAOYNON TOU POUTIOTIKOU CUCTHUATOG line
following 1Tou dnuioupynBNKe yia Tn TTapouoa SITTAWMPATIKA epyaacia. 2TOX0G TNG
TTEIPANATIKAG agIoAOYNoNG gival va HEAETNOEI N AsITOUPYiQ TOU POUTTOTIKOU GUCTHATOG
TTaPAKOAOUBNONG YPAUMNG, TTWG AVTATTOKPIVETAI TO POUTTOT OTIG PUBUICEIS TWV
TTAPAUETPWY TOU €AeYKTH PID Kal TOV TPOTTO PE TOV OTT0i0 AAANAOETTIOPA O XPOTNG UE TO

POMTIOTIKO oUCTNHA.

5.1 MNepiBaAlov AoKIphwyv

O1 dokKIuég TTpayuaToTroINBnKav o€ £va €IKOVIKO TTEPIBAAANOV TO OTTOI0 dnNUIOUPYABNKE HECW
NG unxavig maixvidiwv Unreal Engine. To epIBaAAov dokKIpwy TTEPIAAUPBAVEI TPEIG
dla@opeTIKES TTiOTEG line following, o1 0TT0iEg avTioToIXOUV O€ dla@opd eTTITTEda SUCKOAIOG

(eUkoOAO, peoaio, SUOKOAO)

e EUKOAO £TTITTEQO: OUVEXNG YPAUMI XWPIG dIACTAUPWOEIS ] ATTOTOUES
OTPOPEG(YWVIEG HEYOAUTEPEG TwV 90° poIpwV), OTTWG PAivETAlI OTO ZXNKa 9.

e Meoaio eTiTTEdO: YPAUUL HE DIACTAUPWOEIG KAI TTIO ATTOTOUEG OTPOPES OTTWG
@aivetal oto 2xApa 10.

e AUOKOAO €TTITTEDO: YPOAUMI HE DIAKEKOMPEVA TUAMATA KAl YwVieg 90° poipuwv OTTWG

Qaivetal oto Zxnua 11.

To pouTTOT KIveiTal TTAvTa e oTaBepr) TaxutnTa (Speed = 1.0) o€ OAeG TIG OOKIPES Kal TA
ETTITTEDA, WOTE N CUYKPION TWV ATTOTEAECUATWY WOTE N OUYKPIOT TWV OTTOTEAECUATWY

QTTOKAEIOTIKA OTIG TTAPAUETPOUG Tou eAeYKTA PID.



Figure 9: lNiora eukoAn¢ duokoAiag

Figure 10: lMiora peoaiag duokoAiag



%;
.

Figure 11: [Miota uwnAng duokoAiag ue
OIaKEKOUUEVN Ypauun

5.2 Meipduata PuBuiong PID

MNa Tnv Teipapartikr agloAdynon €Xouv XpnoluoTToInBEi Tpia dIa@opeTIKA GUVOAA
TTapapéTpwy PID, TTou avTITTpOooWTTEUOUV BIAPOPETIKOUG TPOTTOUG eAEyxou. OI TTapAUETPOI
Speed, Kp, Ki kai Kd 1Tou xpnoigoTtroloUvTal OTO €IKOVIKO TTEPIBAAAOV dEV avTIOTOIXOUV O€
QUOIKEG Povadeg pETpnong. O1 TINES AQUTEG XPNOIMOTTOIOUVTAI CUYKPITIKA, JE OTOXO ThV
agloAOynon TNG CUNTTEPIPOPAG TOU CUCTHHATOG KAl OXI TNV AVTIOTOIXIOA TOUG O€

TIPAYUOTIKEG QUOIKEG TTOOOTNTEG.

e 2U0voAo A (OpaAn / AcpaAng)

Speed =1.0, Kp=1.4, Ki=0.03, Kd =0.35
e 2UvoAo B (looppotrnuévn)

Speed =1.0, Kp=1.4, Ki=0.03, Kd =0.35
e 2U0volo I' (EmBeTIKR)

Speed = 1.0, Kp = 2.2, Ki =0.06, Kd =0.60

Ta ouvoAa yia Ta Treipdpata puBuiong PID dokiuydoTnkav Kal oTa Tpia TTiTTEda SUCKOAIOG.
Ma 10 KABe oUvoAo £yivav TPEig TTPOCTIABEIEG O€ KABE €TTITTESO KAl ETTIAEXONKE N KAAUTEPN.
Katd tn didpkeia Twv TTEIPARATWY, 0 XPROTNG MTTOPOUCE va pubpilel TIC TTAPANETPOUS KAl

va TTapaKoAouBEi TN xpovouéTpnon, OTTwG @aiveTal 0To ZxAua 12.
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Outdated HLODs detected, HLODs need to be rebuilt (63 outdeteg)

Figure 12: PuBuion mapauétpwy PID Kai xpovouérpnon Kard tn dIGpkeia OOKIUNG

5.3 ANnAeTTidpaon Xprotn

O xpAoTNG aAANAOETIOPA UE TO POPTTOTIKG CUCTNUA PECW EVOG BIAdPACTIKOU EIKOVIKOU
TTEPIBAAAOVTOG, TO OTTOIO ETITPETTEI GTOV XPNOTN VA aAAAEEl TIG TTapapéTpoug Speed, Kp, Ki
kal Kd Tou eAeykT PID. ETiTTAé0v, 0 XpAOTNG UTTOPEI VO EVEPYOTTOINON KAl VA OIAKOWEI TN

AgIToupyia Twv aIoBnTAPWY Kal va EEKIVIOEI XPOVOUETPNON YIa KABE SOKIN.

Méow Tou TTEPIBAANOVTOG DOKIUAG KAl TOU TTEIPANATIONOU, O XPrOTNG UTTOPEI Va
TTaPAKOAOUBEi TTWG o1 aAAayEG OTIG TIMEG ToU EAeYKTA PID Tnv Tn Xpovo eTmiTuxiag Tng

O100POPNAG KAl TNV ETTITUXIA TOU CUCTAPATOS TTAOYNONG.

AuTi n TTPoCEyyIon BEATIWVEI TN EKTTAIOEUTIKA dIadIKOCIa KAl JETATPETTEI TN KATAVONON KAl

TN pUBuIon Tou eAeykTr) PID o€ pia 1o diaokedaoTikr Kal dladpaoTIKL EUTTEIPIAL.

5.4 AtroteAéoparta lMNeipapdTwy

AUTO TO KEQAAAIO €EETACEI TA ATTOTEAEOPATA ATTO TA TTEIPANATA KOl TTWG O AANAYEG OTIG
TTapAapETPOUG TOou €AeYKTH) PID etTnpeddouv Tnv ammédoon Twv pouTToT o€ TTEpIBAAAOVTA.
Kd&Be auvoAo TrapapéTpwy OOKINAOTNKE Kal OTa Tpia eTTiTTeda duoKOAIag Kal GUAAEXBNKav
atroTeEAEOUATA OTTO OUVOAIKA evvEQ BOKIMEG. O1 TTpooTTaBEIEG PE YAAAQIO POVTO
TTAPOUCIAZOUV Ta OTTOTEAECUOTA TOU 2UVOAOU A, UE TTPACIVO YOVTO TTAPOUCIAlOuV Ta

atmroteAéopaTa Tou Zuvolou B kal e TToOpTOKaAi pOVTO TTapoucidlouV Ta aTTOTEAEOUATA TOU



2uvoAou . Tn kaAUTepn TTPooTTAOEI0 0€ KABE €TTITTESO ATTOTEAOUV TA ATTOTEAECUATA ME

€VTOVO KEIPEVO.

Mivakag ATroTeAeOHATWV: ZUYKEVTPWTIKA ATroTeEAéoparta Meipapatikig Aladikaoiog

Etmitredo

Meoaio

AUokoAo

20voAo MNMapapéTpwyv

2uvoho I

20volo I’

2.2

Kp

2.2

2.2

Ki

0.06

0.06

Kd

0.60

0.60

Xpovog

38s

1mO08s

Kartdotaon

EmTuxia

Emituyia

EmiTuyia




EUukoAo Emitredo: 210 £uKOAO ETTITTEDO Kal Ta TPia oUVOAQ KATAPEPAV VO OAOKANPWOOUV
TN EMTUXWG TN dI0QPOMN XWPIiG TTpoRAAuaTa, PE TO I00PPOTTNHEVO OUVOAO B va
ATTOdEIKVUETAI TO TTIO Ypriyopa o€ Xpovo. O1 XpOvol Kal TwV TPIWV CUuVOAwYV fTav petagu 30
Kal 33 OEUTEPOAETTITWYV. AGYW TNG MIKPAG dIaPOPAg OTO XPOVO PAIVETAI OTI TO EUKOAO

eTTiTredo dev XpelaleTal TMOETIKY) pUBUION Tou eAeykTr PID.

Meoaio ETritTredo: 210 peoaio TTiTredo Kal Ta Tpia cUVOAA KATAPEPAV VA OAOKANPWOOUV
TN EMTUXWG TN d10dPON], WOTOOO N ETMOETIKA pUBPIOT Tou ouvOAou I OAOKARPWOE TN
d1adpourf OTOV CUVTOUATEPO XPOVO. AUTO TO YEYOVOG OeiXvel OTI N ETTIBETIKN pUBUION TOU

eAeykTA PID BeATiwovel Tn TAoRynon cou d1adpopéG TTou gival TTIo OUVOETEG.

AUokoAo ETritredo: 210 dUOKOAO £TTiTTEOO TO GUVOAO A Kail B atréTuxav va oAOKANpwoouv
TN d1adpor, XAVOVTaG TN YPOUMI O€ THAHUATA TTOU €iXaV ATTOTOUEG OTPOPES. To oUVOAO I
ATAV TO JOVADIKO TTOU OAOKARPWOE TN dIAdPOWN UE ETTITUXIO O€ XPOVO 1 AeTTTOU KaI 8
OeUTEPOAETTTWYV. AUTO TO Yeyovog deixvel OTI o€ aTtaITnTIKA oevapla line following xpeiadeTal

MIa TTI0 €TIOETIKA pUBUIoN Tou eAeykTr PID yia pia emmitux TAoriynon otn diadpoun.

2UVOAIKQ, Ta attoTeAéopaTa Ogixvouv 0TI KaBWG augdveTal n dUoKOAIa Tou €TTITTEDOU, N
pUBUIoN TwV TTAPAUETPWY ToUu €AeYKTA PID €xouv peyaAUTtepn onuacia yia tn TITUXN

TTAOlyNnON TOU POMPTTOTIKOU CUCTANATOG OTN OIAdPON).
5.5 2uliTnon ATTOTEAEOUATWYV

2TO TTAPOV KEQAAAIO TTPAYHATOTIOIEITAI N OUZTNON TWV ATTOTEAEOUATWY TTOU TTPOEKUYAV
Q1O TNV TTEIPAUATIKI AgIOAOYNON TOU CUCTAUATOG, OTTWG AUTA TTAPOUCIACTNKAV OTO
TTPONYOUNEVO KEPAAalo. Ta TreipduaTa €0TIAJOUV OTN CUUTTEPIPOPA TOU POUTIOT O€
OIaQOPETIKA eTTiTTEOO DUOKOAIOG Kal 0TN oxéon METALU TNG pUBUIoNG Tou eAeykTA PID kai

TNG aTTOGdO0NG TOU POUTTOTIKOU GUCTHHATOG.

Ta ammoteAéopara deixvouv OTI N €TMAOYA TWV TTAPAPETPWY Tou €AeyKTH PID eTTnpeddel
ONMAVTIKA TN CUPTTEPIPOPA TOU POUTTOT, 181aiTEpa o€ amrauTnTIKG TTEPIBAAAovTa line
following. Z¢ eUkoAa eTTiTreda d1adpouwyV, AKOPN Kal Ol a0PAAEC PUBUICEIC TOU EAEYKTA €ival
QPKETEG yIa TNV €TTITUXN TTAORYNON. AvTiOETA, O€ TTIO OUVOETEG TTIOTEG, N ETTIBETIKN) pUBUION

TOU €AEYKTH aTTOOEIKVUETAI KPIOIUN YIA TN ETTITUXIA TNG dIAOPOUAG.

AuTo emBeBaiwvel TN onuacia TNG CWOTACS ETAOYAG TINWY Twv TTapauéTpwy Kp, Ki kar Kd,
avaAoya JE TIC aTTaITACEIS Tou TTEPIBAAAOVTOG. H augnon TnG SBUCKOAIQG TwV TTIOTWYV £0€ICE



o1 o€ TTEPIBAAAOVTA PE BIAOTAUPWOEIG, ATTOTOPEG OTPOPES KAl DIAKEKOUPEVES YPAUMEG, TO
ouoTnua atraiTei JeyaAuTepn akpifeia kai Taxutnta d1opwong. H otadiakr yerdpaon armo
€UKOAEG 0€ DUOKOAEG TTIOTEG AEITOUPYNOE ATTOTEAECUATIKA OTN KATAVONTH OUYKPIOTN JETALU
TWV OIAPOPETIKWY CUVOAWVY YIA TIG TIMEG TWV TTAPAPETPWY. Me Tov TPOTTO AUTO, £YIVE
EMPAVEG OTI Oev UTTAPXEI Hia “BEATIOTN” pUBUIoN PID yia 6Aa Ta ogvdpia, aAAd aTraiTeital

TTPOCAPHOYN AVAAOYQ PE TO ETTITTEOO BUOKOAIOG.

Mé€pa atrd TNV TEXVIKI TTEIPAUATIKI) agloAdynaorn, n duvaTtoTnTa Aueong pUBUIONG TwV
TTOPAPETPWYV TOU EAEYKTI KAI N OTTTIKY TTAPAKOAOUONON TNG CUPTTEPIPOPAS TOU POUTTOT
EMTPETTOUV OTOV XPAOTN Va KaTavorogl o€ BaBog T Asitoupyia Tou PID gAeykTr, TO OTTO0IO

QVOOEIKVUEI TNV EKTTAIBEUTIKN agia TNG dI1adIKACIOG TTEIPAPATWY KAl OOKIMWV.



Ke@aAalo 6. ZUPTTEPAOUA, TTEPIOPIOHUOI KOl HEANOVTIKA
epyaoia

To Tapdv Ke@AAaio ouvowilel Ta BACIKA CUMTTEPACHUATA TNG TTAPOUCAG DITTAWMNATIKAG
EPYOOIiag KAl ATTAVTA OTA EPEUVNTIKA EPWTHAUATA TTOU TTapouciddovtal ato Ke@aAaio 3.
MapaAAnAa, oulnTtd Toug TTEPIOPICHOUG TNG TTAPOUCAS DITTAWMATIKAG EPYOCiag Kal

TTPOTEIVEI KATEUBUVOEIG yIa HEAAOVTIKA €PEUVA KAl ETTEKTACT) TOU OUCTHHUATOG.

6.1 Atmavrnon ota EpsuvnTika EpwTrjuara

Epeuvnriko spwrnua 1: lNwg umropei va xpnoiuomoinOsi n Unreal Engine yia tnv
TPOOoONOIWON PEAAICTIKWY POUTTOT KAI POUTTOTIKWVY aiodntipwyv pyéoa os éva

mepiBaAAov mraixvidiou;

Ta ammoteAéopara Tng epyaciag deixvouv O11 n Unreal Engine ptropei va aglotroindei yia Tnv
TIPOCOWPOIWON EVOG POUTTOTIKOU CUCTAMATOG O€ EIKOVIKO TTEPIBAAAOV TTaIXVIOIoU. Méow TNG
XPnong Tou ocuoTiuatog Twv Blueprints kal Twv pnxaviopwy line tracing, £€yive n uhotroinon
€VOG POUTTOT UE CUPTTEPIPOPA TTOU TTPOOCEYYiel TTpayuaTIKA oevdpia line following. Ol
EIKOVIKOI aI0BNTAPES ETTETPEWYAV TNV QEIOTTIOTN TTPOCOPOIWGON TTapakoAoUdNoNng YPAPUAG

Kal TNV TTapoyr dedouévwy otov eAeykTr PID.

QoT1600, cival onUavTikd va BIEUKPIVIOTEN OTI, 0€ AQUTHV TN SITTAWMATIKY EpyaTia,
XPNOIMOTTOINONKE £va £TOINO POPTTOTIKO MOVTEAO Kal O aloBNTAPES UAOTTOINONKAV
XPNOIMOTToIWVTAG line tracing Kal AoyIKoUg EAEyXOUG yia TTapakoAoUuBnaon ypauung Kai oxl
WG avaTTapaoTACEIG TTPAYUATIKWY aloOntipwy. MNap '6Aa autd, auti n nEBODOG ETTITPETTE
TNV Katavonon Tng oUvoeong METAEU aloBNTNPIAKWY BEBOUEVWV Kal EAEYXOU Kivnong Kal
TTPOOoEYYiCel TN AEITOUPYIKI) CUPTTEPIPOPA TWV TTPAYUATIKWY aloOnThpwy TToU akoAouBouv
N ypapun. Q¢ atrotéAeopa, n Unreal Engine cival o Béon va TTapéxel peAMIOTIKES
TIPOCOPOIWOCEIG TTOAAR KOANG TTOIOTNTAG, EVW TAUTOXPOVA TTPOCPEPEI DUVATOTNTEG VIO
TTEPAITEPW EUTTAOUTIOUO, ETTITPETTOVTAG TNG VA TTIPOCOUOIWVEI HE HEYOAUTEPN OKPIBEI TN

OUNTTEPIPOPE TTPAYHATIKWY POUTTOTIKWY aIoONTAPWV.

ZUppwva pe Ta euprpata Twv Juliani et al. (2018) kai Pan et al. (2020), o1 unxavég
TTAIXVIBIWV PTTOPOUV VA XPNOIKWOTTOINBOUV WG TTAATQOPUES TTPOCOUOIWONG YIA POUTTOTIKA
OUCTAPATA, TTApEXOVTAG UWNAS BaBud OTITIKAG avatmapdoTaong Kal d1adpacTIKOTATAS. Ta
aTToTEAEOPATA AUTAG TNG MEAETNG UTTOOTNPICOUV aQUTA Ta EUpruaTa Kal JEoW TNG Unreal
Engine ka1 TnG xpriong Blueprints, uAotroinBnke £va AEITOUPYIKO POUTTOTIKO cUoTnua line



following pe €iIkovikoUg aloBnTrRpeg Kal eAeykTr) PID, atmmodeikvuovtag 6T n unxavn
TTAIXVIOIOU PTTOPEI VA UTTOOTNPIGEI BACIKEG APXEG POUTTOTIKOU eAEyxou. QOTOOO, N TTapouca
uAoTtroinon dev avatrapioTd TTANPWG TN QUOIKK TTOAUTTAOKOTNTA £VOG TTPAYUATIKOU POUTIOT,
oUp@wva e 1o Bépa Tou (Shah et al., 2018). Me ammotéAeoua, n Unreal Engine dev
XPNOIMOTTOINONKE yIa TTAPN PEAAICTIKI) TTPOCOMOIWAN, AAAG yIa UYPNAAG TTOIOTNTAG

AEITOUPYIKN TTPOCOUOIWGCN EKTTAIOEUTIKOU XAPOKTAPA.

H trapouca dITAwAaTIKR epyacia dgv EpxeTal o€ avTirapdBeon pe T BiBAIoypagia, aAA&
ETTEKTEIVEI TTPONYOUMEVEG HEAETEG EQAPUOLOVTAG TIG BeWPNTIKES dUVATOTNTEG TWV game
engines o€ éva eKTTAIBEUTIKO TTEPIBAAAOV TTaIXVIOOTTOINONG Kal d1adpacTIKNG pUBUIONS TOU

eAeykTA PID o€ mrpayuatikd xpdvo.

Epeuvnriko spwrnua 2: Moieg givai o1 TTPOKANOEIS Kal TA EUTTOOIA YId THV
EVOWNATWON TNS POMTTOTIKING O€ éva mepIBAAAov maixvidiou Kal TTwWS NITOPOUV va

AVTIUETWITIOTOUV;

Katd Tnv uAoTroinon Tou CUCTAPATOG EVTOTTIOTNKAV OPKETEG TTPOKANCEIG, OTTWG N
TTOAUTTAOKOTNTA TNG MNXAVAG TTAIXVIOIWY, N ATTOUCIA £€TOIMOU POPTTOT KAl ETOINWY
EPYAAEiWV POUTTOTIKOU EAEYXOU, OUOKOAEUOUV TNV APECN AVATITUEN POMUTIOTIKWV
eQappoywv. ETITTAé0V, BEV UTTAPXEI £TOIUN UTTOOTAPIEN YIA JEYAAN TTOIKIAIQ POUTTOT, OTTWG
Arduino, LEGO | Raspberry Pi, oUTe yia dIQQOPETIKA PHEYEBN POUTTOT KAl TUTTOUG
alocOnTPWV (T1.X. AICONTAPES YPAUMNG, UTTEPAXWYV N KAUEPEG), YEYOVOG TTOU TTEPIOPICEI TV
AUEON TTPOCAPPOYI OE TTPAYUATIKA POUTIOTIKA CUCTAUATA.

‘Evag akOun TTePIOPIOUOS aPopd TIG ATTAITAOEIS € UTTOAOYIOTIKOUG TTOpous. H Unreal
Engine atraiTei IoXupouUg UTTOAOYIOTIKOUG TTOPOUG YIA TNV OPOAL EKTEAEON PEANIOTIKWV
YPOQPIKWYV KAl QUOIKNAG TTPOCOP0IWONG, KATI TTOU EVOEXETAI VO ATTOTEAET EUTTOOIO O€
eKTTAIOEUTIKG TTEPIBAAAOVTA HE TTEPIOPICPEVO EEOTTAIONO. ETTiONG, N avdykn ayopdg ETOINWY
epyaAeiwv ) assets amd 1o marketplace 1ng Unreal Engine ptropei va auénoel To K6oTog
avaTTuéng. TEAOG, N ATTOKAEIOTIKI XPron VoG €IKOVIKOU TTEPIBAANOVTOG OTEPET ATTO TOV
XPNoTN TNV ATTTA EUTTEIPIA EAEYXOU TTPAYUATIKOU POUTTOT, OTTWG N CuvappoAdynon UAIkou,

n diaxeipion KaAwdiwv r} 01 aCTOXIEC TTPAYUATIKWY aloONnTipwV.

QoT1600, 01 TTPOKAACEIC QUTEG UTTOPOUV VA AVTIMETWTTIOTOUV HECW TNG OTAdIOKAG
QVATITUENG TOU OUCTAMATOG KAl TG XPNONG OTITIKOU TTpoypappaTiopou (Blueprints) kai
OUVOUAOTIKAG XPHoNng TNG TTPOCOHOIWONG ME TTPAYUATIKA POUTTOTIKA cuoThuaTta. H

TTapouoa dITTAWMATIKY epyacia deixvel 6T TTapdAo TTou n Unreal Engine dev givai



€CEIDIKEUPEVO EPYOAAEIO YIA EIKOVIKA POPTTOTIKA TTPOCOMO0IWON, UTTOPEI VO TTPOCAPHOOTEI
ATTOTEAEOUATIKA YIA EKTTAIOEUTIKOUG OKOTTOUG. [Mpoo@EpPEl AUEDN OTITIKY avaTtpo®oddTnaon,
ETTTPETTEI YPHYOPO TTEIPAPATIOUO XWPIG TOV KiVOUVO KATACTPOYPNG £COTTAICUOU Kal Vel TN
duvatoTnTa TTOAAATTAWYV BOKIPWY O€ TTPAYHATIKO Xpovo. lNa TTapdadeiyua, éva mTepIBaAAov
TIPOCOMOIWONG, OTTWG N Unreal Engine, eTTITPETTEl OTOUG QOITNTEG VA TTEIPAUATIOTOUV WE TIG
TTapapéTpoug Tou PID o€ éva ao@aAég Kal EAeyXOuEVO TTEPIBAAAOV, XWPIG TOV KivOuvo
TTPOKANONG BAAGBNG 0€ TTpayPaTik® POPTTOT ) TNV avAyKn ocuveXoug eTTavapuduiong
@uUOIKOU €COTTAICHOU. O1 aAAaYEG OTIG TIMEG TWV TTOPANETPWY UTTOPOUV VA EQAPPOCTOUV
Aueoa Kal N €MidPACT) TOUG va TTapaTNENBEi 0€ TTPAYHATIKO XPOVO, BIEUKOAUVOVTAG Th

oUVvOEDN PETALU BEwpiag Kal TTPOKTIKAG EQAPHOYNAG.

EmmAéov, n TTpooouoiwaon TTPoc@EPEl TN duVATOTNTA OTITIKOTTOINONG TNG CUUTTEPIPOPAG
TOU OUOTAMATOG, OTTWG TNG ATTOKAIONG aTTd TNV EMMBUUNTH TPOXId, TNG TAAAVTWONG A TNG
OTOBEPOTTOINONG TOU POMPTTOT, OTOIXEIQ TTOU CUXVEA gival OUOKOAO va yivouv avTIAnNTITd povo
MEOW HABNPaATIKWYV €loWoewv. MEoa aTTo TETOIEG OTITIKEG AVOTTAPACTACEIG, Ol
EKTTAIOEUOEVOI UTTOPOUV VO KATAVONOOUV KaAUTEPA TOV pOAO KABe 6pou Tou PID kai va

avaTrTuéouv diaioBNnTIKA avtiAnyn yia Tn diadikagia pUBUIONS TWV TTOPANETPWV.

TéNog, TrepIBaAAovTa 6TTwg N Unreal Engine emTpETTOUV TNV €UKOAN €TTAVAANWN
TTEIPAPATWY UTTO BIAQOPETIKEG OUVOAKEGS (TT.X. aAAayr BApoug pouTroT, TPIRAG, TaxUuTNTaG N
BopuBou aIoBNTAPWY), KATI TTOU OTNV TTPAYUOTIKI EKTTAIOEUTIKI) POUTTOTIKI] €ival Cuxvd
duokoAo i xpovoPBopo. Me autdv Tov TPOTTO, N TTIPOCOUOIWAOT AEITOUPYEI WG EVOIAUETO
0TAdI0 PABNOoNG, TTPOETOINAZOVTAG TOUG POITNTEG va eQapudoouy Tov eAeyKTr PID TTI0
QTTOTEAECUATIKA KOl JE HEYAAUTEPN QUTOTTETTOIONON O€ TTPAYMATIKA POUTTOTIKA CUCTANATA.
‘ET01, N eVOWNPATWON TNG POUTIOTIKAG 0€ TTEPIBAAANOV TTaIXVIOIOU, TTAPA TIG TIPOKAACEIG TNG,
OUMBAAAEI oNUAVTIKA OTNV KATAvOnaon Kal EKUABnon evvoIwv POUTIOTIKOU EAEyXouU, OTTWG O
eAeykTAC PID. EiTTAé0V, N TTPOCAPPOCTIKOTNTA TOU TTEPIBAAAOVTOG TTaIXVIBIOU Kal TNG
TTOAUTTAOKOTNTAG TWV TTPOKANCEWYV ETTITPETTEI TN XPHON TOU CUCTANOTOG O€ DIOPOPETIKA
EKTTAIOEUTIKG €TTITTEDA KAI NAIKIAKEG OUADBES, ATTO EICAYWYIKY EKTTAIOEUCT PEXPI AVWTEPN

TTAVETTIOTNMIOKI KATAPTION.

Ta eupAuaTa TNG TTapouoag epyaciag empBeRaiwvouv Tn BiBAloypagia (Pan et al.,

2020- Sobota & Pietrikova, 2015) mrou uttooTtnpilel 0TI Ta game engines dev ATTOTEAOUV
eCeIBIKEUPEVA epYAAEia yIa TNV EVOWUATWON TG POUTTOTIKAG O€ éva TTEPIBAAAOV
TTaIXVIOIOU, YEYOVOG TToU ONMIOUPYEI TTIPOKAACEIS OTNV OKPIREIO TTIPOCOUOIWGCNG Kal 0TN
dlacuvdeon pe TpayuaTiké hardware. Qotdéc0, cup@wvei Ye TN PIBAIoypagia yia serious



games (Zyda, 2005) ka1 ekTTaIdeUTIKAG pouTToTIKNG (Benitti, 2012), kaBwg Ta
TTAEOVEKTAMATA TNG AUEONG OTITIKAG avaTpoPodOTNONG, TNG ACPAAEIAG TTEIPANATIONOU Kal
NG YPHyopNng eTTavaAnyng OOKIPWY eVIOXUOUV ONUAVTIKA TNV EKTTAIBEUTIKN agia TOU

OUCTAMATOG TTOPA TIG TTPOKAACEIG KAl T EUTTODIA.

H Trapouca diITAwuaTIKR epyacia kataArnyel 6t n Unreal Engine, av kai 0x1 €€€10IKEUPEVO
EPYAAEIO YIO POUTTOTIKI) TTPOCOMOIWON, MTTOPET VA AEITOUPYROEI ATTOTEAEOUATIKA WG

EKTTAIOEUTIKO EPYAAEIO EAEYXOU POMTIOT.

Epsuvnriko epwrnua 3: MNMwg emnpeddouv o1 S1aPopETIKES TTPOKAOEIS TOU TTaIXVISIOU

TNV TTPOCONOIWON Kal TOV EAEYXO TWV POUTTOT;

H treipapatikr agloAdynon £0€1Ee OTI DIPOPETIKEG TIPOKAACEIG TOU TTaIXVIOIOU KAl TO
eTTITTE®0 OUOKOAIAG ToU TTEPIBAAAOVTOG, OTTWG N TTOAUTTAOKOTNTA TNG SIOdPONG, Ol
QATTOTOPEG OTPOYPEG KAl Ol AOUVEXEIEG TNG YPANMNAG, ETTNPEACEI AUECA TN CUUTTEPIPOPA TOU
POMTIOTIKOU CUCTAMATOG. 2€ ATTAEG TTIOTEG, OTTOU N YPOAUMI €ival OCUVEXNG, XWPIG
OIaCTAUPWOEIG KAl ATTOTOUEG OTPOPES, KON Kal o1 aTTAEG puBuioelg Tou eAeykTr) PID gival
QPKETEG YIA TN OTAOEPN KAl ETTITUXA Kivnon TOU POUTTOT, EVW O€ TTI0 OUOKOAEG DIODPONES HE
augnuévo eTTiredo duoKoAiag, aTralTeiTal ETTIOETIKA PUBUION TWV TTOPAPETPWY TOU EAEYKTN

PID kai yeyaAutepn akpipeia.

Ta ammoteAéopara autd deixvouv 611 TO TTEPIBAAAOV TTaIXVIDIOU eV ATTOTEAET ATTAWG £va
oTITIKO TTEPIBAANOV, aAAG éva B1adPaOTIKO eKTTAIOEUTIKO TTEPIBAAAOV TTOU PUBUICEIG TOU
xpRotn otov eAeykTr) PID emrnpedlouv Tnv attddoorn Kal Tr CUUTTEPIPOPA TOU POUTTOTIKOU
ouoThparog. O1 emAoyEG oxediaouou Tou TTaixviOIoU Kal Ol pUBUICEIC TOU XProTn OTOV
eAeykTA PID cuvdéovtal dueca pe Tnv atrdédoon Tou pouTTIOT, EvioXUuovTag Tn udénon kai
EMTPETTOVTAG OTOV XPNOTN VO KATAVONOEl TTWG BIAQOPETIKES TTPOKANRCEIG ETTNPEEACOUV TOV

POUTTOTIKO €AEYXO OTNV TTPAEN.

Ta TreipapaTikG amroteAéopata empBeRaiwvouv Tn BIBAIoypagia Twv Astrdm & Hagglund
(2006) tTou utrooTNPICEl 0TI N PUBUIoH PID g€aptaTal atmd TN dUVAUIKA TOU CUCTANATOG KAl
TIG TTOAUTTAOKOTNTA TOU TTEPIBAAAOVTOG. ETTITTAOV, CUNQWVED PE TN BIBAIOYpa®ia yIa TIG
Bewpieg Traixvidotroinong (Deterding et al., 2011- Hamari et al., 2014), kaBwg n avgnon
OUOKOAIOG AEITOUPYNOE WG INXAVIOUOG EVIOXUONG TNG TTEIPAUATIKAG NABNoNG.



TéNOG, n TTapouca dITTAWUATIKN epyacia deixvel OTI N TTOAUTTAOKATNTA TOU TTAIXVISIOU
ETTNPEACEI AUECTA TN CUNTTEPIPOPA TOU EAEYKTI KaI EVIOXUEI TNV EKTTAIDEUTIKI KATAVONON
Tou gAeykTr) PID.

Epsuvnriko spwrnua 4: Moia gival Ta Kpioiua onueia ornv EUTTEIPIAa Tou XpHorn Kara

TOV EAEYX0 EVOC POUTTOT HEOW EVOC TaIXVISIOU;

EVOEIKTIKA £va ATTO TA ONUAVTIKOTEPA CNWEIA gival N auecdTNTA TG ATTOKPIONG TOU
ouoThpaTog. OTTwg avadelkvueTal OTH CUYKEKPIPEVN EPYATia, N ATTOKPIOT OE TTPAYUATIKO
XPOVO PETALU TWV EVEPYEIWV TOU XPHOTN KAl TNG Kivnong Tou pOUTIOT €ival KaBopIOoTIKNA,
KaBwg oTroladATToTE KABUOTEPNON A KN PEQAIOTIKI) CUPTTEPIPOPG PTTOPET va 0dNYyAOEl O€

ouyxuon kal AavBaopévn katavonorn Tng Asitoupyiag Tou eheykTr PID.

‘Eva deUTEPO KPIOIWO OTOIXEIO AQOPd TNV OTITIKA AvaTpo@odOTNON KAl 0OpaToTNTA TNG
OUMTTEPIPOPAG Tou pouTIOT. H Xprion TpiodidoTaTou eikovikou TTepIBaAAovTog oTn Unreal
Engine emiTpETTeEl OTOV XPriOTN VA TTAPATNPEI AUECA TRV ETTIOPACN TWV AAAAYWYV OTIG
TapapéTrpoug Tou PID (Kp, Ki, Kd) oTnv Kivnon Tou pouTroT, 0TTwe TV TAAGVTWOn, TN
oTabfepoTroinon A TNV atTOKAIoN a1Td TN YPAuur. H OoTITIKA auTh avaTttapdoTacn cUhBAAAel
OUCIAOTIKA 0T oUvdeon Bewpiag Kal TTPALNG, KABIOTWVTAG APNPNUEVES EVVOIEG TTIO

KATAVONTEG.

IS1aiTepn onuacia €xel emiong n dialoBNTIKOTNTA Tou TTEPIBAAAOVTOG XpoTn (User
Interface). H duvatdtnta puBbuiong Twv TTapapéTpwy Tou PID péow atmmAwyv pubuioTwy Kal
KOUMTTIWV JEIWVEI TO YVWOTIKO QOPTIO TOU XPHOTN KAl TOU ETITPETTEI VA EOTIACEI OTN
OUUTTEPIYOPA TOU CUCTHHATOG Kal OXI OTAV TTOAUTTAOKOTNTA TOU XEIPIoPOoU. H owoTn
xapToypaenon (mapping) Twv EVEPYEIWY TOU TTAIKTN TTPOG TIG AEITOUPYIEG TOU POUTTOT

eVIoYUEl TO aioBnua eAéyxou Kal katavonong.

‘Eva akoun Kpioipgo aneio gival n ac@daAcia Kal N EAeuBepia TTEIPAUATIOUOU TTOU TTPOCPEPEI
TO €IKOVIKO TTEPIBAANOV. H duvatdtnTa doKIung akpaiwyv f AavBaopévwy Tipwy Tou PID
XWPIG TOV KivOuvo TTpOKANONG UNIKWV ¢nUIWV evOappUVEl TOV TTEIPAUATIONO Kal TN Jabnon
MEow BOKIUAG Kal AdBoug. AuTd To aoToIxEiO aTTOdEIKVUETAI IBIAITEPA ONUAVTIKO OThV
EKTTAIBEUTIK POUTIOTIKY, OTTOU OI XPOTEG OUXVA OIOTACOUV VA TTEIPANATIOTOUV OE

TTPAYUOTIKG CUCTAUOTA.

TéNOG, n TTaIXVvIBOTTOINCN KAl N UTTapén OTOXWV Kal TIPOKANCEWYV TTNPEACOUV BETIKA TN

déopeuon Kal To KivnTpo Tou XproTn. H diadikaoia eupeong KatdAANAwy Tipwyv PID woTe 10



POMTTOT va KOAOUBEI TN YPAUUN HE OTABEPOTNTA KAl AKPIBEIO JETATPETTETAI OE PIO
TTaIyVIWON EUTTEIPIA, EVIOXUOVTAG TNV EVEPYN CUUMETOXN Kal TN BaBUTEPN KATAVONON TWV

APXWV POUTTOTIKOU EAEYXOU.

2UVOAIKQ, Ta KPIOIJa ONUEIa OTNV EUTTEIPIA TOU XPOTN EVTOTTICOVTAI OTNV QUECOTNTA TNG
QaTTOKPIONG, TNV TTOIOTIKI) OTITIKI avaTpo®oddtnaon, Tn diaiodnTIKA aAAnAeTTidpacn, Tnv
QOQAAEI TTEIPAPATIOUOU Kal TRV TTalyvIwdn dOur ToU CUCTHPATOG, GTOIXEIO TTOU
OUVOUOOTIKG KABIOTOUV TOV EAEYXO POMPTTOT HECW TTAIXVIOIOU £VA ATTOTEAECUATIKO KAl

EAKUOTIKO EKTTAIOEUTIKO EPYAAEiO.

Ta ammoteAéopara cup@wvouv e Tn BiBAloypagia Game-Based Learning (Ames,
2015- Zyda, 2005), kaBwg atrodeIkvuouv OTI N QUECT OTITIKH avaTpo®oddtnon, N
TTPAYHATIKOU XPOVOU aTTOKPIoH, N dUvVATOTNTA TTEIPAUATIOUOU XWPIG PIOKO Kal n oTadIoKn

augnon duokoAiag aTTroTEAOUV KPIOIMOUG TTAPAYOVTEG EKTTAIDEUTIKAG ATTOTEAECUATIKOTNTAG.

H epyaoia emBepaiwvel 0TI N d1adpacTIKr) pUBUIoN Tou EAEYKTA o€ TTEPIBAAAOV TTaIXVISIOU
MEIWVEI TN BUCKOAIa KaTtavonong TTOAUTTAOKWYV EVVOIWV EAEYXOU POUTTOT KaI EVIOXUEI TN

ouvdeon Bewpiag—TTpa¢ng.

6.2 lNepiopiopoi TNG Epyaciag

MapdT N Tapouca SITTAWMATIKA Epyacia TTapouoIAdel Eva AEITOUPYIKO Kal EKTTAIOEUTIKA
XPAOIUO oUCTNUA EAEYXOU POUTTOT PEow TTaixvidiou otnv Unreal Engine, uttdpxouv
OPICHEVOI TTEPIOPICHOI TTOU TTPETTEI VA ANYBOoUV UTTOWN KATA TNV EPUNVEIQ TWV

QTTOTEAECOUATWV.

‘Evag Baoikdg TTEPIOPIoUOS agopd TN XPAON €IKOVIKOU TTEPIBAANOVTOG TTPOCOUOIWONG avTi
yIa TTPAYHATIKO POPTTOTIKO ouaTnua. MNMapoAo mou n Unreal Engine TTpooc@épel peaAIOTIKA
QTTEIKOVIOT KOl QUOIKI TTPOCOUO0IWaT, OEV UTTOPEI VA avaTTapacTAOEl TTANPWG OAEG TIG
aBePaidTNTEG TOU TTPAYUATIKOU KOGHOU, OTTWS 0 B6puog aiobnTripwy, Ol N YPAUMIKOTNTES
TWV KIVNTAPWYV KAl Ol YN 18avIKEG CUVONKES TPIPAGS. To yeyovog auTtd odnyei oTo Aeyduevo
reality gap, T0 OTT0iO TTEPIOPIEI TN YEVIKEUON TWV OTTOTEAECUATWY OE TTPAYUATIKA POUTTOT.
QoT1600, T0 €IKOVIKO TTEPIBAAAOV TTPOTPEPEI ONUAVTIKA TTAEOVEKTANATA YIa EKTTAIOEUTIKOUG
OKOTTOUG, ETTITPETTOVTAG T OTAdIAKA KATAVONGON TWV APXWYV POPTTOTIKOU EAEYXOU XWPIG TOV

KivOUVO UAIKWV QOTOXIWV.



‘Evag deUTEPOG TTEPIOPIOPOG OXETICETAI JE TNV ATTAOTTOINKEVN TTPOCOUOIWOT TWV
aio6nTpwv. OI EIKOVIKOI aloBNTAPEG avixveuong YPOUUNG TTPOCONOIWVOUV TN BAcIKA
AgIToupyia TTpayuaTikwy aiodnthpwy, woTdo0o OEV EVOWHATWVOUV TTAAPWS QaIVOUEVA
OTTWG 0 Tuxaiog BOpPUROG, oI KKBUOTEPROEIC METPNONG | Ta o@aAuaTa BaBuovounong, Ta
oTToia €TTNPEACOUV ONUAVTIKA T CUUTTEPIPOPA VOGS PID gAeyKTH O€ TTPAYHATIKEG
ouvOnkeg. H atrAotroinon autr dIEUKOAUVEI TNV KOTAVONOT TNG BACIKNAG AEITOUpyiag Tou
eAeykTA PID oToIXEIO KPIOIMO YIa TNV KATAVONON TNG CUPTTEPIPOPAG TNG OXEONG METAGU
AI0ONTNPIOKWY PETPAOEWV Kal EAEYXOU Kivnong, Kal JTTOPET va aTTOTEAETEI AQETNPIA YIa

MEAAOVTIKO EUTTAOUTIONO TNG TTPOCOMOIWONG HE TTI0 PEAAIOTIKA JOVTEAD aIoBNTAPWV.

EmmAéov, n agloAdynon TnG eUTTEIPIOG XPrOTN PACIOTNKE KUPIWG O€ TTOIOTIKI TTAPATHPNON
TNG AAANAETTIOPAONG KAl OTN CUMTTEPIPOPA TOU POPTIOT KATA TN PUBUICT TWV TTAPANETPWV
Tou PID, xwpig TN Xpon TUTTOTTOINUEVWY EPWTNHATOAOYIWVY 1 HEYAAOU DEIYUATOG XPNOTWV.
Q¢ €k TOUTOU, TA CUNTTEPACHUATA TTOU QQOPOUV TNV EUTTEIPIA XPHOTN KAl TNV EKTTAIOEUTIKA
agia TOU CUCTAUATOG BEV ITTOPOUV VA YEVIKEUBOUV OTATIOTIKA, AAAG AEITOUPYOUV KUPIWG
eVOEIKTIKA. Mapd TOug TTEPIOPIOUOUG AUTOUG, TA ATTOTEAECUATA TTAPEXOUV EVOEILEIC VIO TNV
EKTTAIOEUTIKA SUVANIKY) TOU CUCTHUATOG KAl UTTopoUV va aglotroinBouv wg ageTnpia yia

TTEPAITEPW EPTTEIPIKA KAl TTOOOTIKN dlEPEUVNON.

‘EVOG aKOuN TTEPIOPICUOG aYOopd TO YEYOVOS OTI N EPYOCIA ETTIKEVTPWVETAI O€ éva
OUYKEKPIPMEVO POMTTOTIKO OEVAPIO, AUTO TNG TTapakoAouBnong ypauung (line following).
MapdAo 1ToUu TO OEvApPIo AUTO gival 1I01AITEPA OIAOEDOUEVO KAl EKTTAIOEUTIKA XPNOIUO, OEV
KAAUTTTEI GAAEG KATNYOPIEG POUTTOTIKOU EAEYXOU, OTTWG N ATTOPUYH EUTTOdIWY, N TTAOYNOoN
o€ OUVAMIKA TTEPIBAANOVTA 1] 0 EAEYXOG POUTTOTIKWY Bpaxidvwy. QoTooo, n peBodoAoyia
KaI N aPXITEKTOVIKI TTOU avaTITUXBNKav YTTopouV va TTEKTAO0UV Kal va TTPOCAPPOOTOUV O€
M0 OUVOETA POUTTOTIKA OEVAPIA, KABIOTWVTAG TO oUCTNUA KATAAANAN BAon yia HEAANOVTIKES

ETTEKTAOEIG.

TéNoG, n uAoTToinON TOU CUCTAUATOG BacileTal o€ OUYKEKPIMEVES duvaTdTNTES TNG Unreal
Engine kai Tou cuoTApaTog Blueprints, yeyovog TTou evOEXETAI va ETTNPEACEI TNV ETTEKTACN
I METAQOPA TOU CUCTAMATOC 0 GAAG TTEPIBAAAOVTA TTPOCONOIWONG ) O€ TTPAYUATIKES
POUTTOTIKEG TTAATPOPHES XWPIC TTPOCBeTN TTpocappoyn. MNMapd Tov TTEPIOPICUO auTo, N
emAoyn ¢ Unreal Engine kai Tou OTITIKOU TTpoypauuaTionou péow Blueprints dleukoAUvel
TNV Katavonon TNG AOYIKNG EAEYXOU Kal UTTOPEI va AEITOUPYROEl WG EVOIAUECO OTADIO TTPIV

TN MeTARacon o€ AAAa TTEPIBAAAOVTA TTPOCONOIWONG ) TIPAYUOTIKA POUTIOTIKA CUCTAMATA.



Mapd Toug TTapaTTdvw TTEPIOPICHOUG, N EPYATia ETTITUYXAVEI TOV EKTTAIOEUTIKO TNG OTOXO,
TTPOOPEPOVTAG £va AEITOUPYIKO Kal d1adpacTikd TTAAicIO KaTavonong Tou eAeykTr) PID kai
TNG POUTTOTIKNG KivnoNg, EVW TAUTOXPOVA aVADEIKVUEI CAPEIG KATEUBUVOEIG YIa HEAAOVTIKN

ETTEKTOON Kal BeATiwWON.

6.3 MeAAovTikr) Epyacia

H mmapouoca dITTAWUATIKA Epyacia avoiyel apKETEG DUVATOTNTEG YIA TTEPAITEPW EPEUVA KAl
ETTEKTOOTN, TOOO O€ TEXVIKO 000 Kal 0€ EKTTAIOEUTIKO TTiTTed0. Mia Baoikr) KaTeubuvon
MEANOVTIKAG Epyaciag agopd Tn METABAON ATTO TO EIKOVIKO TTEPIBAAAOV OE TTPAYUATIKO
POUTTIOTIKO cuoTnua. H ouvdeon Tng Trpooopoiwong TG Unreal Engine pe QUOIKO pOUTTOT,
Méow TTAaIoiwy 6TTwg To ROS ) To ROS2, Ba eTTETPETTE TN PEAETN TNG HETAPOPAC TNG
oupuTTEPIPOPAS Tou PID atrd TNV TTPOCOU0IWGCN OTOV TTPAYUATIKO KOO0 Kal Tn OIEPEUVNON

Tou reality gap.

EmmTAéov, peANOVTIKN epyacia Ba PTTopouce va 0TIACEI 0T BEATIWON TNG TTPOCONOIWONG
TWV AIoBNTAPWY, EVOWHATWVOVTAS B6puUPo, KABUOTEPNOEIG Kal CPAAPATA JETPNONG, WOTE
N CUPTTEPIPOPA TOU POUTTOT Va TTPOCEYYICEl QKON TTEPICOOTEPO TIG TIPAYUATIKEG CUVONKEG.
H TTpo0oBnkn TETOIWV XOPAKTNPIOTIKWY Ba ETTETPETTE OTOUG XPHOTEG VO KATAVONOOUV

Babutepa TIG duOKOAieG pUBUIONG evOg PID eAeykTh o€ un 1davikd TepIBAAAovTa.

Mia akOun onuavTIKh TTPOOTITIKN €ival N ETTEKTACN TOU TTaIXVIOIoU € TTI0 OUVOETA
POUTTIOTIKG OEvVApIa, OTTWG N attoPuyr EUTTodiwy, N TTAoynon o€ duvapika TrepiBaAlovTa i
0 ouVvOUAO OGS TTOAATTAWY aicOnTpwv. H epappoyr Tou PID 1) Kal TTI0 TTPOXWPNHEVWY
EAEYKTWV O€ TETOIO OEVAPIa Ba PTTOPOUCE va eVIOXUOEl TTEPAITEPW TNV EKTTAIOEUTIKY agia

TOU OUCTAMOTOG.

2 eKTTAIOEUTIKO €TTITTEDO, HEAAOVTIKY €peuva Ba PTTopouce va TTEPIAaNBAVE! pia
ouoTNPATIKA aloAdYyNoN TNG EUTTEIPIOG XPAOTN KAl TNG MOBNOCIAKNAS OTTOTEAECUATIKOTNTAG
TOU TTaIXVIOIOU, UE Tr) CUMMPETOXN MEYAAUTEPOU apIBUOU XPNOTWYV Kal TN XPron
TUTTOTTOINPEVWYV EPYOAEIWV agIOAOYNONG, OTTWG EPWTNUATOASYIO XPNOTIKOTATAG KAl TTPO-
Kal JETA-TEOT KaTavonong. Me autdv Tov TpoTTO0, Ba fTav duvartr n TTOCOTIKA TEKKNPIWON

TNG EKTTAIOEUTIKIG OUVEIOPOPAS TOU OCUCTHUATOGC.

TENOG, pia HEAAOVTIKN KATeEUBUVON a@opd TNV EVOWUATWON TTPOCAPHUOCTIKWY A EUQUWV
MNXaviopwv eAéyxou, OTTwG auTtouaTn pubpion TTapauéTpwy PID f; cuvOuaouo PE TEXVIKEG

TEXVNTNG vonuoouvne. H rpooéyyion autr) Ba utmropouce va PJeTaTpEWel TO oUCTNUA aTTd



éva oTaTIKO eKTTAIOEUTIKG £pyaleio o€ éva duvauiko TTEPIBAAAOV udbnong, OTTOU TO TTAIXVidI
TIPOCAPUOLETAI OTO ETTITTEDO KAI TIG AVAYKEG TOU XPrOTN. ZUVOAIKA, Ol TTapaTTAvVW
KaTeubuvaoelg deixvouv OTI N TTapoloa Epyacia PTTOPEI va atToTEAECEI TN BdAon yia
TTEPAITEPW £PEUVA KAl AVATITUEN OTOV OUVOUAOHO EKTTAIOEUTIKAG POUTTOTIKNAG, TTAIXVIOIWV

Kal 81adpacTIKWV TTEPIBAANSVTWY TTPOCONOoIWONG.



Ke@aAaio 7. ETTiAoyog

OAokAnpwvovTag TNV TTapoUca dITTAWUATIKY Epyacia, ATTOBEIKVUETAI N OUVAMIKK) TTOU
TTPOCPEPOUV TA CUYXPOVA dIAdPACTIKA TTEPIBAANOVTA KOl Ol UNXAVEG TTAIXVIOIWY OTN
MEAETN Kal TNV eKTTAIOEUON TNG POMUTTOTIKAG. H avaTrTugn evog ikovikou traixvidiou line
following pe xprion eAeyktA PID atrédeie 611 n ouvdeon PeTalu Bewpiag Kal TTPAgNG MTTOPEi
va evioxuBei onuavTiké péoa atrd oTITIKA avaTtpo@oddTnon, TTEIPAPATIONO Kal APEon

aAAnAeTTidpaon.

H epyaocia auth dgv TTPOCTTOBEI VO AVTIKATACTHOEI TN XPON TTPAYHATIKWY POUTIOTIKWV
OUOTNHATWY, OAAG va AEITOUPYROEl CUVOUACTIKA, TIPOCQEPOVTAG VA AOPAAES KAl EUEAIKTO
TTAaiolo pddnong. Méoa atrd mn diadikaoia oxediaouou, uhotroinong Kal agloAdynong,
€yive oa@Eg OTI N xprion Tng Unreal Engine ptTopei va attoTeAETEl Eva I0XUPO EKTTAIBEUTIKO

epyaAcio, 1IB1aiTEPA yIa TV KaTtavonon evvolwy OTTwg N pubuion PID kal o éAeyxog KAEIOTOU

Bpdxou.

2.€ TIPOCWTTIKO ETTITTEDO, N EKTTOVNON TNG OITTAWMATIKAG QUTAG EPYACiag ATTOTEAECE [IA
ONMAVTIKN Habnolokr ePTTEIpia, ouvoualovTag YVWOEIG ATTO TN POPTTOTIKN, TOV
TTPOYPOUMATIONO Kal TOV OXeDIAoUO TTaiXVvIdIwV. Mapd TiIg SUOKOAIEG TTOU TTPOEKUYAY, N
OAOKARpWON TNG Epyaciag TRERAILOVEI TN CNPOCIA TNG TTEIPAPATIKAG HABNONG KAl AVOiYEl
TOV OPOUO VIO TTEPAITEPW £PEUVA OTOV TOUEQ TNG EKTTAIOEUTIKAG POPTTOTIKNG KAl TWV

O100PACTIKWY CUCTNUATWV.
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