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Math is everything when it comes to video games.
From having the ability to calculating the trajectory
of an Angry Bird flying through the sky, to ensuring
that a character can jump and come back down to
the ground. Without the help of mathematics,
video games simply wouldn't work.

4, 9%

hew S. Stenquist

‘ [ J

ideo Game Developer

MaBnpatika

Ma Bvteomtawxvidla...



MaBnuatika lNa Bivteottatxvidla

e 2nueia kat dlavuopata

e 2UOTNHATA CUVIETAYUEVWYV

* MnTtpwa

 Quaternions

e 2UYKPLON avartapaoTACEWY HETAOXNUATICHWY TIEPLOTPODNG
e Kamowa xpnoua padbnuatika avtlkeipeva

e Avamtapaotaon KaputmuAwy



2d - 2nueia kat Tépara (Evvow Atavuoparta ©)

* OLTteploooTeEpPEC Acttoupyieg oe 3d exouv vonua kat o€ 2d
e Xpnowotoleite tavta to 2d weg paon, 6a cag fondnoet

* Eva onpelo eival yla B€on otov n-0140TATO XWEO A?

e 2UVNOWC avarapiotatal oTov Kapteolavo cuotnua
OUVTIETAYHEVWYV
* AUo N Tpelg apolBaiol kaBetol aéoveg

* 'Eva onpueio P eival pia tpuada (Px, , P )

 To dldvuopa p sivat to [Px Py Pz]




AN 2LOTHHATA 2UVTETAYHEVWVY

e KuAWOpLKAQ

e Xpnon evocg aéova vpoucg (h), evog
akTivwtou aéova (radial — r) kal piag ywviag
eKTpoTtnG (yaw — 0)

* Ta onueia avanapiotavrat we (P, P, Pg)

e 2dalplka
* [wvia BRpartog (pitch — @), ywvia eKTPOTIAG
(yaw — ) kat aktivwtou aéova (radial — )

* Ta onuela avamapiotavial we (Pr, Py, Pg)




ETiAeyovtag 2uotnua

* To KAPTEOLAVO CUCTNUA XPNOLHOTIOLELTAL TIEPLOCOTEPO

* Meplkeg dopEC eival TILO EUKOAN N XPNon AAAOU CUCTHHATOC

* Ta avtikelpeva Ttou oTpofIAidovTal YUpw ATto Evav XapakThnpa eivat
EUKOAOTEPQ OE KUALVOPLKO oXua

e OLekpnéelg pmtopel va eival eEUKOAOTEPEC 0 OPALPLKO

v 4 4 7%



Aplotepootpodo-Aclootpodo

Kapteolavo 2uotnua

* H petatpor eivat eUKOAN, avtiotpePte
TNV Katevbuvon omtolovdnTmote aéova.

 OLtpoypappatioTeg ypadplkwy ocuvnbwg
ETUAEYOLV aplotepOoTpoda cuoTHHATA
LME TO y VA DEIXVELTIPOC TA TTAVW, TO X
Ttpog Ta deéla Kal To Z va delxvel otnv

oBovn

 BonBa pe tnv texvikn z-buffering

Right-handed A MAYA’ @ EOROT

Iy pa— Adobe Substance
/Lﬁ\; HOUdII‘II%T mi"DPainter

Je  Z-Up
Ayviencer Jy S0

@
CRY=NGINZ @ SketchUp

Left-handed vl )
A 1@ LightWave

k o & unity

CINEMA 4D

Ay

@ UNREAL ENGINE

ahmetyasinburul. Medium.com

A L

-

Aplotepootpodo Ae&lootpodo



YrtievOUpon: Alaviopata v /

* KAlpakwon xwpig ardayn kateubuvong sa = (say, sa,, sa,)

* Avopolopopdn KAPAKWON s®a = (s,ay, s,a,,5,a,)

s, 0 0
aS= [Ax a4y ay]|0 s, 0| =[AxSx aySy a;S]
0 0 s,
* [1lpooBeon kat Adpaipeon b b

a+b=|(ay+by), (a, +b,),(a, +b,)]
a—b= [( ax—Dby), (ay - by)» (a; — bz)] a-b a a+b



lal

AMec MNpaéelg oe Alavuopuata

* YTTOAOYLOUOC PETPOU (amootaon): |a| = \/a,zc + a32, + az

* Metakivnon avtikelpevwy: P, = P; + vAt

e 2UYKPOUON QAVTLIKELUEVWV:
* Avd < 1y + 1, TOTE ouyKpouovtal (;;;)
e Mo ypryopo va cuykpivete d? < (r; +1,)?
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EowTtepko Nvopevo

/b (a*b)=ab
P2

P1

\ 4

(0, 0) X

D1 P2 = X1X3 + Y1¥Y2 = P2 - P1 = |p1lIp2lcose




Mepkeg AttAec Edappoyecg

* Opatotnta: pymopet o taiktng P va deL tov €X6po E;
e v = F — P dlveltn oxeTIkN B€on tou E og oxeon pye tov P

* av To [ elval to dlavuopa rtou opllel TLavtikpulel o P ToTe otav To -
v - [ elvalLapvntiko o E Bploketal ticw amo tov P

* Av opiooupe gva ettirtedo Ao to onueio Q Kat eva Kabeto
povadlaio dlavuopa nn TOTE PTToOPOUHE va Bpoupe Tto og h
EVOC onueiovu P tavw arto Tto emtitedo vttoAoyidovtag tnv
TTPOBOAN

12



EEwtepko Nvopevo

-
/
b «7) \ J
& l /
A
axb Alvel eva aAAo dlavuopa tou eival kaBeto ota dltavuopata tou TtoAAartAactalovtal:
i 7k
axb=|a, a, a,
b, by, b,
t j k 4. a
: : , ~[|%x  “y
211 dvo dlactdoelg, a, = b, = 0. Apacax b =|ay a, 0=k b b
by b, 0 Y




ESwtepko MNvopevo

y A
p1+ P2
P2 ’ |
X1 X pP1 X P2 €lvaln mpoonpacpevn
P1 X P2 = vi vyl T e AVELQ TOU TIAPAAANAOYPALIUOU
Y Yz2| _

B x1 xz _ _pZ X pl pl

(0, 0) X

D1 X D2 = X1Y2 — X2Y1 = —P2 X 01 = |p1llp2lsing

Tap,,p, €ivaitcuveuBelaka av katpovoavp; Xp, =0



Epappuoyec touv E€wteptkou Nvopgvou

* EUpeon evog dlavuopatog o ival KaBeto og dLO AAAa dlavuopata

 EUpeon tou KABeTou povadlaiov dlavuoUATOC O€ VA ETITTEDO

n = normalize((P, — P;) X (P; — P,))

* YTTOAOYLOHOG POTING

* AoBeviwyv duvapng F kat dlavuopatog 1 aro To Kevipo palag, N potn eival
N=rXF

15



LERP (Linear intERPolation)

ATIAN YPOAU LK TIapePBOAR peTA&L dvo onueiwv. S € [0,1]

L = LERP(A,B,B) = (1 —B)A+ BB
= [(1 - B)A, + BBy, (1 —B)A, + BB, (1 — B)A, + BB,]

>Taavidla, cuxva xpeladetal va Bpoupe eva dlavuopa
Ttou Bploketal otn peon getaéu duo dlavuopatwy. Na
mapadelyya, eav BEAOUHE va KIVOUUE OJAAQ £va AVTIKELIMEVO
aro to onueio A oto onueio B kata tn dtapkela dVo
devtepoAettwy pe 30 fps, Ba tpemel va uttoAoyioete 60
evolapeoecg Beoeilg petaéu A kau B.

16



MATRIX
SFORMATIONS

Mntpwa Kal A
Metaoxnuatiopol

/\2




Metaoxnuatiopol

* Eva untpwo 2 X 2 ymtopel va xpnotlpotolnBetl yia va avarapaoctrnoet
TEPLOTPOPEC O€ 2 DLACTACELG

, , COS Sin

R O | IR

—sing cos o

* To (OO0 LoxLEL KaLYLIA TIC 3 OLAOTACELG

" cos¢p sing O]
e 1, 1]=[% " Tz]|—singp cos¢ O
0 0 1.

18



OPOVYEVELG 2UVTETAYHEVECR

* Mmopeiva xpnotlpottolinBeieva 3 X 3 pnTPWoO yla avarapactacn Tou
Uetaoxnuatiopou yetadopac;

OXl: r+t=[ Tl 1, t+t, 1,+1;]

e MTTOPOUPE OPWC AV XPNOLUOoTIOL|coUE uNtpwo 4 X 4

1 0 0 O]
0O 1 0 0

r+t=[n n 7 1] 0 o 1 ol=HTlh Bntty B+, 1]
-tx tx tx 1_




Mntpwa Atoplkwy Metaoxnuatiopwy

Evag4 x 4 uyntpwo PHETACXNUATIOHOU
dlaxwpidetal o 4 vrtopyntTpwa:

Otav moAamAacialoupe eva onUelo PE eva uNTPWO
M [U3 X 3 03 X1 HETAOXNUATIOHOU TOTE
tixs 1

: U 0
[rixz 1] =[rixs 1] [t3X3 31X1] =|rU+t 1]
1x3

* U: avamaplota teplotpodn n/kat KAlpakwon
t: avartaplota petadopa

0=[000]T

Eva BaBpwto peyebog 1

20



2Toxelwonc Metagopa

oS O

0
1
0

_ O O

r+t=1[n 1n 1 1] = |r 1][£ (1)]=[r+t 1]

o O O

‘~
=

t, t

=

* To avtiotpodo £lval ATIAQ TO UNTPWO PUE APVNTIKO t

y y
'y A

> X : > X




2toxewwonc MNeplotpodn

* To 1 EvTtOC TOU UNTPWOUL TEPLOTPOPNC

(1) Cog ; Sigga 8 epdavidetal tavra otov afova
rotatey(r, ) = [ 1y % A " o cosg 0 TEPLOTPODNC, TO NUITOVO KAl TO CUVNUITOVO
0 0 0 1l epdavidovral otoug AAoucg AEoVeR
(cos 0 —sinf O]
rotate,(r,0) =[x 1, 1 1] 0 1 0 0 : : , :
y\b x 'y 'z sinf 0 cosf® O  OLBetTkeEGTIEPLOTPOGEC TINYALVOUV ATIO
0 0 0 1. * X TPOC Y — yUPW arod TovV Z
* Y TPOCZ—YyUPW aro TovV x
cosy sy 8 8 * ZTPOG X —YyUPW Ao ToV y
— . r r 11|—siny cosy
rotatey(r,y) =[x 1 17z 1] 0 0 1 0
0 0 0 1

* To avtiotpodo pLag oToXeELwWdoUG
TteploTpodng avamapiotatatl aro To
avaotpodo uNTPwWo

22



KAlpakwon O ¢

-

s, 0 0 0]
0 s 0O O S 0
rs=I[r. n 1 1 y = 1[3X3 ]:rS 1
[x y 'z ]O 0 s, 0 [7” ] 0 1 [ 3%3 ]
O O O 1.

e [la TNV avtiotpodn TNEC KALAKWONCE ATtAA XPNOLHUOTIOLOVE TA
AVTIOTPOPA TWV CUVIEAECTWYV KALUAKWONG

* AV OAEC OL CUVTEAEOTEC KALUAKWONG €lval iOLoL TOTE EXOUME
oHOLOpOP PN KALHAKWON

23



Baowkn 16€a

« Hyeswpetpia evogmAeypatog (mesh)
oplletal amo To cLUVOAO KOPUPWYV
H edappoyn petaoxnuatiopou o€
EVA TIAEYUA ONMaivel
HETAOXNUATIOHO KABE BEoNnC

Kopudng
ATtAOl peTaAOXNUATIOMOL UTTOPOUV Va

eTITELXOOLV TTOAAaTAacLAlovTag
gvav Tivaka e1ti tn 6€on tng Kopudng

* Meplotpodn
e KAlpaka
« Metadopa




[Tiow otoug Xwpoug
2 UVTETAYHEVWV

* MtopouU e va oKEPTOUE
gva onpelo we dlavuopa oe
OXEon HE Eva OEOOUEVO
oUVOAO a&OVWwV

* OLaéovecg eival amAwg yla
eva TtAaiolo avadopag Kat
avadepoval We XwpPoeg
OUVIETAYHEVWYV

Eye Clip Screen
Space Pr-:uu Space F.'IME.IE.I]I Space

A

Triangle coordinates in
screen space for display

25



Xwpoc MovteAou
(Model Space)

e Otav dnulovpyeitatl eva JovieAo, ol KOPUPER
elval OXETIKEG HE EvA CUOTNHA CUVIETAYHEVWV
TToU ovopadetal Xwpocg HovTeEAOU

* H apxn tou Xwpou povIeAou eivalt cuvnBwe ato
KEVTOO TOU AVTIKELUEVOU

 OLaéoveg TOL XWPOU TOU povieAOU ocuvnBwC
ovopadovtal pe KatevBuvoelg (Umpootaq,
APLOTEPA KAl ETTAVW)

26




Xwpo¢ EtkovikoL Koopou (World Space)

* Eva otaBepod cuoTnUa cuvIETAYHEVWY OTIOU opldovTal Ta avilkelpeva,
OL TTPOOCAVATOALOHOL KAl Ol KAIHAKER

* To KEVTPO ouvnNBwWC ToTtoBETEITAL OTO KEVTIPO TNC TIEPLOXNC TTALXVLIOLOU

* O tpoocavATOALOMOC elval avBaipetog aAA cuvnBwg To Yy N To Z elval
eTIAVW

Left
Wingtip: = (-25,50,3),,

(5; OIO)M N

Aiﬁé:f:aft:
(-25,50,8),,

27



Xwpoc¢ NpoBoAnc (View/Camera Space)

Evag xwpog ocuVTETAYHEVWY PE apXxn TN 6€on TNE KAPEPACR

Right-Handed Left-Handed

28



lepapxia Xwpwv 2ZUVIETAYPEVWV

* OAoL Ol XWPOL CUVTETAYHEVWYV Elval OXETIKOL
» [Ipemel va Toug Kabopioete oe oxeon He AANO XWPO

e AUTO CUVETIAYETAL PLA LEpAPXLa XWP WV
* O Xwpocg Tou KOoHoU Bploketal otn pida

* Hkauepa €xel yua Beon oTo XwPo TOU KOOPOU Kal aApa 0 XwWPocg TNG
TNC EXELTO XWPO TOU KOOHOU W(yoved

29



Mntpwo AANaync Baong

* To yNTPWO TIOU peTAoXNUATIeELl Evav XwWPO € AUuTOV TOU yoviou ToU:
MC—>P
e Me AUTO TO UNTPWO KABE BEon 0TO XWPO Tou Ttaldlov UTtopEL va
HetaoxnuatioBel otn BEon o0To XWPO TOU YoVIoU
Pp =PcMc_p

i eivat to povadiaio dlavuopa otov x agova Tou XwPou Tou Ttatdlou

i 0] icx dgy gz 0 £KPPACPEVO OE CUVIETAYHEVEC TOU XWPOU TOU YoVIoU
M _p = e 0 = Jex ey Jez Jc elvat to povadlaio dlavuopa otov y agova Tou XwPeou ToU Tatdlou
ke 0 kex key Kez 0 EKPPACPEVO OE CUVIETAYHEVEC TOU XWPEOU TOU YOVIOU
Lte U [t toy te 1)

kc eivat to povadiaio dlavuopa otov Z agova Tou XwPou Tou Ttatdlou
EKPPACPEVO OE CUVTIETAYHUEVEC TOU XWPEOU TOU YOVIoU

t. elvaln petapopd Tou XwPOou ToU TtadLOU OE OXEOT HE TO
XWPEO TOU YOVIOU

30



[Tapadeypa

* Eotw evag xwpocg (Ttawdi) Ttou TtpoKUTITEL ATIO
TteploTpodn KaATA Yy yupw aro tov agova z
COS Yy
—siny
0
0

jc

—sin(y’)

* loxVel: ic = [cosy
KAl jc = [—siny
Katkec =[0 0 1]

A Y
cos(y)

sin(y)

ic

cos(y)

siny 0]
cosy 0]

MC—>P —

siny
COS Yy
0
0

O - O O

= rotate,(r,y)

31



(Quaternions and 3d rotation

A“ ~ : /y

-

s ey 5
L -
' - . vy
o, \.x % ik C (o ~
X" rew s




Tooo n Unity oo kat n Unreal
XpnotJototovuyv Euler ywvieg aA\a

EOWTEPLKA TIG HETATPETIOVY OE

Quate rn iOnS Quaternion yia emteéepyaoia.

e 2T1¢ 3 dlaocTaocElg XpNOoLpoTolovpe eva 3 X 3 pNTPWOo yla va
AVATIAPOOTI|OOUUE TIEPLOTPODEC

e [MTpoBARpata:
e Amtattouvtal 9 aplBuoi Kivntng uTtodLacToANC yla KABe uNTpwo
 Hmeplotpodn evog dlavuopatog arattel 9 toAAamAaclacp o Kal 6 tpooBeoelg
* AUOKOAO va KAVELG TTapeEUBOAN

» Xpnowotmolovpe taquaterniong = |9x 49y 4z 4dw]| povadiaiou
ueyebouc gy + g5 + g7 + g4 = 1. Me autov ToV TPOTIO AVATIAPLOTOVHE
Lo artodotTika 3d teplotpodEC.

33



Quaternion

e ATtoteAsital amo dVo oTolxela
* Evac povadiaiocg déovag tepLoTPodrC € TToU KALUAKWVETAL JE TO NUiTovo
NG JLoNg ywviag teplotpodnc. H popa meplotpodric akoAouBei tov
Kavova tou 6e&lov Xeplou
e To cuvnNuITOVO TNC PLONG YwVLAG

[ | 0 )
q = 1qQy 5] = |&SIn = COS—
q=19 9y 9z A4w], omou: 2 ?
N,
qx — qvx — ex SIHE
N,
qy — qu — ey Slnz
0
C[Z — qVZ —_ eZ Slnz
6

Aw = (4s = COSE



[Tpaéelg

* HmpooBeon duo quaternions dev avtlotolxei oto aBpolopa dvo
VWVLIWV

e O TtoAAATTIAQCLAOHOC €lval N TILO CNPAVTLKH TTPAén —
AVILITPOOWTIEVEL hla Tteplotpodr akoAouBoU eV ATt Pla AAAN

pq = [(psqv + qspv + Pv X qv)  (psqs — Py * qy)]

35



2uduvyelc Kal Avtlotpodol

* To avtiotpodo g~ ! evog quaternion g, €xeL tnv £€AC LBLOTNTA:

qq-! =0i+ 0j + 0k + 1

e 2udLynNc:

* O avtiotpodocg elvat:

36



Eivat AtAo ©

* QupunBeite OTL Ta quaternions €Xouv povadlaio HAKOG
q'=q" =["9 3s]

e AMEC LOLOTNTEC
(Pq)"=q'p’

(pg) '=q 'p!

37



[Teplotpodn pe Quaternions

[la va teplotpePoupe eva dlAvuopa v KaTa eva quaternion q

1. Apxikaypadoupe to dlavuopa oe popdn quaternion
v=[v 0]l=[vx v, v, O]

2. Emetta moAAamAactaloupeE:
v' = rotate(q,v) = quvq~?!

N
v’ =rotate(q,v) = qvq”

3. 'Emelta taipvoupe to dtdvuopaanoto v’ = v/ 0]

38



2 UVEVWON
e [ToAAaTTIAEG TTIEPLOTPOPEC UE quaternion

Qnet = Q3QZQ1
v/ = (q3q2q1Vq7 QZ Q3
— qnetvqnet

39



[eplotpodkn MNMapepoAn (LERP)

* AoBevtwy dUO quaternions g, KAl gz HTTOPOUHE va Bpoupe pia
evolApeon TtEpPLOTPOPr) KATA TTOCOOTO [ HETAEL TOUG WC:

((1-B)qa, +Bas, |

1- + (1-PB)aqa, + B9
drerp = LERP(qyu, qp, B) = ( B)as + Fas = normalize Ay By

(1 —B)qa + Bqsl (1—PB)aa, + Bas,
(1—-p5)qa, +Bas,.

— qg(B=1)

— ’\
/
/
/
/
/
/
/
r
/ /
! /

{ !

{ ! -
/ / -
| Y ’-""
| fe

\# qrere = LERP(q4, gz, 0.4)

G+ (f=0)

\ ,.
\ / 41




[TpoBANpata pe LERP

 Adou 1o LERP tapepBaiel oe pla xopdr avti tng mMpaypaTikng
eTiipavelacg tng 4d vmep-odpaipag, N ywviakn taxvutnta Oev eival
otaBepn
* H apxr Kat To TEAOC eival TILo apya amo tn yeon  qz (8=




2daipko LERP

 Hodalpkn ypappuikn tapeppoAn (SLERP) diopbwvel to mpoBAnpa tou LERP

* To SLERP eivat ortwg to LERP, aAAa to Bapog petaéL tTwyv dLo quaternion aAAadel
avaAoya e Tn HETA&L Toug ywvia
SLERP(p) q) :B) — pr + qu

_sin(1 - )6
YT T sing
sin 56
Wg =

sin 6

43



0;

* [lava Bpoupe Tn ywvia f KAvoupue:

COS(H) =P qQ=Dxqx T Pydy + P24z + Pwqw
6 =cos™(p-q)

Na xpnotpottotnoovpe to SLERP;
* E€aptatal
e Eav pmtopelte va to KAvete va eival apketa ypnyopo, tote OK

* Aladopetikato LERP eivat evtaéel kal miBavotata o rtaiktng dev umopei va
deLdladopa

44



2 UYKpLon Avanapaotacswy
[Teplotpodng



[wvieg Euler

Yaw, Pitch, Rollp = |6y, Op, 03]

ATTAN Kal HLKPOUL peyeboug

EUKOAN oTnV OTtTIKOTIONON

EUKOAN TtapePBOAN EKTOC KAl av
TIpoKeLlTal yia avBaipeto agova
TtEPLOTPODNG

Emtippemneg oto gimbal lock

H oelpa twv teplotpodwyv rtailet poAo

PYR # YPR # RYP

46




3 X 3 Mntpwa

* Yrtootnpidovtatl amo CPUs kat GPUs
e Aev tapovuaotadouy to gimbal lock

e ATTALTOUV APKETO UTTOAOYLOHO Kal pvnpn
* Aev eival eVUKOAO va Toug dlaBaocete
e Aev eival EUKOAN N TTAPEPPBOAN

a.
da.
a.
a.
a.
a.
a.
a.
a.
a.
a.
d.
a.
da.
a.
).

OO 0000 OO0 0 0 oo o oo

++ ++++ ++++++++++ X B

D Lo oL oL LoD oL LoD DD DD~

OO 0000 O 0OC0OC 0o o0 oo oo

.Me1
.M11
.M21
.M31
.Me1
.M11
.M21
.M31
.Me1
.M11
.M21
.M31
.Me1
.M11
.M21
.M31

4+ o+ +
L L b L L LD LD DD DD DD D D

.M28
.M2@e
.M20
.M2e
.M21
.M21 *
.M21
.M21
.M22
.M22
.M22
.M22
.M23 *
.M23 *
.M23 *
.M23 *

* (Matrix4x4 a,

*
*
*
*
*

*
*
*
*
*
*

oo 0O 0000 o0 o0 oo0ocooo

=

+ + + + 4+ + 4+ o+
L L L LD LD LD LD DD LD LD

oo O 0000 o0 o0 oocooo




Aéovac/Twvia

e AvamapAaotaon avtiotolxn UE ta
quaternions [a 6]

 EUKOAN oTNV KAatavonon

e JupTtayng (4 aplBpoi Kivntng
UTTOOLAOTOANC)

e AUOKOAN TTapEUBOAN

e Aev pttopouv eVKoAa va edpapuocbouy oe
onuela kat dtavuopata (TtpeTmeL va
Uetatparnei oe AA\n avartapaoctaon
mpwTta)

H=0e

48



Quaternions

e JupuTtayN (OTTWC avartapaoctaon aéova/ywviag)
* EUKOAa epappoletal oe onueia kat dlavuopata
* EUKOAN TtapepBOAN

 AUoKOAO va dlapBaocTel

Quaternions

Vectors in R*

Pure
Quaternions

°q=(0,w)




SQT (SRT) Metaoxnuatiopol

* Ta Quaternion pyrtopouVv va avarnapaocTtrioouV TIEPLOTPOPEC
e MTTOpOUE VA TA CUVOUVACOUE PE HETAPOPA KAl KALLAKWON

e APKETA KAAO O€ TIOAAEC TIEPLTTTWOELG (XPNOLUOTIOLEITAL KUPLWC OE
animation)

* EUKoOAO oTnVv Katavonon

* EukoAn tapeppBoAn (LERP o kKAlpakwon kat petagpopa, LERP i SLERP otnv
Tteplotpodn)

e JupTtayncg avartapaoctaon (10 aptBpoi KivntNg uTtodLAcTOANG N 8 avaAoya PE TO
av EXOUVHE opolopopdn f avopolopopdn KAlHAKWOoN — he eva pntpwo 4 X 3
xpelalopaote 12 cUVOALKQ)

SOT =[s q t]
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REGULAR TETRAHEDRON SPHERE SQUARE PYR?

[EWUETPIKA ' ‘

[4
AVTIKELEVA

Mepka Xpriowa ‘ ‘

CYLINDER OCTAHEDRON TRIANGULAR PH

TRUNCATED PYRAMID R




2nueio — Kabetog

* Eva ettimedo pmtopel va avartapaoctabei aro
* Eva onpueio Py
* ‘Eva povadlaio dliavuopa n tou eival KaBeto oto eTtintedo
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[TAsypata Tpywvwy

* Evag kUBo¢ pe 8 kopudeg kat 12
Tpiywva

* Totywvottoinon: dladlkaoia
OLAXWPLOPOU TIOAUYWVOU O€
Tplywva

* KatevBuvon dlartepaong: otav
BAETTOLE TNV EEWTEPLKN TTAELPA
TOU TPLYWVOU PE TN OELPA TTOU
avadeEPOLPE TIC KOPUDEC TOU.

* TI.X., popa avtiBetn Tou poAoylou:
(5,4,1)n(1,3,5)




Edappoyn

* Ta cuvBeta TplodlacTata
povteAa Kataokevadovtal
arto Tpiywva

e Katd tov mpoaodloplopo TNG
dwTEVOTNTAG EVOC TPLYWVOU,
TIPETIEL VA YVWPICOVPE TN
ywvia petaév touv pEpovTog
ETUTIEOOU KaL TNG 0ECUNG
dwTOoC.

Adobe Stock | #442418868



AABB

Axis Aligned Bounding Box
(OpBokavoviko lNMAaiolo OploBetnong)

[MOAU Xpnolpo o€ avixveuon cUYKPoOUoNG

Avarapiotatatl he 6 TIHER
[xminr Xmaxr) Ymin» Ymaxr Zmin» Zmax]

H dvo onueia P, kat P, .,

EUKOAOG O EAeyX0g av Eva onuelo eival
HeEoQ ota opla

Willy

Test point
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oBB

* Oriented Bounding Box (TtpocavatoAlopEVo TIAaiolo oplobeTnong)

* Atadepel amo to AABB plag kat tpoocavatoAileTal e TOV TOTIKO
XWPO TWV AVTIKELPEVWYV KAl OXL LE TOV XWPO TOU KOGHOU

e O €AeyXOC TOUNCG TIPOUTIOBETEL TNV PHETATPOTIN TOU ONMELOV OTO
OBB cuotnua cuvteTaypevwy

BETTER BOUND, BETTER CULLING

FASTER TEST, LESS MEMORY

SPHERE AABB OBB 8-DOP  CONVEX HULL AABB OBB 56



Frusta

* 'Eva cUVOAO 6 ETUTTED WV TTOU dNULOUPYOLV pia
KOUMEVN TTUpaApida

e JuVNOBwC avartapioTatal aro evay mmivaka 6
eTUTIEO WV PE popdr) onueio-kaBeToC.

CANERN

LOCNTION

Vlsw Fku STUM

1,1 113

= \
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To 3d rigging eivat n dtadikaoia dnuioupyiac evog OKEAETOU yla eva
TPLodlA0TATO UOVTEAO WATE va UTTopEl va Kivnoel.

Kdbe apBpwon €xel evav HETAOXNUATIOHO TIOL OXETI(ETAL HE AUTNV
O okeAeTOC dnUIoVPYEL Eva OEVIPO HETACXNHATIOHWY

TL.X., Ta dAXTUAQ petaoxnuatidovtal amo Eva YIVOHEVO PNTPWWYV TToU EEKLVA ATTO
TO 0TNO0Cg, HETA OTOV WHO, HETA OTO UTIPATOO, HETA OTOV AyKWVA, HETA OTOV

KAPTIO, K.ATL.




AOCKNOELC




Vector3 Reflect (Vector3 a, Vector3 b, Vector3 p, Vector3 q) {

Vector3 v = b - a; // vector from a to b

Vector3 u = q - a; // vector from a to g

Vector3 ul = (Vector3.Dot(u,v)/Vector3.Dot(v,v)) * v; // proj u on v
Vector3 u2 = u - ul; // orthogonal complement

Vector3 gqq qg - 2 * u2; // reflection of g across line ab
— a Orl I ler // compute intersection scalar
float t = ((a.x - p.x) * (qq.y - p.y) - (a.y - p.y) * (qq.x - p.x)) /
((b.y - a.y) * (gqgq.x - p.x) - (b.x - a.x) * (gq.y - p.y));
if (t < 0 |] t > 1) return NoHit;
else return (1 - t) * a + t * b;
14 r r 14 1 r } r r 14 14 r r 14 r
Epyaleote og eva duo dlaoctacswy Ttakvidl. O npwag Tou TtavidloL oag EXEL EvaA OTIAO TIOL eKTOEeVEL Yla akTiva Aellep. Autn n
deoun ymopei va avartndnoel o€ eldKA avtikeipeva (kaBpedtecg) oto epLBarrov oac. lNa newbies (oto xapnAotepo eminedo
OUOKOALAR), TAPEXETE pla Aeltoupyia tou Ba yivetal autopata n oTOXeLCH TOU OTIAOU yla va XTUTINoEL Eva OEDOHUEVO OTOXO
avanndwvtag o€ Evav amo autoug toug Kkabpedtec. Mo Tutika, E0Tw a Kat b dVo onueia oto eminedo. Eotw £ n eubeia mou
dlEepxetTal amo auta ta onueia. Eotw p n 8€on tou A£llep OTIAOU KAl £0TW g 0 oTtoXoc. Kat ta duo onpeia Bpiokovtair otnv idla
mMAeupA TN £. OEAOUPE VA UTTOAOYICOUHE TO onueio 7 otnv £ £T0L WOTE Pla BOAR amo 1o p pog To r Ba avarndnoet kat Ba

XTtumnoel to g. Adpou uTtoBEToLE avTavakAaon, n ywvia mpooTtwaong eivat ion pe tn ywvia avakAaong.

q,




void Evade (Vector3 p, Vector3 v, Vector3 u, Vector3d q) {
Vector3 w = q - p; // vector from pilot to obstacle
float 1 = w.magnitude; // distance to obstacle
Vector3 ww = w.normalized; // directional vector to obstacle
if (Vector3.Dot (ww, u) >= 0) // obstacle 1is above?

MavouBpec ATtoduyng

PitchUp ();
Vector3 r = Vector3.Cross(v, u); // vector to pilot’s right
if (Vector3.Dot (ww, r) >= 0) // obstacle is to the right
YawToLeft () ;
else
YawToRight ();
s

2TO TtaLXVidL TTou PTIAXVETE, TIPOCOMOLWVETE TNV TEXVNTH VOoNUoouvn yla hepka e€wynva dtactnuotmiola. Kabe dtactnuotAolo
oxeTileTal ye TNV TpEXOLOa BEon Tou, £va onueio p kat dVo dlaviopata povadlaiou PAKouc. To TIPWTo Slavuopa ¥ UTTOBEIKVUEL
TNV KatewBuvon otV oTtoia Kveital To dtactnuoTAoLo. To deUTeEPO dlAvuopa U sival 0pBoYWVIO OTO ¥ KAl UTTOSEIKVUEL TNV
KateLOuvoN «TTAvVW» OE OXECN PE TOV THAOTO ToUu dlaoctnuoTttAolou. Ytdpxouv dladopa EPTTOdLA TTOU TIPETEL VA artodpeuxBoLV
(aotepoeldeic) kat to cvotnua Al tpemel va divel evioAeg aAAayng Ttopeiag yia va arnopeuxBouv ta epmtodia. Me dedopevo va
EUTIOOL0 o€ KATTOLO ONnUEio g, BEAoupe va kaBopiooupe av IpeEMeL va otpidel (yaw) TTpog Ta aplotepa rf pog ta deLlda kat av
pemeLva otpidel (pitch) mavw N katw ywa va artopeuvxBel n cuykpouon. (Aev pag evdlaPpEpouV oL YwVieg aAAd HOvOo N
katevbuvon.)




bool HitMe (Vector3 p, Vector3d v, float theta, float r, Vector3 q) {
Vector3 u = q - p; // vector from muzzle end (p) to target (q)
float 1 = u.magnitude; // distance to target

4
I I OGO Olwc Vector3 uu = u.normalized; // directional vector to target
float cl1 =

Vector3.Dot (uu, v); // cosine of angle between u and v
float c¢2 = Mathf.Cos (theta * Mathf.PI / 180); // cosine of hit cone

Kapa“ni_vac return (cl >= c2) && (1 <= r); // target within cone and distance
}

2ac ¢ntnonke va avamtu&eTe Eva vEO OTIAO TTIOU CUUTIEPLPEPETAL AV KUVNYETIKO OTTIAO0. EXel peyaAn ywvia kpouong (26), aAla eival
QATTOTEAECATIKO HOVO OE OXETLIKA MIKPEC ATTOOTACELG. AG UTTOBECOUE OTLTO AKPO TOU PUYXOUG TOU OTTIAOU BpiokeTal og €va onueio p
(0€ TPLOBLACTATO XWPO) Kat onHAadeVEL TIPOC pia kateBuvon Tou divetal amo £va dlavuopa U (To oTtoio PTrtopeite va uttoBEoete OTL
gxetL povadlaio pnkoc). To OTAo ektoéevisl odpalpidla og ywvia O yopw amo to v, aAAG ol odaiped eival ATTOTEAECHATIKEG HEXPL
amooTacn T amno TO AKPO TOU pUYXOUC TOU OTTAoU. (Ag uTtoBEcoupe dTLTo A divetal oe poipeg kat eival auotnpd pikpodtepo amo 90°.)

Aedopevou evog onpeiou g, ypate yla cuvtopn dladikacia yia va tpoodlopiceTe eav TO onueio g Ba xtumnbei otav to otTAo
EKTIUPOOKPOTNOEL.




Mia Mkpn
[Tapakapyn

FLATLAND CURVELAND

[Mnyaivovtag amo tnv Emumedoxwpa
otnv KapmuAoxwpa




MovTteAotroinon HE KAUTTUAEG

onueio TTapepPoAng
dedoueva
TTPOCEYYIOTIKN
KAUTTUAN
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[1oTE pia AvatrapdaoTacn gival KAAR;

YTTApX0oUuV TTOAAOI TPOTTOI AVATIOPACTACNG KAUTTUAWY KAl
ETTIPAVEIWV.

O@EAoOUPE avaTTaPACTACEIC TTOU VA Eival
- EuoTaBeic
- OJOAEG
- EUKOAec va atroTipnBouv
- NapeuBoAn N TTpooeyyion ota OedOUEVQ;
- Napaywyoucg
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MNapapeTpIkEG KAUTTUAEG

* ZEXWPIOTEG ECICWOEIG VIO KABE NETABANTN

x = x(u)
y =y(u) p(w) = [x(w),y(w), zw)]"
z =z(u)

* [0 Upygy = U2 Uy, 0pileTan 1) KOUmTOAN 0TI 2 1 3 S10GTAGELS

s

p(w)
/ \/'/ P (Umax)

p (umi
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Kabeta AlavuouaTta

MT1TOopOUNE VA TTAPAYWYICOUME WG TIPOC u KAl v YIA va BPOUNE TO
KABETO dIAVUONQ O€ KABE onueio p

0x(u, v)/ou] 3 0x(u, v)/0v]
apgu, ) _ ayeu. v)/au pf;i’ V) _ |ay(u, v)/av
u 0z(u,v)/ou 0z(u, v)/0v |

_9p@wv) dp(u.v)
 du v




KautruAn NMapepBoAncg (kupBika
TTOAUWVUHO)

P P;

Py P>

P =[Py P+ Py Pl P = [P3 P4 Ps Pel’
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NMNapeuBoAn oe TuRua ETTipaveiag
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EpuiTiavy Mopon

p'(0)

p(0)

p'(1)

p(1)
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Bezier: Npooceyyion NMNapaywywyv

P1 P2

p; oto u=1/3 p, 070 U=2/3

v P3P
p'()r =

' pl_pO
0) ~
p'(0) 73

1/3

K}L{Gn D '(0)\ /K}\,{Gn p ’(1)

P

Po 01—
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B-Splines

» Basis Splines: xprion 10U p = [p;_; pi—1 P; Pi+1]" Y10 TOV OPIOPO
TNG KAMTTUANG METACU p;_4 KAI p;.

a2y

Bezier MopepBoAn B-Spline
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