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YIIEYOYNH AHAQXH NEPI AKAAHMAIKHE AEONTOAOTTAX
KAI IINEYMATIKQN AIKAIQMATQN

«Mg TP enlyvOoN TOV GUVETEIDOV TOV VOLOV TEPT TVELHATIKAOV SIKAOUATOV, ONAOVEO
pNnTé O6TL 1 TOPOVCO SIMAMUATIKY epyacio, KOOGS Kol To NAEKTPOVIKA apyeio Kot wnyaiot
KOOIKEG OV avamTOYONKav 1 Tpomonmomdnkay 6ta TAaicle ovTng TG epyaciog, amotelel
OTTOKAELGTIKA TPOTOV TPOCMTMIKNG LoV EPYOTING, OV TPOSPAAAEL KAOE LOPPNG SIKOLDLLOTO,
SLOVONTIKNG 1010KTNGI0G, TPOCOTIKOTNTOS KOl TPOCOTIKAOV dEOOUEVODV TPIT®V, OV TEPLE-
YEL EPYO/EICPOPES TPIT®V Y10l T OTTOT0L ATOTEITAL AOELN TOV ONULOVPYDV/ITKALOVY MV KOl OEV
etvat TPoidV PEPIKNG 1] OMKNG aVTLYpaPT|G, 0L TNYEG O€ OV YpnciponomOnkay meptopilov-
Tot 0TS PPAMOYPOPIKES OVOPOPES KOl LOVOV KoL TAT|POVY TOVS KOVOVEG TNG EMIGTNUOVIKNG
napaBeons. To onueion OTOL £xm ¥PMNOLOTOMCEL 10£EG, KEIEVO, apyeia /KoL TNYEG AAA®V
OLYYPAPEDV, AVAPEPOVTOL EVOLAKPLTO GTO KEILEVO LE TNV KATOAANAN TOPOTOUTTY KOL 1) GYE-
TIKN avoaeopd mepthapupdvetal 6to TUAUA TOV PPAOYPUEIKOV avaQOopdV e TANPT TEPL-
ypaen. AnAdve emiong OtL Ta amoteAéopaTo TG £pYaciag dev £xovv yprnoipomoindel yio
TNV amOKTNOT GALOL TTVYi0V. AVOAAUPAV® TAP®S, ATOUKA KO TPOCMTIKE, OAES TIC VOUL-
KEG KOl OLOIKNTIKEG GUVETELEG TOV dVVATAL VO TPOKVYOVV GTNV TEPIMTOOT Katd TNV onoia
amodeyfel, dwaypovikd, OTL N epyacio AT 1 TUNHO TNS OEV OV AVIKEL O10TL £fvan Tpoidv

AOYOKAOTNGY.

O/H Aniov/oboa

I'céhog Tpoowv

A\
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vi Hepiinymn

Authopoatikny Epyacio

Avantoén Al ywo Bédtiotn Zrpatnywkn o€ Turn-Based Game péow

IIpoocopoimong kor Machine Learning

I'kéhog TpOo@v
Iepiinyn

H mapovca dumhopotikny epyacio 0t1dlel oty avamtuén texvne vonuoovvng (Al) mov
pmopel va. aviyvevet kot va epapprolet tn BEATIOTN oTpatnyikn o€ éva véo turn-based mayviot,
ypnoonotdvtag simulation kot reinforcement learning teyvikés. AviAdvtog EUmvevon and
chess solvers 6nwg to Stockfish, oyedidotnke kKo vAomomOnke évag Al agent yia éva véo
Ty viol Tov avarntdynke eapyng oe Yhwooa C#, pe dvvatdtnta ontikonoinong oto Unity.

To mayviol mepthapPdaver tpeig TOmovg yapaktipwv —Tank, Healer kot DPS— kaBévog
pe dtapopeTikeg Kivhoelg kot 1010t tes. O Al agent Baciletal oty aloAdynon katactdoewy
o viooL pEcw 16 mapapéTpov (weights) Kot ekmodedtnke pe ypron tov adyopibpov Min-
imax og cuvovacpo pe Temporal Difference Learning (TDL).

To amoteAéopato detyvouv OTL 0 agent eivar o€ BEom va epappolel a&ldmoTeg Kot amo-
JOTIKEG OTPATNYIKEG EVIOC TV KOVOVMV TOL TOLYVIO00, EVA 1| 0mdO0cn Tov PeATIOVETOL
aontd 660 avihvetor to Bdbog avalntons. H epyacio koatadeucviel 6Tt etvar @ikt 1
avantuén wavov Al yia custom turn-based moyvidla, akdun Kol 6€ GLVONKESG TEPLOPIGHLE-

VOV VTTOAOYIGTIKOV TOPMV.

AéCarc-kAre0nd:

Al, turn-based game, Minimax, Temporal Difference Learning, C#, Unity
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Lepiinyn vii

Authopoatikny Epyacio

Avantoén Al ywo Bédtiotn Zrpatnywkn o€ Turn-Based Game péow

IIpoocopoimong kor Machine Learning

I'kéhog TpOo@v
Iepiinyn

This thesis focuses on the development of artificial intelligence (Al) capable of detecting
and applying optimal strategies in a turn-based game, utilizing simulation and reinforcement
learning techniques. Inspired by chess engines like Stockfish, a custom Al agent was designed
and implemented for a newly developed game built from scratch in C#, with the ability to be
visualized in Unity.

The game features three unit types—Tank, Healer, and DPS—each with distinct abilities
and usage. The Al agent evaluates game states through 16 hand-crafted features (weights) and
was trained using the Minimax algorithm in combination with Temporal Difference Learning
(TDL).

Results show that the agent is able to apply consistent and effective strategies within
the game’s ruleset, with performance improving significantly as the search depth increases.
This work demonstrates that efficient Al for custom turn-based games can be developed even

under limited hardware resources.

Keywords:

Al, turn-based game, Minimax, Temporal Difference Learning, C#, Unity
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Kepdaiawo 1

Ewoayoyn

H paydaia eEEMEN e Teyvyting Nonuooovvns (Al) ta televtaio dekamévte ypovia £xel
EMOVOTPOGOI0PICEL TOV TPOTO LLE TOV OTTO10 AVTIAAUPOVOLOGTE, OYESIALOVLLE KO TEAIKA TToi-
Covpe maryvidwa otpatnykng. Amo T Opviikn TAéov avauérpnon tov AlphaGo pe tov Lee
Sedol 10 2016 péypt tig TpdopaTES eMTVYiEg TOL AlphaStar oto StarCraft I kortov Stockfish
16 o710 okdxkl, ot Al agents amédel&ov OTL 1) VTOAOYIOTIKY] ONUOVPYIKOTNTO UTOPEL Ol LOVOV
VoL aVTOYOVIOTEL 0ALA VY VA va Eemepdoel TNV avOpomvn dwaicOnon. H mapovca dSumAwmpio-
TIKN gpyacio Torobeteitan péca oe AVTO TO SLVOUIKO EPELVNTIKO TOTiO, £0TIALOVTOG OTNV
avamTuén evog mpdxtopa yio Eva EVIEANDS Kovovplo turn-based oty vidl mov oyedldotnke €K

TOV UNOEVOG.

"Eto1, o€ avtiBeon pe £pya mov aglomotovv 101 Kota&lmpéves TAATOOPLES, TO EYYEIPN UL AVTO
oLVVOLOGE 0V0 TOPAAANAEC—TKOL OAANAEVOETEG—TPOKANGELS: (@) TOV GYEONAGUO EVOG 1GOpP-
POTTNUEVOD TTOLLY VIS0V TO OTO10 VoL «avTEXEY o€ coPapn avaivon and Al- () v viomoinon
EVOC TPAKTOPA IKOVOL VoL LoBOiVEL GTPATNYIKES ATOKAEISTIKA HEG® self-play. To dSumhd avtod
oTOlYMNUO OTA{TNOE JUOOYIKEG ETOVOANTTIKEG PEATIDGELS, TOGO GTOV TVPNVA KAVOVDV OGO

Kol 6TovV aAyOpOpo pabnong.

[To ovykekpéva, o mepPdArov vAomolel okakiEpa 8 X 8 dmov kdbe maiktng yewpiletan
OKT® povadec — dvo Tanks, 600 Healers ko téooepig DPS — emtp€novtag TAOVG10 TOKTIKO
pemeptOP10. O TPOTEWVOUEVOS TPAKTOPOS SLVOLALEL avalytnon Minimax pe a— pruning Bé-
Bovg 4 kat aloAdynon KATOoTAGEWV PACIGUEVT] GE SEKOEEL YPOLLUIKA YOLPOKTPIOTIKG TTOV
exmodevovtal pécw Temporal-Difference Learning. H exmaidgvon npaypatoromOnke amwo-
KAewoTiKA pe self-play, moapdyovtag mave and 1,6 ekat. aydVES Kol OmOPEPOVTING TOGOGTO

vikov 83,5 % &vavtt mponyoduevov ekd6cemv Tov i010v agent. [a v epmepikn a&loro-

1
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2 Kepdlowo 1. Eioaywyn

ynon avoantoydnke Unity viewer, eMTpEMOVTOG PILO-TPOC-BrHa AVOTOPOY®YN OYOVOV Kol
OTTIKOTOINGN TOV SN UAVTIKOTEP®V KAadLOV avalnong. [lapdAinia, texvikég hill-climbing
y¥pNooTomOnKay yio T pououion tov Papmv, Stacearilovtag 6Tt Kapio kovoTnTo dev Kobi-
otatol 00T VIEPPOAKA 1YVPY| 00TE avevepYT|. Ta OTOTEAECUATA KOTASEIKVOOLV TMG OKOUT
kot pe kabapd CPU-friendly nebdoovg sivan epiktn n avamtoén aviayovictikov Al, 6tav ov-
VOOEVETOL OO TPOGEYUEVO GYESLUGLO TOYVIOLOD KOl GTOYXEVUEVT] GLAAOYT OECOUEVMV.
Téhog, o mApnc Tyaiog kddwkag, Ta checkpoints exmaidosvong kot ta tedkd Bapn dwoti-
Bevtan w¢ open-source, TPoGyovTag T SLAPAVELD KOl ETTPENOVTAG GE TPITOVS VO aVOToPL-

YOUV 1] VO ETEKTEIVOLV TOL ELPTLOTO TNG TAPOVGOG EPYUCIAS.

1.1 Kivntpo xar X10y01

H 18¢a yevvnOnke 0tav mapotnpndnke 01t mopd TV TANOOPO EPELVNTIKAOV EPYACIDOV GE
Go, okaxt kot RTS woyvidia, to Auto-Battlers mapopévouy vo-eKTPOCOTOVUEVO GTNV OKOL-
onuaikn Pproypaeio. To cuykekpipéva moyvidtn — dnpoeiin and to 2019 kot émerta —
TavTPELOLY GToLYEln oKUKV (TOTOBETN O KOUHATIOV), role playing (Thmotl povadmv pe po-
Ahovg Tank / Healer / DPS) kot 6T0)00TIKGOV PNYOVIGUOV TapOpoiwV pe trading-card tithovg.
Av10 10 petypa ta kabiotd 1avikd sandbox yio melpapatiopnd og aryoprOpovg avalntnong
AEPLOPLOREVOL PAO0VG TOL CLUTANPOVOVTAL OO EVIGCYVTIKY padnon.

Yxomol g epyaciog:

* Yyediaomn Kot vA0Toinoe) vOC LiKpol aALG ekppacTikoh Auto-Battler 8 vs 8, e tpeig

KAAoELG povadmv kot modular KovOVeG.

* Avamtoén Al agent facicpévov e Minimax, TOv 0moiov 1 GLVAPTNOT AELOAOYNONG

paBaiveton pe Temporal Difference Learning.

* MegOoooroykn alohdynon tov agent péco and mepduata self-play mayyviduov Kou

ovykpioelg pe greedy / random bots.

1.2 Iotopwki) EEEMEN Tv Auto-Battlers

To &1d0g Eemodnoe wg community mod oto Dota 2 ne to dvopa Auto Chess: péoa oe Ad-

yovug unveg axorovOnoav ta Teamfight Tactics g Riot ko Dota Underlords tng Valve. Tnv
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1.3 Aoun g Epyaciog 3

tptetia 2021-2024 1 oxnvn dtevpuvinke pe vPPLOIKOLG TitAovg dwg o Marvel Snap Ko
10 Hearthstone Battlegrounds 2.0, o1 omoiol lonyoyov Enoylokd metagame Kol GUGTHLOTOL
battle-pass. Epguvntikd, ®otdc0, povov Alyeg epyacieg £xovv e£ETAGEL TMOG 1 GTOXOCTIKO-
ta Ko 1o peydio branching factor emnpedlovv v amotedespotikdtnTo adyopiOpmy THmov

MCTS.

1.3 Aom ¢ Epyaociog
To vdromo Keipevo opyavavetal og eENg:
* Kepaharo 2: Ocopnrikd YnoPRabpo kot Xvvaesic MéBoodot.
* Kepdhraro 3: Zyedroopog [ayvidiov.
* Kepaiaro 4: Y)Lonoinon.
* Kepaharo 5: Tepopoticog Xyedocpodg kot AvoKoMeC.
* Kepaharo 6: Anoteréopata Exnaidevong kot Benchmarking.
* Kepaiaro 7: Epappoyn oe Unity.
* Kegdraro 8: HOuch ko Kowvovikd Zntmuora.
* Kepdroro 9: Zyetico ‘Epyo (Related Work).
* Kepaharo 10: Aswtopepng Avaivon Evepyelokod ATotum®dpatog.
* Kepaharo 11: MeAlovtikn Epyacia kot Enextaoec.
* Kepaharo 12: Xvunepdopoaro.

* Biphmoypagia: Zuvodeutikd VAKO, EMTAEOV SESOUEVO KO KOOIKOGS.

Institutional Repository - Library & Information Centre - University of Thessaly
11/08/2026 19:36:02 EEST - 216.73.216.43



Kepdaiaro 2

OzopnTiKo YROB0Opo Kol Xova@eis

M<£0o001

Ye avtd T0 KeQPAAN10 Tapovcldlovpe TiG Pacikéc 10€eg Tov kpvPovtatl Tiom omd Tov TPpd-
Ktopo. ®a dovue T eivon | Evioyvtiky Mabnon (Reinforcement Learning), tdg Aettovpyel
10 Temporal-Difference Learning (TD Learning), ywoti o ahyopiOpog Minimax toprdlel 6to

oy viol pog Ko, TEAOC, Toleg AALEC TEXVIKES EEETAGALE OAAG QTOPPIYOLLE.

2.1 Ewvioyvtiki MaOnon

Ymv Evioyvtukn Mdabnon 1o mpdfinpa neprypdostor wg Maprofioxn Aicpyadio. Awo-
poong (Markov Decision Process, MDP). Mg mio anhd Adyia, o€ KaOe «oTiyun» to moyvio
Bpioketon og pia kataoroon, 0 TPAKTOPOS EMALYEL Ui EVEPYELa Ko AMAUPAVEL L avTauolfy.

21606 Tov eivar vo paléwel 0G0 T0 SLVOTOV LEYOADTEPO GLVOMKO (TPOeCOPANUEVO) GKOP.

2.1.1 Koatnyopisg pe@oomv RL

Value-Based MoBaivouv m6Go «koiny» eivar puo kotdotaon N o evépyeta. Kiaoud mo-

paodetypata: O—Learning, TD Learning.

Policy—Based MobBaivouv katevbeiov mowa evépyeta vo kdvouv, wt.y. Policy Gradient, RE-

INFORCE.

4
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2.1.2  Ilpocéyyion Lovoptioewv & Feature Engineering 5

Actor—Critic Xvvovacopoc tov 0Vo Tapamdve: Eva tunupa (Actor) Tpoteivel evépyeieg, Eva

dAho (Critic) kével TNV KPLTIKy.

Eneon) 0éhape o mpdktopag va tpéxet Loviavd on-line yopic Papv replay buffer, drolé-

Eape o value—based mpocéyyion: TD Learning pe amhn ypoppky cuvaptnon aéiog.

2.1.2 IIpocéyyion Xovaptijoc®v & Feature Engineering

O ydpog OA®V TV TOAVAOV KATOGTAGE®V VAL TEPAGTIOS, OTOTE OEV LITOPOVLLE VO KPOLTT-
GOVLE TivoKa TIdV. XpNOHomolodue pio Topapetpikn cuvaptnon V (s, w) ue yeiporointa

YOPOKTNPIGTIKA, OTMG:
* YyvoMKn vyeia g opdoag,
* ApOpdg povadwv mov kévovy vynio DPS,

* Evepya buffs kot didpreto Toug.

Ta features dtodéyOnKav Yo va givor katavonta, va P cuoyetilovtol £VIova Kot VoL KAL-

pok®vovv oto daotua [0, 1].

2.2 Temporal-Difference Learning

2.2.1 Ilog dovievel
To TD Learning yepup®dvel 600 KOGUOVG:
* ta Monte Carlo (VTtopovi HEYPL Vo, TEAEUDGEL TO oty vidt yuo vor pdbovpie)
* ko tov dvvauixo [poypouuotiouo (0€hel akpiEC LOVTEAO TOV TOLYVIO0D).

Ytov mpaktopa pog epapuolovue TD(0) ue eligibility traces (TD(M)). O «kavovag evn-
UEPMONS» Ue amAd AdyL AEeL: av i1 TpOPAewn 1o yia Ty alio fiog koTaotacns nray Addog,

arlace Aiyo ta fapn mpog ™ owoth kotedBovan:
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6 Kepdlaio 2. Ocwpnrio Yaofabpo kou Zovopeic MéQodor

O = 1oy YV (541) — V(s), Wy = W; + adg ey

To tyvog e;; kpatd pviun tov mOG0 «vrevBuvoy Nty KAbe BAPOg Yo TAAOTEPES TPO-

BAéyers.

2.2.2 Twri TD Learning;
* MaOaiver ypiyopa and KaOe kivnomn, xopig va Tepévet To TEA0G TG LAYNG.
» Tpéyer on-line, dpa tarpiélet Wavikd oto self-play.
* Eda@pd — ypappukn a0poion, kapio avaykn yuoo GPU.

* «Kovpm@ven atov Minimax mg oplaAn kot eEnynoiun cuvaptnon a&loAdynong.

2.3 Minimax pe a—f Pruning

2.3.1 Boown wéa

Yt oy viow yopwv (turn-based) 6mov ko o1 dVo aikteg EEpovv T Tavta (perfect in-
formation), 0 Minimax ydyvet 1 fa yivotay av ey moiéw 1o kaAdTepo dvvato Kkai o avTiTal.og
omovtioel eniong e tov kalvtepo tporo. To a—F pruning kdPel KLod1d ToL SV UTOPOLV VO
OAAGEOVY TO TEAMKO AMOTELEGILO, LEIOVOVTOC THV apyikl ToAvmhokdtTa omd b? o mepimov

b2 (BélTioT MepinTtmon).

2.3.2 Twri toapraler oto auto-battlers

1. IIapng éheyyog 0€ong. Katd v tomobétnon povadmv dev vdpyet toyodtmrea, dpo

TO Ty viot Eivorl VIETEPUIVIGTIKO.

2. Mwp6 branching factor. O oyediacudg 8 v 8 pe dwukprrég B€oeilg kpatd b yaunAo,

emrpémovtog fabog 4 oe mpayuatikd ypovo.

3. Eénynowpdétnte. Zuvovacpévo e To Ypoukd weights, Lmopovpe vo, omavIGOVpE

OTO «Y10Tl EMOUEeS EKEL».
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2.4 Ipaxtikés BeAtioromoinong 7

2.4 IIpoxtikéc Beltiotomoinong

Mo va datnpnBei o mpdktopag amodotikdg oe desktop CPU, v100etOnkay T€60EpIG GL -

TANPOUOTIKES TEXVIKES:

* Quiescence Search ce «tapaymoeig» 0éceig, mepropilovrag To horizon effect ywpig va

av&avetor dpapatikd o fabog avalntnong.

* Iterative Deepening e ypovikd Opla, TAPAYOVTOG YPNOLUES ATAVTICELS OKOUN KL oLV

0 YpoOvog Koyel ) Pabdvtepn avalnnon.

* Avvopiko a: 1o learning-rate o mpocappdleton kébe 32 moryviola pe faon to TD-error

Kol TO covariance Towv Bapav, ETTayhvVovIog T GUYKALCT] Y®PIG VITEP-TAAAVIOCELG.

H ocuvdvacuévn yprion avtaov tov feAtiovcemv enétpeye self-play tayvtnta 580 games/sec

oe e&amupnvo CPU, pe mAnpn logging kot avtdpotn aviyvevon plateau katd v ekmaidgvon.

2.5 Allec nébooor

Q-Learning / DQN Xpewalovioun replay buffer & ocovifwg GPU, npdypa Bapd ywa live

training.

Policy Gradient / Actor—Critic [TAcovékmua: Bertidver amevbeiog v moltikn. Meto-

VEKTNUOL: ynAn droxduoven & avaykn yio peyaia batch.

Monte Carlo Tree Search (MCTS) / AlphaZero-like H tuyoiotto ¢ péyng ektivdooet

Tov ap1Ouo rollouts.

E&ehktikoi arkyoprOpor (CMA-ES, NEAT) Ilopovciocav apyr cOykion kot peydin

dlaKOpLOVoN.

2.6 T'wotitehka TD Learning & Minimax;

1. k6 o€ vworoyrotég omitiov. Kavévag GPU, kavéva cluster.

2. Kéaivoyn ko taxtikng kot otpatnyiknis. O Minimax «BAémem Alyo frpato pepootd,

10 TD Learning pafaivel tn peydin eova.
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8 Kepdldaio 2. Ocwpnrio Yrofabpo ko Lovagpeic MéQodot

3. Evkolo oto debugging. Ta Bapn w; dwPdloviar oe &va csv, To d&vtpo avaltnong

npoPdrietor oto Unity viewer.

4. Aiyo hyper-parameters. Mmopovpe va kavoovue grid search Kol 6TATIGTIKN GOYKPLON

YOPic va yabovpe.
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Kepaiaro 3

Yyeorwoonog IHaryviorov

3.1 Emwokoanon Haryviowov

Avo avtinadotl torofetovv povades mhve oe okakiEpa 8 X 8 kot petd PAEmovv ™ udym
va «tpéxe» povn mc. Kabe maiktng Eexva pe okt (8) povdodeg — dvo Tanks, dvo Healers

ka1 téooepig DPS (damage dealers).
H péym yopileton os:
* Turn: Epyegton n oepd piog povados. Awdéyet Eva spell 1) kdver pass.

* Round: Otav naifovv OAEZX ot povadeg kot tav dVo Toktav, kAelvel o yupog. Xtov
EMOUEVO YOPO EEKIVA O OVTITAAOG, MGTE VO UNV EXEL TAEOVEKTNLO OTOL0G «TTNYE TPM-

TOG.

>mv apyn kéOe round n pmdpo mana ToV TKTOV Yepilel katd évav predetermined
apud. Av, mpv tedeidoetl éva round, KAmolog dev €xel apkeTd mana ovte Yo éva spell,
0 Y0pOg KAEIVEL LTOUATAL.

H pdym otapatd otav:
1. Okeg ot povadeg pog mievpdg técovv oo O HP , i

2. ITépacav 30 turns ywpig vo teddvel kavelg — KnpvooeTOL IGOTAATN.

9
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10 Kepdlaio 3. Zyeoraouog Hayyvidiod

3.2 Movaosg (Pieces)

Kda0Oe povada &xel Pacucd otatiotikd mov opilovv tov poro g PAéne [Table 3.1].

Tomog HP
Tank 27
Healer 18
DPS 22

[Tivaxog 3.1: Baoikd 6tatiotikd povadwv otnyv apytkn covoeon.

* Tank: Mmopet va avtégel peydan mocotnto {nuds yio Aoyoplospo TS OUAdog.
* Healer: Kpatd (ovtavég Tig povadeg pe Bepancio & mpootatevtikd buffs.

* DPS: Kévetr ™ peydin Onpud, oddd eivon mo evdAmrtoc.

3.3 Ikavotnteg (Spells)

3.3.1 Damage Spells

Spell Booum Znuéd  Cooldown
Thunderclap 7 —
Stun 1 + Stun —
Rend 5 + Bleed 3
Smite 6 -
Fireball 9 —
Blastwave 7 (o€ 5 oTOYOVG) 3
SpecialST 12 3

Special AOE 10 (o 6Aovg)

[98)

[Tivaxag 3.2: Ikavdtteg mov mpokaioHv {nuud.
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3.3.2 Heals & Buffs

11

* Thunderclap: Eva and6 ytommuoa — 7 {nuid.

* Stun: Mucpn {qpd (1) & axivnronoinon ywo Evav yopo.

* Rend: 5 {uid + apoppayia (4 HP/yopo x3) & +10 % sioepydpevn {nud.

* Smite: Hybrid healer-DPS spell, 6 {nua.

* Fireball: Mage-style, 9 (nuid o€ évav otdHyo.

* Blastwave: 7 {nud o€ 5 toyaiovg exfpovg.

* SpecialST: Ioyvpd single-target (12 {nud), aAdd pe cooldown.

* Special AOE: 10 {nud og 6Aovg, £xet cooldown.

3.3.2 Heals & Buffs

Spell Enidopaon Cooldown
FlashHeal +7 HP o€ cvppayo —
PowerInfusion +20 % O (2 yopor) —
ShieldWall -30 % Inuid mwov d€xetan (2 yvpot) 2
Cleanse YpPnvet stun/bleed 3

[Tivaxag 3.3: Yroompiktikég tkavotnreg: Oepancio & buffs.

FlashHeal: +7 HP topo.

* PowerlInfusion: +20 % {nué otov odppayo yo dvo ybpovc.

ShieldWall: Ko6Bet tv etoepyopevn {npud oto 70 % yia 600 yupovuc.

* Cleanse: Apapei stun & bleed.
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12 Kepdlaio 3. Zyeoraouog Hayyvidiod

3.4 Balancing

"o vo kpatoovpLe To oy viol «dikato» & d100KkedaoTIKO, TpéEae dekddeg mpeg self-

play:
* I'pnyopeg payes: xonevovpe og 8—10 rounds katd péco dpo.

* Pélor o€ wooppomio: Tank avOektikd aidd Oyt abdvato, Healer yprioyiog aAld oyt

“broken”, DPS moAv damage aAld €60pavotoc.

* O OP combos: Avaxaioyape loops (7. . ShieldWall & Rend) kot tovg dddcapie extra

cooldowns 1| pukpd nerfs.

* Okla ta spells ypnowpa: Kavéva spell dev pével otov mayko: yio Ka0e £vo vapyet

TOVAAYLGTOV £Va SLVOTO GEVAPLO YPTOTG.

* "E€uavo mana: 20 mana oty apyn, +6 avd yopo — mepinov 2—-3 «ueydioy spells kdbe

Y0PO, YOPig va yivetor povomievpn n nrym.

Me avt6 T0 GYOANGTIKO tuning, kGOe avapéTpnon HEVEL YPNYOPN, LIGOPPOTNUEVT KoL YE-

pdn emaoyéc.

3.5 IIponypéva Mechanics

3.5.1 Bleed Stacking & Cleansing Logic
To bleed dev pnopel va «otolpaleta anepec popéc. Av pio povéada arpoppayei on:
* Néo bleed amAmg emova@épet T SLOPKELL TOV 6T 3 YOPOUG.

* To damage 6pwg dev aBpoileror — €161 amopevyeTon To vVtepPoicd snowball.

* To Cleanse agaipet o bleed, aldd oyt v é&tpa etoepyopevn nuid (+10%).
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3.5.2  Stun Flag per Piece 13

3.5.2 Stun Flag per Piece

"o Adyovg oppomiog, pio povéda dev umopet va stun-apiotei yio 500 GuVEYOUEVOVCS

yopovug. Kébe PieceState dwutnpel ecwtepikd wasStunnedLastRound flag:
* Avelvar t rue, 16te omolodmmote Stun spell anAdg kavetr 1 {nud — ywpic immobilize.

* To flag undevileTon ovtOUATO GTOV YOPO TOV 1| povada mailel Eavd.

O unyaviouog anotpénet chain-locking ce fragile units kot evBappivet spell diversity.

3.5.3 Smart Targeting Heuristics
[Mopdti to oy vidt eivar avtdpato, Kabe spell emiéyel otoyo pe Phomn pia TpotepondTNTAL:
* Heals: [Tpotipovv povadeg pe HP < 30% 1 avtég mov €xovv cooldown-free spells.
* AOE: mpotipovvran clusters > 3 gyBpav.

* Debuffs: Amopevyetan to cast o€ 10m stunned 1 bleed targets — extog av givor Tehev-

taio evkoupio Tpv meBdvouv.
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Kepaioo 4

Ylomoinon

4.1 Emoxkonnon

H viomoinon npaypatonombnke e C# (NET 9) . O kddwag dapOpmdvetor o€ tpia Po-

01K VTOGVGTILOTOL:

* Core Game Engine [Teptiapfdavel v avornapdotocn e oKakKEPaS, Tig Oepelm-
O€1G OOUES OEOOUEVMV KOl TOV UNYOVIGHO KavOvey pdyns. YAorotohvtal ot KAAGELS

GameState, ta structs PieceState & PlayerState xkai1o0 RuleEngine.

* Search & Evaluation ®woéevel v avaliton Minimax pe a—fF pruning , quies-
cence search ko transposition table, KaOd¢ kot ™ Ypopukn covaptnon a&loAdynong

(Evaluator).

* Learning Framework O Bpoyoc self-play(TDLearningTrainer), o omoiog dte-
EQyel e ApaTIKOOS 0YDVEG, GUAAEYEL IGTOPIKEA OedOUEVA KOt EQAPUOLEL EVIILEPDTELG

TD(0)/TD()), KoTorypaoovTag avoAVTIKG LETPIKA.

4.2  Aopn Apyeiov kor Porog

Enums.cs
Opilet 6Aovg ToVG amapaitnTove enum THTOLG:
* PieceType (Tank, Healer, DPS)

* SpellType (13 spells + Pass)

14
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4.2 Aoun Apyeiwv kou Polog 15

* GameResult (Win/ Loss / Draw)

GameState.cs
Avamapiotd v TAnpn (immutable) katdotoon:
* PieceState?[,] Board:miéypa 8 X 8 ue nullable structs
* PlayerState CurrentPlayer: mana, dwafécipa spells
* int TurnCounter, MovesSinceLastKill: petpntég yopov & 1coma-
Moag
Move.cs
Yvokevdlet pia evépyela:
* SpellType Spell
* int SourcelIndex, TargetIndex
PieceState.cs
Aopikn| povada LLe:
* PieceType Type, int HP, MaxHP
* int Cooldown
* List<Buff> ActiveBuffs
PlayerState.cs
Awyepiletan Tovg mOPOLG TaUKTN:
* int Mana, MaxMana
* YvAdoyn dwbéoipmv SpellType
* TickRound () yia avarAnpwon mana & peioorn cooldowns
IRuleEngine.cs/RuleEngine.cs
Aemagn:
* IsLegal (GameState, Move)
* GeneratelegalMoves (GameState)

* ApplyMove (GameState, Move)
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16 Kepdldaio 4. Yiomoinon

Yhomoinon:

* 'Eleyyot mana, cooldowns
» Aoywm damage/heal, epappoyr buffs/debuffs
* AvampocapuoynMovesSinceLastKill, kAfon TickRound () 6mov amot-

tettol

Evaluator.cs

* GetFeatures (GameState) — 16 yapakmmpiotikd (HP dwapopd, evepyég

LOVAOES K.AT.)
* Evaluate (GameState) — V(s) = > w; fi(s)

* YrnoompiEn TD(0) & TD() v exmaidgvon

MinimaxSolver.cs

* GetBestMove (GameState, depth) (iterative deepening)
* Search (...):Minimax + a—f3

* Quiescence search yia «tapoy®oeicy 0écelg

TDLearningTrainer.cs

Kvprog Bpdyog exmaidcvong:

1. MakeDefaultPlayer () — 2 Tanks, 2 Healers, 4 DPS

[\9}

. Self-play peta&d npoaktopmv dtapopetikod Babovg

(98]

. vl trajectory (s, a,r)

4. UpdateWeights () pe TD(0)/TD(N)

9]

. Checkpoints (CSV) ka0e 1 000 aymdveg

4.3 Boaowkéc Aopég Agdopuévav

H ypnon immutable tommv kot lightweight structs tpoceépet:
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4.4 Merafooeis Kotdoroons (RuleEngine) 17

* Ac@diero viipnartov (thread safety)
* Ehoypotomoinoen GC péow value-types 0mov givat epiktd

* Tayeio Khovomoinon pe shallow copies & copy-on-write

4.4 Merofaceic Katdotaonc (RuleEngine)

Extéheon evog Move:

1. IsLegal — é\eyyog kavévmv, mana, cooldowns.
2. ApplyMove

* Egpappoyn spell (damage/heal, buffs/debuffs, bleed).
* Evnuépwon HP, cooldown, ActiveBuffs.

* Avampocappoyn MovesSinceLastKill.

3. Ed&v 0\leg o1 povadeg olokAnpdcovv dpdon, kaAeitar TickRound () : refill mana &

peimon cooldowns/buffs.

[oomaiia emParretan Enetra amd 30 dadoyukd turns ywpic kill.

4.5 Minimax Solver
Teyvikég Pedtiotomoinong:
* a—( pruning
* Iterative Deepening y10 Tp0o0devTIKA KOADTEPES OMAVINGELS

* Quiescence Search og tapaymoeilg BEcelC

Yuvnong mepintmon: branching factor b ~ 12, fdBoc d < 4 — 3000 kopPor/sec avd

VPN VOL.
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18 Kepdldaio 4. Yiomoinon

4.6 Xvvaptnon Adiog
H Evaluator g&dyel 16 yopaxkmmpiotikd { f; }; evdewtikd:
* f1: dupopd cuvorikod HP

e f5: d10POPA EVEPYDV LOVAI®V

* fis: cuvolKN emidpact evepydv buffs
To Bapn w; evnuepdvovtal in-place:

d=r+V(s") = V(s), w; < w; + ad fi(s).

4.7 Kixklog Exmaiosvong
O TDLearningTrainer:
* Awe&ayel aymveg self-play
* EvaAildooel BaOn mpaxtopmv
* YvAAéyel trajectories & avtopolPBég
* Epappoler TD evnuepmoelg apécmc LT ToV ay®va

» AmoBnkevet checkpoints kd0e 1 000 aydveg (weights, TD error, win-rate)

4.8 Awpopooon & llopaperpomoinon

OMa ta hyper-parameters — Ba0og avalimong, pvOudg pddnong, mana rules swafdlov-
to omd apyeio config. ‘Etor, adlayéc puBuicemv dev amaitovv recompilation Kot Kotaypd-

eovtal avtopato og kdOe checkpoint yio mAnpeg audit trail tov nepapdtov.
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Kepaioo 5

IepopatiKog Xy e010010S KOl AVGKOALES

5.1 Emokonnon

To kepdiaro Tapovsidlel o KOpla experimental phases mov odnynoav ot otadepn k-
doomn 1660 Tov game 6o ko Tov A7 agent. [leprypagpovpe v eEEMEN Tov Evaluator (3—16
features), Ti¢ teyvikég balancing (hill-climbing, trial-and-error), Tov mAnpn koK o self-play
training ne Aemtopepés logging xai to KOHpLo PO TOV OVTHETOTICOUE GTOV GYESUGUO

Kavoévov, units kot spells.

5.2 E&&mén tov Evaluator: 3 — 16 Features

Ty apykn ekdoxn, n cvvapton afiog V (s) Bacilotav o pog tpia features, otot-
Y10 OV TEPLOPILE TN GTPOTNYIKY TOIKIAIL KOt 001 YOVOE OE over-fitting AmEVOVTL GE ATAOTKA
bots. H petdpaon og 16 features, 6mwg vAomoloHvtal 610 Evaluator. cs, ERETPEYE GTOV

TPAKTOPO. VO KOTOVOEL AETTEC d1apopéc BEoNg Kot vo Tpocapolel TOKTIKEG:
1. Total HP difference (friendly — enemy)
2. Surviving units difference
3. Mana difference
4. Acted-units difference
5. Ready-units difference
6. Fraction of friendly units under ShieldWall

19
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20 Kepdlato 5. Ileipoportinos Lyedioouog kor Avokolies

7. Fraction of friendly units under PowerInfusion
8. Enemy units with bleed debuff
9. Critical units (HP < 25%) ratio

10. Cooldown-free spells ratio

11. Mean remaining-cooldown ratio

12. MovesSinceLastKill

13. Offensive / Defensive move ratio

14. Enemy units under stun

15. Mean buff duration (turns)

16. Depth of Minimax chosen for the best move (1...4)

H epumiovtiopévn avtn avaropdotoon ETETPEYE 6TOV agent va, ektelel cuvOeTa combos

Kot vo, aALGCel oTpatnyikn pe Pdorn Thovclotepo state information.

5.3 Elwopponnon ne Hill-Climbing kon Trial-and-Error

5.3.1 Hill-Climbing ota Bapn tov XopoKktnploTiK®V
1. Tvyoio petapodrn 5 % twv weights w; xatd £5 %.
2. 5000 self-play games (depth=2) — pétpnon win-rate Evavtt TponyoOUEVTG EKOOONG.
3. Amodoyn aAlaydv pe Bedtioon win-rate > 1 %.

4. Enavéinym €wg 6tov 0ev mapatnpeitor ovciadng Peitimon o 10 dadoyikovg K-

KAOVG.
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5.3.2  Trial-and-Error otig [apouétpovgs tov Ioiyvidiod 21

5.3.2 Trial-and-Error otig llopapérpovg Tov Iayyviorod

['a kd60e spell & role:

* [TapakorovOnomn usage frequency oe 10 000 mixed-depth games.

* Edv usage < 5% — mpooapuoyn +10 % base damage 1} —1 turn cooldown.
* Enava&loddynon Baoel win-rate kou diversity metrics (spells-per-game).

H Sadwacia eEaopdiioe 0Tt kavéva spell dev mapéueve unused 1| vepfolikd dominant,

00MNYADVTAG GE EVPEIN GTPATNYIKN TOIKIACL.

5.4 Exnaidcvon Self-Play & Kataypag

To wvpio training meptéraPe 1.6 M self-play games (depths 2—4) pe extevég analytics:

* KaOe 32 games TD error, average reward, win-rate évavti mixed-depth policy; otiy-

pdtona weights w; kot covariance matrix.

* Kda0e 1 000 games Heat-maps cvykiong weights- éleyyog plateau ce TD error —

OVLVOIKY] TPOGOPUOYY (.

Metd and 500 K games nopotnpfidnke plateau: mrdon covariance =~ 70 % xat otadepo-

noinon win-rate (depth 4) oto 50 + 2 %.

5.5 IIpoxijoelg Xyeotaopnov
5.5.1 ZXreowkn Enékraon Kavovev
To mayviol Eekivnoe wg 3 v 3 pe oo spells ava povada. Kabng eEehocotoy:
¢ IIpootébnkav emmAiéov units (6 — 8) ko spells (w. . Thunderclap, Rend).
» Kd&Oe enéxtaon enéfarie manpn emaveSicoppoémnon HP, damage, cooldowns.
* Tvmwn pon: véo spell/role — hill-climb weights — 10 000 test games — logging —

fine-tuning — véo self-play run.
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22 Kepdlato 5. Ileipoportinos Lyedioouog kor Avokolies

5.5.2 Oykog Teot & YmoroyioTikoi Ilgpropropoi

» Hardware: Ryzen 5 5800X (6 cores / 12 threads).
* Throughput: 580 games/sec (parallel self-play).

* Memory: transposition tables éwg 2 GB — LRU eviction.

5.5.3 Bd0Boc Avalntnong évavtt Real-Time

O Minimax (depth 4) pe quiescence search onpove:
* Exatovtdodeg exotoppopla node evaluations.

* Avdyxm v iterative deepening & time-outs wote 0 WPF viewer va tapapévet respon-

sive.

5.6 Xvumepaopoata Heypopdrov

Ta 16-feature models mopryoyav copmdg TAOVGIOTEPT] TAKTIKT COUTEPIPOPA.
* Yvvdvacpdg hill-climbing & trial-and-error édmwoe otifopd initial rule-set.
* To long-run self-play cvykhivel o€ win-rate 50 + 2 % (depth 4).

» Kvpieg dvokohieg (rule tuning, compute limits, logging overhead) avtipetoniommkay

LE GTOYEVUEVES PEATIOTOMOMGELC.

YuVoAkd, To cvoTNUA YopoKINPIleTal Amd 100ppoTia, EMEKTOOYLOTHTO. KOL ETOYLOTNTO

Y GUYKPLTIKO benchmarking.
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Kepaiaro 6

Anoteléopato Exnalocvong ko

Benchmarking

6.1 Flamegraph Amodoonc

"o tov evtomiond bottlenecks ypnoyomodnke 1o Per fView. Zto Xy. p. 1| (flamegraph)

eoivetal Tl 01 KOPleg €0TiEC KOGTOVG Eivat:
* Core.Evaluator.Evaluate — ypapuikoc value function
* RuleEngine.ApplyMove — gpapuoyr KavOVOV Liyng

* MinimaxSolver.GetBestMove — iterative-deepening search

| R

module svalustor <cevaluatoriCore.Evaluator.Evaluste(class Core GameStats,int32)s>

Zynua 6.1: Flamegraph profiling: hotspots o Evaluator, RuleEngine ko MinimaxSolver.

23
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24 Kepdldaio 6. Amoteléouoro Exmaiocvons kou Benchmarking

6.2 Xvykion Xeaipatoc TD(0)

To péco TD error petpndnke avéd 1000 self-play games- A. Zy. 6.2
* Toayeto mroon and ~ 0.12 og ~ 0.05 ota tpodTa 12 000 games.

* Plateau yopw o10 0.05 petd ta 20 000 games — otabepomoinon.

2yMua 6.2: TD(0) error convergence (1 000 games/window).

6.3 Benchmark Avaperpioeig

1 000 games avé match-up: aveivtcd otov Iiv. p.1].

Match-up Wins A Wins B Ties
3vs2 630 370 0
4vs?2 1 000 0 0
4vs3 835 165 0
Al(4) vs Greedy 1000 0 0

[Tivakag 6.1: Win/loss ratios (1 000 games).

4vs3:83.5%, 4vs 2:100% , 4 vs Random: 100% , 3 vs 2: 63%.
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6.4 Covariance Heatmap towv Weights 25

6.4 Covariance Heatmap t®ov Weights

H covariance matrix tov 16 tehikédv weights mapovoialetot oto Zy. b.3. Mapatnpodpe:

* Ioyvpn Betikn ovoyétion wy—wio (cooldown / readiness).

* Apvntikn ovoyétion wy (AHP) pe wg — aviayoviotikég emloyéc.

» I'evikn| peiwon off-diagonal Tinmv oto Téh0C, £voeldn e&edikevong.

Xymua 6.3: Heatmap tng covariance matrix (16 feature weights).
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26 Kepdloio 6. Amoteléouota Exraidsvong kar Benchmarking

6.5 Tehka Bapn (depth =4, 100 000 games)

Feature f; Weight w;

1 1.949074
2 0.494023
3 0.446551
4 0369199
5 0.313993
6 0.529948
7 0.631672
8 0.302541
9 0473058
10 -0.577266
11 -0.031999
12 0.042715
13 -0.050714
14 1.050000
15 0.302541
16 0.163049

[Tivaxag 6.2: Tehkd feature weights petd and self-play (depth 4).

6.6 Evepyewoxkn An6doon & YnoAoyioTikO AToTOmOpMO

H oloxAnpwon 1.6 M self-play ayovov anaitnoe 35 h o€ évav Ryzen 5 5800X, katava-
Mdvovtag potg 2.94 kWh- tiun oedov 10? popéc uikpdtepn omd tomikég deep-RL npooey-
vicelg . H pérpnon Paciomke oe Intel RAPL counters Kot mepthapfavel 1oco 1o search 66o
ka1 to logging. Akoun — xdpn ot younin katovaioon pviung (2 GB transposition table)

— 10 training pnopet vo ektedectel dveta e mid-range desktop ywpig GPU acceleration.
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6.7 Ablation Study Xopoxtnpiotikav 27

6.7 Ablation Study XopoKTnpioTIK@OV

Mehét leave-one-out kotéypaye péomn mtoon win-rate 3.8 % otav kdOe feature apat-

peiton pepovopéva. H peyoaidtepn enidpaon tponibe amo:
* fi (AHP) —» —6.1%

* fi4 (buff duration) — —4.7%

Ta aroteAéoparto evappovitovron pe to tehkd fapn wy; ~ 1.95 ko wyy = 1.05, emi-

BePardvovtag 6t N vyeia kot 1 ddpkela buffs eivar o1 woyvpdTEPOL TPOYVOGTIKOL dEIKTEG

6.8 Xvumepdopora
O mpaxtopag depth-4 vepéyet Tov depth-3 pe win-rate 83.5%.
* Kvprapyet tinpog Evavtt depth-2 ko random/greedy moMtik®v.
* TD error & covariance emefaidvovv opoin cOYKALG.
» To weights delyvouv Waitepn éppaon oe AHP (f1) xon buff duration (f14).

* To 6VVOAIKO EveEPYELNKO ATOTOHTOO VITOYPAUUILEL TN PLOGILOTNTO KAUGTKOV TEXVIKMOV

VO TEPLOPLGUEVOVG TOPOVC.
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Kepdiaro 7

Eg@apuoyn og Unity

7.1 Xkomog & AsttovpyikoTnTOo

["a va dtevkoAbvouie to debugging KovOvmV KoL VoL KOTOVOGOVLLE TI GOUTEPLUPOPE TOV

agent, ovamtoyOnke TAnpng demo-viewer ce Unity. To gpyaieio mopéyet:

* Real-time Visualization — mpofoAn «éOe move, spell effect, heal kou buff/debuff ,

EMTPEMOVTOG GUEGO EVTOTIGUO GOAALATOV 6TOV RuleEngine.

» Step-by-Step Replay — Bnuatikn emovainyn omodnkevpévaov self-play ayovov, pe

dVVOTOTNTO E0TIOGNG GE GUYKEKPIUEVEG LOVADES Kou highlights twv Minimax branches.

ymua 7.1: Demo-starting scene (Al vs Al) yio oK kavovov.

28
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7.2 Opéin kota to Training 29

7.2 O@éin Kotd to Training

* Instant Bug Detection — 6tav 1o TD error eppavile spikes, gvtonilape dupeco og

nowo spell § mowa cooldown condition vAomolovvtay Adog.

* Strategy Insight — ta overlays armokdivyav 6t1 0 agent, 6€ TPMOIA GTASL, OEV AEL0-

molovoe to Stun—Rend combo; SopBmOnke pe funing oto Evaluator.

* Balancing Verification — mopatnpnOnkav pvOuoi katavéimong mana kot omotele-
CLOTIKOTNTA JLPOPETIKMV cLVOEcemV, emPefatdvovtag 0Tt dev vdpyel unwinnable

configuration.

7.3 IIpoontikéc Enéktaonc
O Unity viewer pmopei va eEghyfel mepattépm pe:

* Visual Analytics — svooudtmon ypaonudtov win-rate kot TD error angvBeiog oto

UL

* User Interaction — dvvatotnta yepokivntmv Kivicewv Yo A/B testing (agent vs dv-

Bpwmog).

* Networked Matches — online self-play sessions L server-side amodnkevon logs.

7.4  Apyprektovikn) Awoovvoeons & Amodoon

H gpappoyn oto Unity éyet viomomBel pe 6toY0 TV amAOTNTA, TN GTOOEPOTNTA KoL TNV
TANPN EVEOUATOOT TNG AOYIKNG TOV TOLYVIOOD KO TNG TEXVNTNG VONUOGHVNG GTO 1010 TTePL-
BaAirov. Oha ta otoryeion — unyaviopuog kavoveov, Minimax solver, chotnua a&loAdynong
KOl OTTIKOTTOINGT — cLVLTApYoLV oToV 1610 Unity scene Kot emikotvaovolv anevdeiag, yopig
YPNOT EEMTEPIKMV SETAPADV 1) SLOOIKTLOKTG EMIKOVAOVIOGC.

H Baockr pon Tov cuetipatog sivot 1 €ENG:

* H oxnvn mepihapfaver 16 Pieceview GameObjects, kabBéva amd Ta omoia aviioTot-
yel og pa povada (8 ava maiktn). H khdon PieceView. cs mepthappdvel ototyeio

tomov, HP, ewkovidio, kabdg kot Aettovpyio emAoyng.
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30 Kepdldaio 7. Epapuoyn o Unity

* H xevrpucm Aoywn Bpioketarl oty khdon GameController. cs, 1 onoio VAOmOlEl
to potifo Singleton yio vo givan tposBaoun amd 6o ta Ul components. Kotd v

EKKIVNON TOVL ALY VIS0V, 0PYLKOTOLOVVTOLL:

I. RuleEngine — gpapuolel vopupeg kvnoelg, spells kat evnuepavel to game

state.
2. Evaluator — a&oloyel ke GameState péow 16 yopaKTNPIOTIKOV.

3. MinimaxSolver — gkterel avalnmon Pabovg depth, pe pruning kou fall-

back emAoyéc.

* H apywmn xatdotaon onpovpyeitor pe T1G KATAAANAES LOVAdEG, mana, Kol TANPES
GameState, o omoiog eivan apeTapfAintog (immutable) yioa Adyovg capnvelog kot de-

bugging.

* O ypfotng eréyxet v TPOOdO TOL YOV HECH TOV TANKIPOL Space,
T0 omoio eKkteel v emopevn kivmon Al avoktovrog v omd  TO
MinimaxSolver.GetBestMove () Ko epappolovtdg mv HEcm

ApplyMove ().

* Kd&be kivnom koataypaeetal ot Unity kovoora (Debug.Log) pe TANPoQopieg yio

Tov moiikTn, 1o spell Kot tov 6T0Y0, S1ELKOAHVOVTAG TNV OVAAVOT).

* H ouvdpmmon RefreshAllViews () ovyypoviCet to Ul pe m véa kataotaon. I'a
k6O povada EVIULEPDVOVTOL SLVOLKAL:
— To xeipevo HP/maxHP kot o ap10uog povéooc,
— H swova eikovidiov avdroya pe 10 PieceType,

— To ypopa meprypdpparog yio buffs/debufts (m.y. pmie yioo ShieldWall, kdxkivo

yw Bleed, potlévra yio Stun).

* O ypnotg umopet va emré€et to emBountd fabog avaltnong pécw S1ider oto Ul,
pe Tipég omd 1 €mc 6. Ot Tipég avtég ennpedlovv dpesa v arddoomn Kot Ty TayvTNTo

VTOAOYIGLLOV.
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7.4.1 Amd6doon kol Zopmeprpopa

To choT O £Vl ETOPKMG EAAPPD DGTE VO AEITOVPYEL OTPOCKOTTO GE VTOAOYIGTES YMPIG
GPU. Zg BaOn €w¢ 3, 0 vTOAOYIGHOG TNG EXOUEVNC KIVNONG OAOKANPOVETAL GYEOV aKapLoin
(katow amd 0.5 devteporenta). Xe fadn 4 kot dvew, 0 POV ALEAVETOL GNUOVTIKA, 1010¢ o€
KoTaoTAoelg pe peydho branching factor, odnymvtag o KaBLGTEPNGEIS LEPIKADV OEVTEPOAE-
TTOV avé Kivnon.

H amovoia eEotepikdv API 1 network lag emtpénetl Gueon andkpion, evd 1 TANPNG TO-
mikn ektéleon e€acpalrilel otabepdnra. H kivnon eppaviCeton dpeca oto Ul 1 amekdvion
etvan EexdBapn kot OAa Ta evepyd effects dtatnpovvtal ontikd oe KAbe yHpo.

H apytrektovik avt kabiotd to cOGTNHO EE0PETIKA YPGILO Y10L:
* Ontikn emPePainwon g copmepipopdg tov Minimax,
* Aviyvevon coaipdtov o spell logic (m.y. stun flags, cooldowns),
* Aoxyn dapopwv depths kKot Tapapetporomcemy Al,

¢ [Mopovcioon Tov ToyVIdoL G€ EKTAUOEVTIKO 1] EPELYNTIKO TANIG10.
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Kepaioo 8

HOwka ko Kowvovika Zntpota

8.1 Aixkom Xpfon & Exploits

* Emergent exploits — &vag 1oyvpog A1 agent pnopet va, ovokaAdYeL un TpoPAemopeva

«xevay (loopholes) otovg Kavovee, amoxopilovtag unfair advantage.

* Amorteiton Toy0¢ UNYavieuog report—patch—verify dGTe T0 ruleset vo TapapiEVEL STKOO

y1o. GAOVG TOVG TTAIKTEG,

8.2 Emntooeig otigc Kowotnteg Ilayviowov

* E-sports & Tovpvova — 1 dmapén ioyvpdv agents LETAPAAAEL TOV OVTAYOVIGUO: TPE-
TEL VOL OPLOTEL EAV EMTPETETAL 1| YPT|OT] TOVG Y10 TPOTOVNGN 1] KON KOl GE EMIGTLOVG

OYODVEC.

* Modes ocoppetoyfic — o€ open tournaments 1 ypron agents oeeilel gite va amoyo-
pevetan gite vo puOpileton (. x. separate leaderboards) dote va dtapLAGGGETAL 1] OLV-

Opomvn de&otra.

To tedevtaio ypovio TopaTNPEITOL ONUAVTIK) AVOOOS GTY| ONUOTIKOTNTO TOV auto-
battler tithwv kou turn-based moyVidldV GTPATNYIKNG TOV VIOSTNPILOLY AVTOYOVIGTIKO
oy vidr (competitive ladder). TThatpoppeg 6mmwg 1o Teamfight Tactics, Dota
Underlords,Hearthstone Battlegrounds katdldpopa custom chess variants Qi-
Ao&evolv emion o TOVPVOLE pe xpNUoTIKA ETadAia mov cuyvd Eemepvovv ta 10 000—100 000

doAdpra.

32
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8.3 Exmoudevnixn Xpnon kou Eoikeicwon 33

H Ymapén 1600 cofapdv kivitpov entteivel Tov Kivouvo kotdypnong toyvp®v solvers.
‘Evog Al agent mov pmopet va mpoPAénetl 1 va eEavtiel pe akpifeto Tic S100EGILES KIVAGELS
napéyel afépTo TAeovEKTNUA o€ TEPPAALOVTO OTTOV 1| GLUUETOYY| aVOpOT®V TPoHTOBETEL
avTIANY”M, YpOVO avTidPaoNG Kol TEPLOPICUEVT] AVAALGT). AKOUA KOl OTAV OEV YPTCLUOTOLEL-
TOl AUESH KOTA TN OPKELD EVOG OydVa, 1 XPNON TETOLWV agents ylo EKTOIOEVGT, OVOAVON
OVTUTOA®DV 1] KOVAYVOOT TOV UETO-TOYVIO00 (metagame) ONUIOVPYEL VEEG OVICOTNTEG.

Q¢ ek T0HTOL, 1] KOWOTNTO TOV TOKTAOV KOl 01 SL0PYOVOTEG TOVPVOLH KAAOHVTOL VAL VoL

nTHEOVY TOoMTIKEG drayeipiong g mapovsiog Al Tapadetyporto T€To1®V TPAKTIKOV Elva:

* Dedicated testing environments ywo agents, o10y®piGpEVOL amd To rankings TV moil-

KTOV.
* Live monitoring & anti-cheat cuotfpato o ay®veg pe ypnuUaTKd EmTadia.
* Transparency guidelines yiwo T ypnion agents og streams, tutorials 1 analytics.

H dswmpnon wwoppomiag avapesa otnv mpdodo g Al kot otn dapvraén tov avlpo-
TVOL OVTAYOVIGHOV €lval KpIGIog mopdyovtag yio T PLocoTnTo. TETOMV TALYVIOUDY MG

e-sport TAUTPOPLEC.

8.3 Exmadcvtikn Xpion kot ECowkeioon

Al agents ogv givan amopaitnto avtimadot: propovyv va AELITOVPYNGOVY Kot 0¢ EpYareio
expadnong. Xe turn-based mepipdAiovta, Evag TPAKTOPAG TOL EENYEL TIC EMAOYEC TOL —
HEGW overlays, oYOM®V 1| EVOALUKTIK®OV TPOTACEDMY — WITOPEL VOL EMLTAYVVEL TNV OVATTLEN
otpatnNyikng okéyng. H duvatdtra mapakorlohnong tov tpdmov pe Tov omoio emAEyETOL
Kké0e Kivnom, oe CLVOLAGUO LE TO HOVTELD YOPUKTNPICTIK®V TOV Evaluator, Tpoopipet
éva ovotpa mov pmopel va aglomomBel ywa interactive coaching.

H ypnon tov Unity viewer g mapobcos epyaciog ovoiyel TPOOTTIKES Y10 EKTOLOEVTIKA

gpyoieia, eite pe okomo ™ SOOKTIKN a&lomoinomn ite ¢ HEGO AVTOPREATIOONG TOKTMOV.

8.4 Emwxaivyn AvOpomov—Al o€ Tovpvova

Kabmhg n otpotnyikn moAvalokdtnto Tov Totyvidumy avidvetat, 1 ddkpion petald ko-

Bapd avOpomvng cvppetoxns ko fonbetag omd Al agents yivetar oAoéva Ko wo SvGdd-
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34 Kepdioio 8. HOwkd ko Korvavike Zntiuazo,

Kp1tn. Yapyel 10 evOeOUEVO XPNOTEG VO 0EIOTOI0VV agents KATA T OIPKELD TOV AYDV®V
o€ «maNTIKO» POAO — T.Y. VTOAOYIGUOG € deVLTEPN 000N, ETEPOYPOVICUEVEG TPOPAEYELC
1 assisted move suggestions.

Av1d 0 POvopEVo, YvmoTo Kol o¢ shadow play, kabiotd amapaitnn ™ onuovpyio
mAociov dapavelng: ite péow dMAwong Al-assisted play, €ite pe TeQVIKOVS EAEYYOVG OE
TOVPVOVE pE ypNUOTIKG EmabAa. Av dev eleyyOel, UTOpEl Vo ATOVOLILOTON|GEL TO OTOTE-
Aegopa evog aydva 1 vo omoBappOiver TN GUUUETOYN TOKTAOV Tov entBvpodv va Pacilovral

OTOKAEIGTIKA GTIG OIKEG TOVG IKAVOTNTEC.

8.5 Asgovroloyio & Avwu@avera AlyopiOpmv

» Explainability — o1 maikteg dicarovvion va yvopilovv moa features & Pépn ennped-

Couv 115 amodoels: ta live overlays tov Unity viewer omoteAovV Tp®OTO PripaL.

* Open-Source — 1 dnpociomoinon mnyaiov KOdka & TelMkdV weights emiTpémet ove-

Edptro audit v fairness ko arwoeuyn black-box behaviour.

* Data Privacy — av peAlovtikd ot agents cuvoeBovv e user accounts (1GTOPIKO arym-

VoV K.AT.), opeilovpe TANpn cvppopewon pe GDPR / CCPA.

8.6 IIpotaoceic Yo YrevOvovn Avantoén

* Certified gameplay engine ywpig backdoors, dote kaveig vo un petafdrier kpued

TOVG KAVOVEG,.

* Rule versioning — capng dwayeipion rule-sets yio reproducibility & ypriyopo rollback

o€ mepintmon exploit.

* Community feedback loop — dnpoco issue tracker yio bugs / exploits, pe dtopoavn

dwowkacia triage & patch release.
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Kepaioro 9

Xyetiko ‘Epyo (Related Work)

9.1 AI Agents o¢ Turn-Based Games

H épevva omnv game Al yw turn-based titAovg exteivetol amd 10 KAAGIKO GKAKL £0OC TO.

ovyypova auto-battlers:

* Chess engines (Stockfish, Leela Chess Zero) — Minimax + a—f pruning: apykd
ue hand-crafted heuristics, apyodtepo pe neural evaluation (Leela) mov ekmoudeveton

péow distributed self-play.

* AlphaZero (Go, Chess, Shogi) — eviaio MCTS mhaicio kabodnyovuevo and policy/-

value networks, yopic elducd heuristics.
* OpenAl Five (Dota 2) — PPO + LSTM yw large continuous action spaces.

» DeepStack / Libratus (Poker) — continual re-solving ne CFR, depth-limited search

Ko imperfect-information reasoning.

Ot Topamave TPAKTOPES SLUPEPOVY OO TOV OIKO LA OC TPOS TOV TUTO TOLYVIO0V, TN

uebodo search kou 1o povtéro aloldynong (deep vs linear).

9.2 Agents yia Auto-Battlers

Ye tithovg Omwg Auto Chess, Teamfight Tactics, Dota Underlords, Hearthstone Battle-

grounds, n Biproypagio eotidlel ot:

35
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36 Kepdlowo 9. Zyetiko Epyo (Related Work)

» Simulation-based agents — Monte Carlo rollouts yia draft/placement, heuristics yio

combat predictions.

* Reinforcement-learning approaches — DQN / A3C yw placement & resource man-

agement, yopig explicit search otn pdym.

* Hybrid methods — beam search oto placement- value networks yio combat outcome

estimation.

H mapotvoa epyacio evoouatdvel TAnpm deterministic search (Minimax + quiescence)

oto combat phase, Tpoceépovtag reproducibility & explainability.

9.3 Monte Carlo Tree Search (MCTS)

To MCTS mpotipdton 6tov o branching factor givon peydrog:
* UCT — wooppomnei exploration/exploitation pe UCBI.

* Deep MCTS (AlphaZero) — policy/value networks + MCTS o€ vep-vmoAoyioTiKd

GUGTNLOTOL.

 IIpoxioeig ota auto-battlers — vynAd variance AOy® oToY0OTIK®V combat me-

chanics.

Avtibeta, o0 agent pog ypnoonolel deterministic Minimax + a—03, peidvovtag 06pvfo

Ko emtayOvovtag debugging.

9.4 Reinforcement Learning o¢ Iloavyviown
Evdewctikd amoteléopara:
* Deep Q-Learning — an6 Atari émg Hearthstone bots.
* Policy Gradient / Actor-Critic — A3C, PPO oc¢ StarCraft 11.
* Temporal-Difference Learning — TD(\) o backgammon.
O 01k0¢ pag mpdxtopog epappdlel TD(0) mévo og ypauukn value function, SotnpmdvVTOG

lightweight & interpretable povtédo.
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9.5 Xbykpion llpooeyyioewv 37

9.5 Xvykpion [Ipooeyyiocewv

Mé0Bodog Comb. Search ~ Value Learning Interpretability

Minimax + TD(0) Deterministic ~ Linear Features High
MCTS (AlphaZero) Stochastic Neural Networks Medium

DQN/A3C None End-to-end Deep Low
CFR (Poker) Re-solve Regret Minim. Medium
Simulation Agents ~ Monte Carlo Heuristic Low

[Tivaxoag 9.1: Zoykpion Pacikov Al tpoceyyicemv o maryvidio.

H mapovoa Adon cvvovalel deterministic search, amAn RL ko mAnpn éleyyo feature

weights, dtapopororoduevn and black-box, stochastic frameworks.

9.6 Keva ot Biphoypagio & Xvveio@opd
[Mopd v extevn épevva, Agimovv:
* End-to-end transparency — ané design £mg training xou real-time visualization.

 Lightweight, interpretable models mov tpéyovv ce desktop CPU.

9.6.1 IIpmrtotvrmio & Awukprtd ITAcovektipata Tov lapovrog Epyov

To mapodv project 164yeL EVOV GLVOLOAGLO YAPAKTNPICTIKMY TOV OEV GLVVTTAPYOLY AALOV

ot Biproypapio:

1. Full-Stack Open Workflow — 6\a ta artefacts (kddwkag, logs, trained weights, Unity
viewer) dwatifevtor wg open-source, S1EVKOAHVOVTOG TANPT AVATOPOYMYN: TPOKTIKY|

ondvio oto auto-battlers.

2. Deterministic Search og Xtoyaotikoé Eidog — ociyvovpe 61 1 combat-pdon umopet
va o@eAn0etl amd Minimax + a—[3, K4t mov dgv Exel Tapovotactel o Teamfight Tactics

1 Auto Chess literature.
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38 Kepdlowo 9. Zyetiko Epyo (Related Work)

3. CPU-Level Evepygroxi Anodotikotnte — 1.6 M games pe poig 2.9 kWh oe mid-

range desktop, évavtit GPU-intensive deep-RL cuotnudtov.

4. Explainability-by-Design — ypoppuxn value function (16 xatavontd features) + live

Minimax overlays emitpénovv inspection Tov «yoTi» KaOe kivnong.

5. Evomompévo Balancing Loop — 10 1010 self-play framework pvOuilet ko ta weights

KO TOVG KOVOVES, EMLTAYVVOVTAG TOV KUKAO design — test — refine.

Yvvoyilovrac. Evo mponyovueveg epyacieg eotiacav gite o fabid, evepyoBopa poviéia
eite o¢ heuristic simulations ywpig e€nynoiun copmepLpopd, 1 O1KN LAG TPOGEYYIOT| OTOdEL-
KvOeL 0Tt évag lightweight, interpretable, reproducible agent umopei va ovioymviotel omote-
Aecpatikd og mepiPaAlov auto-battler, yepupmvovtag To YAGHo aVANEGH GTNV OKOOT LOTKY|

€PEVVA KO TOL TPOKTIKA epyoieio Tov yperaletal 1 KovoTnTa.
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Kepdiawo 10

Agmtopngpnc Avaivon Evepyerakov

ATOTUVTONOTOG

10.1 Kivntpo

H ov{mon yopw and v Texynti Nonpoovvn petatoniletol otadiokd amd v kabopn
EMIOOCN TPOG TNV EVEPYELNKT ATOOOTIKOTNTA Kot TN Prociuotnta. Me v eknaidevon cvy-
YPOVOV LEYGA®V povTéL®VY vo amontel yiiadeg MWh kot e€edikevuéveg GPU vrodopéc, 1
avaykn yio «tpdactvn AD» yiveron emttaxtiky. [61og g eKmadevTiKd 1 pevvnTIKd Py, OOV
ot 01a0€ool TOPOt elvan mePLOPIGUEVOL, 1| ETAOYT EAAPPOV, eENyNotpwv kot CPU-first ap-

YLTEKTOVIK®V UITOPEL VO TPOCPEPEL EVOAALAKTIKT TOPEi aVATTUENG.

10.2 Avaivon Hpo@irh Extéleonc (Flamegraph)

[No v extipnon Tov VTOAOYIGTIKOD KOGTOVS TOV TPOTEVOUEVOL GUGTILLOTOG, XPNCLO-
nombOnke epyodeio flamegraph katd v extéleon self-play xoxAwv tov agent. To mpopii

Tov KaToypapnke dsiyvel EekdBapa Tic kKOpieg eotieg katavdiwong CPU:

* HpébodogCore.Evaluator.Evaluate — dnAadn 1 ypopukn cuvaptnon a&iog
— KataAapPavel onuavTikd pEPog Tov ypodvov, Aoy® tov TANBovg TV emavoiopfo-

VOUEVOV KAMGE®MV PEG 6TV avalTnon.

* HMinimaxSolver.GetBestMove givor eniong Papid, kabng mepthapfavet iter-

ative deepening, o—f3 pruning kot quiescence extensions.

39

Institutional Repository - Library & Information Centre - University of Thessaly
11/08/2026 19:36:02 EEST - 216.73.216.43



40 Kepaldaio 10. Aemrouepnc Avaivon Evepyeioxod Amotoraouotog

* ToRuleEngine.ApplyMove guhOvetal yia To AEITOVPYIKO KOGTOG TNG TPOGOLOi-

mong Kabe vroynelag Kivnong, wiaitepa dtav cvvovaletor pe buffs/debufts.

5 4
Processé4 TrainerApp (18724) Args:

yuoe 10.1: Flamegraph exktéleong self-play: k0pieg eotieg k6oT0UG 6¢ Evaluate, Minimax-

Solver kot RuleEngine.

To flamegraph emBefardver 611, mapd v amovcio GPU acceleration 1| e&gidikevpévov
Biprodnkmv, o agent dtotnpet Asrtovpyiko throughput axopa kKot pe fabog avalitnong 34,

a&lomoiwvrag TANpwg kdbe mupnva CPU.

10.3 ®riocogio ko Evepyeroxn AmodoTikotTnTO

H apyrtektovikn tov agent €xel oyedtaotel e€apyns e YVOUOVO TNV OTAOTNTO KOl TN
younAn xKoatavéimon. Kavéva pépog tov training dev amortel ypron GPU 1 poalucod replay
buffer. O\eg o1 dopég (m.y. GameState, Move, Buffs) viomolovvrtat wg value-types 6mov givat
duvatdv, petdvovtag Vv mieomn otov garbage collector.

H ypnion ehappdv teyvikdv 6mwg:
* Ipappikn ocvvapmnon aé&iog (avti yio DNN),
* Minimax pe o—f3 pruning kot quiescence search,

« Stateless self-play yopig e&mtepikn amobrkevon,

SN pet To gvepyelokd amoTOTMU TOV agent UIKPO. AVTO ETITPEMEL TNV AVATTVED, TTEL-

POLOTICUO KO ETOVOANYILOTN T akOUN Kot 6€ mid-range cvotiuata desktop ympig voio-

ywoTiKd clusters.
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10.4 2vyxpintin 2Zxéyn ue 2oyypoves lpooeyyioeig 41

104 Zvykprrikn Xkéyn pe Xoyypoveg Ilpooeyyioerg

Ye avtifeon pe peydia deep-RL projects (m.y. AlphaStar, OpenAl Five), 6nov 1 kota-
VAA®OT EVEPYELOG KOl OL DVTTOOOUES ELVOL ATOYOPEVTIKEG Y10 AVEEAPTNTOVG EPEVVITES, 1 TO-
POVCH £PYACTIO KATAOEIKVVEL OTL «KAUGIKESH TEYVIKEG UTOPOVV VO, TOPAUEIVOVY OVTOY®VL-
otwéc. [Tapott 1o Minimax dev @TAvVEL TNV EKQPOCT Kot TV Yevikevon evog DNN, n ep-
LUNVELGIUOTNTO KOL 1] YOUNAT ATOiTNON G€ VITOAOYIGTIKOVG TOPOVG TPOSPEPOVY CTLLOVTIKO

TAEOVEKTILLOL.

10.5 ZXZvpmepaopota

To flamegraph ko gumepikn cvpmeprpopd Tov agent deiyvovv Ot ivat duvarti 1 Koto-
OKELT| EVOG 1GYVPOL TTpdTopa oTpaTnYIKNG pe avotnpd CPU-based vrodopr|. Avtod evioybet
10 gmiyeipnua 6t «rpacwvn Ay pmopet va etvar epikt yopig tpopepn Bucia oty mo10-
T, OPKEL VO GLVOOEVETAL OO GLVETO GYESOGUO, EXEENYNOULN LOVTEAQD KO ETTOVOLYPTOL-
LLOTOM GO KAOOIKOL.

Y& peAlovtked benchmarks Al mpoktopwv mpoteivetal vo copumeptlappdvetor oyt povo
1N awOO0CT| GE AYDVEG, OAAN KOl 1] EVEPYELOKT] KATOVOA®OT avd episode 1| training loop, wg

Bacikd pétpo PocdtnTog.
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Kepdaiawo 11

Melhovtikn Epyoaocio ko Enrektaoseis

To xepaiaio mapovoidlel €1 AEoveg LEAMOVTIKNG Epevvag: meta-learning, multi-agent
cevaplo, evooudtoon deep neural networks, real-time balancing, epumAovTIGUEVY OTTTIKO-

moinon Kot TvTonomuEveg benchmarking TAoT@OPLLES.

11.1 Meta-Learning & Continual Learning

11.1.1 Kivntpo

O agent ov £yovpe EKTOOEVETOL EK TOV TPOTEP®V G€ oTabePO ruleset. Kabe alhayn

KOVOV®V GUVETAYETOL TANPT EXAVEKTAIOELON.

11.1.2 MAML (Model-Agnostic Meta-Learning)

* Meta-update c¢ batches diapopetikdv rule-variants.

* O meta-initialised agent tpocappoleton pe 5—10 gradient steps o€ véo ruleset.

11.1.3 Continual Learning

» Experience replay buffers yio avapei&n molodv & vémv trajectories.
* Elastic Weight Consolidation (EWC) — mown og peydieg ahdayés kpiciumv weights.

* Progressive networks — véa subnets avd enéktaom KovOvav, e TAEVPIKES GLVOEGELC.

42
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11.2 Evowudtwon Deep Neural Networks 43

11.2 Evoopatrmon Deep Neural Networks

11.2.1 Graph Neural Networks (GNNs)

Amekovion tov 8 X 8 grid g ypagpov:
* Message passing petald povadmv.
 Buffs/debuffs g edge attributes.

* Khpdkwon og peyoivtepa boards (m.y. 10 x 10).

11.2.2 Hybrid Minimax—-MCTS
* Policy network — mpotepatonoinon moves (PUCT-style).

* Value network — extipnon V() avti tg ypopikig cuvaptnong.

11.3 Epmhovtiopévy Ontikonoinon & UX

11.3.1 Dashboard Metrics
* Real-time graphs — win-rate, TD error, heatmaps.

* Alerts 6tav win-rate (depth> 2) néoetl kdtw and threshold.

11.3.2 Interactive Tutorials
* Guided scenarios tomov “mmg va ekterécete Stun—Rend combo”.

« Skill assessment pe KApokoOpevn SvokoAia.

11.4 Benchmarking & Standardization

11.4.1 Standardized Metrics Suite
* ELO / Glicko-2 ywo molvmpaktopika ladder boards.

* Exploitability — pétpnon avicoppomniog dtav Evag agent EKUETAALEVETOL YVOOTES TTO-

MTIKEC.
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44 Kepdlowo 11. Merlovuxn Epyacio kou Enextdoels

» Sample efficiency — games avd % Peitioong win-rate.

11.5 Hardware Acceleration

11.5.1 GPU/TPU Offloading

* Batch evaluator — nopéAnia V (s) calls o GPU kernels.

* XLA compilation yw TPU.

11.5.2 FPGA Prototyping

« HDL vlonoinon move generation & evaluation.

* Métpnon latency / throughput o€ puoioé FPGA.

11.6 Xvumepdopoto & IpoomTikég

O apoandve katevhuvoelg 0dnyovv oe:

* Toaydtepn mpocaployn o€ VEOLS KOVOVEG LECH meta-learning.
* Ymoompién multi-agent Ko GUVEPYOTIK®OV GEVAPI®V.

* Beltioon amddoong pe deep models & hardware acceleration.
* Data-driven balancing cg mpoypatikod ypovo.

» [TAovo1o user experience pe dashboards & tutorials.

* AweBvn benchmarking péow open-source Gym mepifaiiovtoc.

H vlomoinon avtov tov enektdocmv Ba avaPadpicel Tov TpakTopa o€ TANPOS EMEKTA-

oo, high-performance xon Piooyo Al cvotnpa yio auto-battler tithovg.

Institutional Repository - Library & Information Centre - University of Thessaly
11/08/2026 19:36:02 EEST - 216.73.216.43



Kepdharo 12
YOUTEPACUATA

21V TopoHoa SUTAMUOTIKY EPYOCI0 TOPOVCIAoTNKE Hia end-to-end drodikacio oyedla-
ooV, VAOTOINoNG, ekmaidevong kat aSloAdynomng evog TpakTopa TEXVNTHG vonuoovvng (Al)
yw éva custom turn-based auto-battler. O agent cuvovalet deterministic Minimax (pe a—f
pruning kot quiescence search) pe Temporal-Difference Learning TD(0) endvm G€ YPOUUKN
ovvaptmon a&iog 16 yapakmmpiotikadv. H mopeia amd to apyikd proof-of-concept 3 v 3 €wg
10 TApeg 8 v 8 mepiPdAdov pe Unity viewer KaO16TA TOV TPAKTOPO AVATOPAYDOYIUO KO ETE-

KTAOILUO.

12.1 Kvpw amoteriopata

* Amé6ooon paBovg avaliptnong— o agent depth-4 nétvye: vs. depth 3 83.5 %, vs. depth
2 100 %, vs. random/greedy 100 %.

* Yvykhon TD — o pécog TD-error énece amd 0.12 o€ 0.05 ota tpoto 12 000 games

Kot oTafepomombnke petd to 20 000.

* Eppnvevopotnta weights — w; =~ 1.95 (AHP), w4 = 1.05 (buff duration), wio ~

—0.58 (readiness)- To heat-map £de1&e 1oyvp06 decorrelation.

* [TApng onttikomompuévn pop — o Unity viewer emtpénel real-time avédivon Min-
imax, debugging xovovov Kot £aywyn oTiyoTuTeVY Yopic emPdpovvon tov training

loop.
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46 Kepdldoio 12. Xvumepdouara

12.2 Emotqpovikn & Ilpocomiki) coveropopa

Me yvépovo T Kevé mov Kataypdenkav oto Kep. B, n sk pov cvppori kpiveton

TOAVETITEDT KOl LOVOOTKN:

1. Oroxinpopévn, avoryti viomoinon deterministic Minimax oe combat-@dor auto-

battler, amodetkvhovTag TEPAUATIKA OTL «KAAGIKA» search oynuota umopovv vo A€l-

TOVPYNOOVV GE GTOYOOTIKO £I00G.

2. Evomowmpévo balancing + learning loop — o id10¢ self-play pnyoviopog pvOuilet

ko1 To. weights xai Tovg Kavoves: cOYKAON G€ 160pPOTNUEVO meta péoa oe dPES, OYL

NUEPES.

3. CPU-level Brooypnotnta — o614voiEn 0000 Yoo yoUNAOD KOGTOUG £PELVA, LLE EVEP-
yewkn katavaioon < 3 kWh- kabiotd duvati T GUUUETOYN UIKPOV gpyocTnpimv

yopis tpoécPaocn oce GPU clusters.

4. Explainability-by-design — 16 gpunvevcipa xopaxtnpioTikd, S1EVKOAOVOLVY GE Ti-

Bavn dwaxtikn a&loroinon Tov solver.

5. Full open source — o mAnpng kddwkag, pretrained weights kot 0dnyieg extéleong ivan
dwbéoa oto GitHub: https://github.com/tgkelos/thesis—ail. Hnmn-

pNG drapdvela vrepPaivel TNV TPAKTIKY] KKOOUKOG KATOMY OUTAATOC» TOV EMKPATEL

ot Biproypagia.

Me Alya Adyua,  epyosio yepup@ver TO YOG AVAUESO GTIG VYNAOD KOGTOVE, «LOPOV KO-
T1o00» deep-RL Avoelg kan ota heuristic-based simulation bots, Tpoc@épovtag Evo Ea@pv,

eMEENYNOLNO KO TANPOS AVETAPOYDYLHO TANIGLO Y10 LEALOVTIKT £PEVVOL.

12.3 Ilepropropoi

» I'poyyurog evaluator meplopilel oe oyeddV YpapKd patterns.

* Ba0Bog 4 emPAnOnke and real-time CPU limits- fabvtepn avalntmon arattel hardware

acceleration.

* Agv g€etqotay imperfect-information, free-for-all > 2 mouktdv 1 co-op cevapia.
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12.4 MelrhovTikéG KaTEVOVVGELS

* Meta-/Continual Learning ywo dueon mpocopproyn ce vEoug Kovoveg ympic mAnpn

emavekkivnon training.

* Hybrid Deep Evaluators (Graph NNs) wg drop-in aviikataotateg TG YPOUUKNG GL-
véptnong.

* Real-time balancing e Bayesian optimisation & in-game telemetry.

* Multi-agent cevapra — free-for-all, human—AlI teaming, adversarial self-play.

* Hardware off-load — batch evaluation e GPU/TPU 1 low-power FPGA prototypes.

* Avoyyto benchmark wepipdriov (ELO, exploitability, sample-efficiency KPIs) yia

GUYKPIOT LEALOVTIK®OV TPOUKTOPMV.

Telkog Adyog

H pelétm katadeikvder 0T1 n «khacikn» cvvtayn Minimax + TD mapapével avioyo-
VIOTIKT] OTOV TAOICIOVETAL 0O TPOCEKTIKO game design, avtopotomoinpévo balancing kot
oVvyypova epyaieio ontikomoinong. Me Tig mpotevopeveg eneKTACELS, 0 agent pmopet va e€e-
MyBei og Eva vyng 0m60001G, ETEKTAGINO Kot vIEVOLVVO TAaico Al yio To TayEmG ava-
TTUGGOUEVO OIKOGVG TN TMOV games OV EXLTPETOVY TV EPAPLLOYN EVOS TETOLO0L solver, Evd

1N TPOGOTIKI] OV GUVELGPOPE OETEL CAPEC OMELD OVOPOPAS Y10 LEALOVTIKES TPOCEYYIGELS.
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