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H duolkn ota
[Tawxvidla

e Aev BeAoupe eva TEAELO HGUOLKO
vovteAo (elvat akplpo!)

e JUVNOWC ylvETAL TTPOOEYYLON
uttoBetovtag Nevtwvela GpuoLKn Kal
akapmta cwpata (rigid bodies)

e Xpon TeXVIKWYV dLaKPLTNG
Ttpocopoilwong

* H dlaxeiplon tou Kevtpou padag
elval cuvnBweg apketn




[lativa NpocBeow Puoikn oto MNawxvidl pou;

* AOY® NG EUTELPIOS TOV TOLKTN
e Ot KIVNGELS TOL TPAYUATIKOV KOGUoV Bacilovtol o1 QUOTKN
* H pvuoikn umopel va KEVEL o YVOPILOUE TOVS EIKOVIKOVE KOGLOVG
e 2 0pIGUEVOVE TOTOVE TTOLY VIOV aTTonteiTon

* Avoovouevn Zvumeprpopd

* H npocopoimwomn pucikng tpoceépet pio o TA0VGLN EUTEPIN,

* Kootoc

* KAaolkeg poaoeyyioelgyla tn dnuovpylia peaAloTikng Kivhong:
e KwoUpeva oxedla He KapE Ao KAALTEXVN
* AnWn kivnong (Motion Capture)
* Katta duo akplBa kat xpovoBopa

* [lpocopoiwon $UCLIKNG:
* AAyoplBuikn Kivnon
* OewpnTKa arattel «€AAXLOTN» KAALTEXVIK CUMBOAN
* AuvatotnTa OUCLACTIKNG HEIWONG TOU KOOTOUG AVATITUENCG TIEPLEXOHEVOU




ATTOKPLO



MNXaveq duot

Physics Engines




[Tpoocopolwon amto Mnxaveg PuoLKNG
(3) Baputnta kat avixvevon
oUYKPOULONC XWEIC dLVAMLKN

(1) Kapia

) AKOQUTITWY CWHATWY
PLOLKN

~

/

(4) Baputnta, avixveuon
OUYKPOUONG KAl UTLOAOYLO POl
TEPLOTPOPNG

MEBCOoLOLWVOVTOC VA AVTLIKE(LEVO
(2) Baputnta aAAd oxt KaBw¢ nédtel oe pia mAayLd
avixveuon cuykpouong


http://upload.wikimedia.org/wikipedia/commons/e/ec/PhysicsEngine.ogg

[Tpaypatikou Xpovou evavtt YWnAncg AkpBelag
[Tpoocopoiwon PUOLKNC

2. TPAYUATIKO XPOVO: e Sound

* Bvteomayviolo Kot O10PaGTIKOC VITOAOYIGUOG N

¢ OTAOTOIUEVOL VTOAOYIGHOT Pivsics L, | Game op - neligence

* LELOUEV akpiPela % ~ sngne
User input World data

Y ynAnc axpifelog:

* Emotnpovikég Tpocopotncelg & toivieg KIVOUHEVOV GEdImV O
VTTOAOYIGTN

* [leprocotepn emeepyaoTikn 1GY0
* Akpipng



Baowa 2towxetla Mnxavnc Puolkng

IIp0Go10piCEL KOt TOPEYEL KATA TPOGEYYIGT TPOGOUOIMON
OPIGUEVAV OTAMV PUGTIKOV GUGTNUATOV.

AvvoKkn AKOUTTOV COUATOV

AVVOUIKT] LOAOKOV COUATOV

IIpocouoimon pevctwv

Aviyvevon Kot amoKplon GUYKPOLGONG



Auvvapikn
AKOUTITOU 2WHATOC

e Xpnon:
* T TEPIGTPOPIKT] KIVNOM EIVOL GTILAVTIKY)

* M TOPOUOPPWTH TOV DAIKOD OV EXEL ONUAVTIKN
ETIOpooN GTNV KIVN GO TOV GAOUATOG.

* Apopa tnv:
* YPOLUUIKT] OpUN TOV AKOUTTOV CMUNTOS
* YOVIOKT OPUT) TOV GKOUTTOL CMUATOC




Auvvapikn MaAakou 2wpatog

* Eotidlel 6€ OMTIKA PEAALGTIKEC PLGIKEC TPOGOUOIMGELC.

* AvTi N TPOGOUOIMON UTOPEL VA, YIVEL YPNCILOTOLWVTUG UL
TOIKIALOL TPOGEYYIGEMV:
* Movtéla pdlac-elatnpiov
* IIpocoupoimwon nerepacuEvov otoryeiov (FEM)
* M€B0ooo1 eAayloTomoinong EvEPYELOC

* Taiprocuo oyNUATOG




[1lpocopolwon Yypwv

* O\o a1 o ONUOPIANC

* E€lomoelg Navier-Stokes

* O1 TPOGOUOIDGELC TOIKIAAOVY GE TOAVTAOKOTNTO OO ECAIPETIKG, YPOVOLOPO:
KIVODUEVO TYEOLO, DYNANG TOLOTHTOG VIO PIAL KOL OTTTIKG. EQE, EMG OTAC,
TOOTHUOTO, CWUATIOLWYV TE TPOYUATIKO YPOVO TOV YPNGLULOTOLOVVTOL GE
GUYYPOV, TOLYVIiOL0.

MEePIKES TEXVIKEC Y10 TNV TPOCOUOIMCT VYPDOV EIVOALOLECT)Ginmm amim

* MéBooot mov PaciCovtal oe TAEypa Euler -
* M£0Booot Lattice Boltzmann - |

e,

* M£Booot mov PaciCovtor 6e Nevpwvika Atktva



Avixveuon 2UyKpouoncg Kat ATtokpLon

* Aviyvevuonc g Toung oo 1 TEPIGCOTEPMV AVTIKEILEVOV.

* H andkpion cOYKpovong acyoAEiTAL LE TNV TPOGOUOIMGT) TOV Tl
cuuPaivel 0tav aviyveveTon Lo GLYKPOLOT).

* H enilvon npofAnuatmv aviyveuonc chyKpousnC AmoLTeL EKTEVT (PNoN
EVVOLMV OTO TN YPOULIKY] AAYEPPO KO VTOAOYIOTIKT YEMUETPIOL:
* Aviyvevon cOYKPOLGTC Y10l EOKOUTTEC EMIQPAVELEC
* Aviyvevon cOYKPOLOTC Yol KUPTA TOADEDPQ,
* AmOKpIon GVLYKPOLOTG LE YPNOT EAATNPI®V
* AmOKpion cVLYKPOLOTG LUE YPNOT OVAAVTIKNG AVGTG

* 2VYKPOVCELS OVVOULIKOV AVTIKEWWEVOV LE U] OUVOIKE ovTiKeipeva [




Epttoplkeg
[Tpayuatikou-
Xpovou Mnxavecg
duokng

e JuvnNOwcg oe C++

e [ToAAECG EXOLV
TIHOAOVYLOKEC TIOALTIKEG
TIOU £lval TIPOOLTECG O
Indie N xoutioteqg




Avolktou Kwowka kat Awpeav MNpayuatikou-Xpovou
Mnxaveg PUoLKNG




Havok :

Havok middleware suite consists of the following modules:

* Havok Physics (video games mainly: collision
detection/response, rigid body dynamics, continuous
ohysics, vehicle dynamics)

* Havok Cloth (character garments and soft body dynamics)
* Havok Navigation (Al) 411 Ml S e v ey D e
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http://www.youtube.com/watch?v=8ZzaxBs62ag&feature=share&list=UUfcEdH66zmcp8JEz5NkwJuw

Phys & PhysX

by NVIDIA

* PhysXis a proprietary real-time physics engine middleware SDK.
* PhysX SDK has fully-functional GPU/PPU physics acceleration pipeline.
* Supports:
* rigid body dynamics
* soft body dynamics (like cloth simulation, including tearing and pressurized cloth)
* ragdolls and character controllers
* vehicle dynamics
* particles and volumetric fluid simulation



http://youtu.be/-x9B_4qBAkk

&
Bullet .

PHYSICS LIBRARY

* Bullet is an open source physics engine featuring 3D collision detection, soft
body dynamics, and rigid body dynamics.

* It is used in games, and 1n visual effects in movies.

* Features:
* Rigid body and soft body simulation with discrete and continuous collision detection
* Multiple collision shapes
* Soft body support: cloth, rope and deformable objects

* Arich set of I'lgld body and soft body constraints with constraint limits and motors
N > RIE L rsrs
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2 UYKPOUOELG

* AviYveuon cUyKpPoUOoNC:
e JUYKPOUOVTOL Ol KIVOULLEVEC OVTOTNTEC;
* Kuplwc umtoAoyLoTIKN YEWUETPLA

* ATOKpPLON cUYKPOUGONC
— Ti yiveTal 0Tav UTTAPXElI OUYKPouUOoN
— Kupilwcg duokn

* Mia armo TLC TILO KOWEC EPYOCLEC OTNV avaTmTuén
£VOC TTolYvLoLou
e 2UVvNAONC TTNYN AaBwv



2TATIKA evavtt Auvapikwy AVTIKELHEVWV

Ta ototikd aviikeipeva 0gv Kivoovial — Ta.
OLVOULKA KIVOOVTOL

20YKPOLOT] LETAED CTOTIKOV KOl
OLVOAUKOV OVTIKEWEVOV: [110 £0KOA0
20YKPOLGT LETOCD 000 (N TEPIGGOTEPMV)
OLVAUKOV OVTIKEILEVOV: 110 00GKOAO

¥[m]

-]
T

DYMAMIC OBSTACLE




Bpoxoc MNawvidlov

Initialise

AdeAnc mpoogyyLon:

for (1i=0;i<num obj-1;i++)
for (j=i+1;j<num obj;j++)
1f(collide(1,7)) { )
react;, Draw Scene

Update Game

J

* Qgparta:
— Mwc ylvetal o EAeyxoc Kal N amokpLon; | Cleanup
— MoAV apyo...




Texvikecg Avixveuong 2UyKpouoncg

e 'EAeyxoc eTilkaAvuyng

e Avixveuon eav €xeLndn cuupBel cuykpouon @

* H 1TL0 KOV TEXVLKN

* EAeyxog Toung
* [1pO6BAePNn cLyKpouvoNC



Aladpopetikeg OTtikeG FWVIEG

e N\EMTOUEPNC OTTTIKN Ywvia (MLKpOOKOTILKA aroyn)

e JUYKPOUOH TPLYWVWV KoL TIAEYUATWV

* Meoaiov emuedou omtikn ywvia (Lecookorikn amoyn)
 ATTAOUOCTEUMEVN YEWUETPLA

* KaBoAwkn omtikn ywvia (pLakpookorikn arodn)

e Aopec dedopévwy SlapEPLONC TOU XWPOU



EAeyxocg Topng

Koltwvtag oe Aettopepela

(Mikpo/Meaoo-okotikn Artoln)



EAeyxoc Toung

* TIpOPreyn HEALOVTIKOV GLYKPOVGEWMV

* Otav mpoPrepbel pio t€Tola GOYKpoOLON:
* IIpoympnote TNV TPOGOUOIMGCT GTN GTIYUTN TN GVYKPOVGTC
* Emniivon cvykpovong
* IIpocouoimomn vwoAemOueEVOL YPoviKoy Priuatog

* YnoBéote otabepn TayvTNTA (Y0 KATOLO ¥POVIKO OLAGTI L)
* [davikod Yo cOYKpPOLGT HETOED OLVAUIKOD KOl GTATIKOD OVTIKELUEVOL



TEooepIC AIOQPOPETIKEG TEXVIKEG
® AVAAUTIKEG

® [ EWUETPIKEC

e To Oewpnua Twv AlaXwpIoTIKWV ACOVwY (Separating
Axis Theorem — SAT)

e Auvauikoi EAeyxol

— ToAAEC popéc ouwc xpeialovral «kKOATTa» yia va TEEOUV ypnyopd



AVaAuTIKEG: Topn AKTIVag/Tpiywvou

e AKTiva: r(t) = p + td
e KOpuQEg TPIYWVOU: v, V4, 1,
e 'Eva aubaipeTo onueio TTAvw OTO TPIYWVO:

t(x,y) = vy + x(v1 — vp) + y(v; — V)
=1 —-—x—y)vy +xv; + yv,
uv=20ut+v<li

e OcToUupE t(x,y) = r(t), kou Avovue!




[ewpeTplkeg: Kivoupevn 2daipa

* EmEKTAON TNC VEWUETPLAC KATA TN KATELOUVON TNC Kivhonc

—n odaipa LETATPETETAL OE «KAPOUA»

e Emtewta, EAeyyoc yLa erttkaAvn!



SAT Ocwpnua (Oxi Sipser ©)

A¥YO Kvptd ToAVEdPa A Kol B givan EEval €dv KATO10G 0td TOVG TAPAKATO AEOVES
YOPICEL TO AVTIKEIUEVAL:

e 'Evoc acovoag opfoymviog mpog pio oyn tov A
e 'Evoc acovog opfoymviog mpog o oymn tov B

e 'Evoc acovog mov oynuatiCetal amd 10 EEMTEPIKO YIVOUEVO OGS OKUNG atd KadEva
amo ta A kou B

Acovag |

Ta A Kal B €TIKOQAUTITOVTAI OE€ QUTOV TOV
acova




Tpiywvo — OpBoywvio

To opBoywvio gival opBoKavoVviKo

1) EAEyxoupue TOUC AEOVEC TTOU Eival
0pBoywVIo TTPOC TIC OWEIC TOU 0pBoywviou
(WG TTPOG X, Y, Z)

v




Tpiywvo — OpBoywvio

e EoTWw OTI emKOAUTITOVTOI O€ X, Y, Z

® 2 uveYXi(ouue TOV EAEYXO PE TOV Agova TTOU €ival
opBoywvioc aTnv oYn Tou TPIYWVOU

covag

To Tpiywvo atro 1a TTAdyia



Tpiywvo — OpBoywvio

Av axoua ogv BpEdnke oroymploTiKoc dEovag TOTE
‘EAeyyog acova: t = eppy X Ctriangle
e [lupaoctypa:
- x-G&ovog amd to opboymvio: ey, = (1,0,0)
= €triangle — V1 — Vo
® 'EAeyy0c OA®WV T®V GLVOLOG LDV

® Av VAPYEL TOLAAYIOTOV EVOG OLYMPIGTIKOC AEOVAC TOTE T
OVTIKEILEVOL OEV EMIKAAVTTOVTOL

e AAMMC, EMKAAVTTOVTOL



Auvapikoc ‘EAeyxoc Topung

e O £Aeyxoc yiveTal o€ KaBe frame (dIaKPITOC XPOVOCQ)
e [1pOKUTITOUV «KPBAVTIKA» QPAIVOUEVA

o] _|e

Frame n Framen + 1

e O dUVAUIKOC £AEYXOC TO AUVEL
e AOXOAE&iTaI UE TO XPOVIKO OIACTNMA METOCU TwV dUo frame
e [1iI0 akpIf3O



MNapadeiypa: AuvapikoGg EAgyyog

2paipag/EmiTredou
£=n c’" - s. & S, €ival TTPOONUOCHEVEC ATTOOTACEIG
n
SC ______________________________________________________________
e g

Agv UuTTApPXEI OUYKpPOUON:

— Av gival atré Tnv idia TTAeupd Tou €TITTEQOU (S5, > 0)

- EmmAéov: |s.| > r kal |s,| > r

AI0QOPETIKA, N opaipa Ba petakivnBei kKatd |s.| — r
Sc—Tr

Xpovog oUyKpouonG: t.; = n + o

ATTOKpIoN: avakAaon v yUpw atrd 10 n, Kal yetakivnon Katd (1 — t.4)r



EAeyxoc Tounc: MNeploplopol

MeyaAUTEPO KOOTOCG ATIO EAeYX0C eTULKAAL NG (O€ Alyo)
Ocpa e Ta dladIKTLaKA TTaxvidla

O peMovtikeg tpoBAceelc Baoidovtal otn dlapopdwaon Tou
KOOMOU OTO Ttapov

AOyw KabuotepNong TwV TTAKETWYV N dtapopdwon dev eival
TTAVTA CUVETING

YTtoBetel otabepr TaAXLTNTA KAl HNOEVLKI ETILITAXUVON OTN
dLAPKELA EVOC BHATOC TTPOCOUOLWONG

36



EAeyxoc ETukairuvng



EAeyxoc ETukaAudng: 2typn 2uyKpouong

O xpOvoc ocLyKpouong TtoAoyieTal HETAKIVWVTAC TO AVTLKEIPEVO
TIlOW OTO XPOVO HEXPLAKPLBWC TIPLY ATtO TN cLYKPOULOoN

= MeBodog dixotopunong

; l i ]

APYIKOG EAEYXOS  Brovainyn 1: Enovainyn 2: Enovéinyn 3:  Emavéinym 4: Enovéinyn 5:
Emucdioyng nicw 1/2 nicw 1/4 umpootal/8 unpootdl/16 nicw1/32

38



Ocpuata [NoAuTtAoKoTNTAC

MeoooKoTukn Atton

1. H moAvmhokn yeouetpia mpénel va amhomonbel yia va yivel
QTTOOO0TIKA O EAEYYOG EMKAALYNG

2. Meimwon tov TAn0ovg Twv CEVYOV OVTIKEIUEVOV TPOC EAEYYO

O oproBetnuevog Oykog ivar Eva amAo
YEOUETPIKO GYNUOL
EvBvAoakdvel TANpmG 1O avTIKEILEVO

Edv dev vdpyel cOYKpovon Le Tov oplobetnuévo
OYKo dgv amarteiton GAAN doKIUN

& '.’f /ASND,
&\ SN
S N
§ m"“ﬂ ST A
S=awa; sia)

amra'h

Kowoti oprofetnuévor dykot e
Xpaipa

Kovti

39



AANa Kowva 2xnuata

(a) (e) (f) (8)

(a) OpBokavovikd KouTid (e¢) ~~DOPs (k-Discrete Oriented
(b) I'evikd KovTid Polytopes)

(¢) Zopaipeg (eAlenyoglon) () Kvpto mepifinpo

(d) Kadyovira (g) Llepapyia oprodenuévav dykwv



Colliders

H xoAn mpocéyyion npénel va eivai:
* Apxetd axpipng
* Tpnyopn

Av gtval avakpipng:
* 2VYKPOUGELS POVTIOCUATOV
* To oynua oprobétnong etvatl oAy peydiro,
ONUATOOOTEL YEVOT] CVYKPOVGT
* Koaxm guoikn
e Xnueio ovykpovong oe AdOog onueio-yovia

Av gtvar vepPoiikd akpipnc:
e IIoAV apyo

Enable accurate raycast
and collision detection




Mewwvovtac tnv NoAuttAokotnta:
ABpolopa Minkowski




ABpolopa Minkowski

O &éleyyoc LETOED GYNUATOV UETOTPEMETAL GE EAEYYO UETOSD GNUEIOL KOl GYNUATOG.

43



lepapxta OploBeTnuEVWY OyKWV

(Makpookortukn Artoln)

Ot oproBetnuévor Oykot ivatl moArotl. Ta avtikeipeva
ENIGMNC UTOPOVV VO £XOVV TOAAOVS 0prLofeTnuUEVOLC
oykovug. I1oc Ba yivel amodoTikd 1 cUYKPIoN;
— Divide & Conquer
— Iepapykn Aouny (BVH)
* H pila evBvlakovel TANP®C TO aAVTIKEILEVO

* To o101 avTIGTOLYY0VV GE OYKOVG TTOV TO
evOulok®vVoLy KaADTEPQL

44



Avixveuon 2uykpouonc Baolopevn oe BVH

P o

AoBevtwyv dvo BVH

— Av oL pilec 6gv erukoAUTTTOVTOL X 4
* Enéotpee Wevdég

— AN (pumopel va emkaAuTtTovTalL) é\
* EAeyée avadpouka oAa ta {evyn modwv

(To 6evtepo oxRua siva
amAd pia odaipa)

45



Tt Ba Xpnolpottolovoate yia Avixveuon
2 UYKpouonc;




‘Eva MNMapadeiypya: Avixveuon ZUYKPoOUonNG ME
AKTIVEG

® 'Eotm 011 £va owToKivITO TPOY®PA GE OPOUO HE KATOT TPOG TA TTAV® (v pOpaL).
~ Ilo¢ yiveton 0 Eleyyoc GOYKPOLGNS POONC KOl EOAPOVG;
e 'Evogc tpomoc: Aokiur] OA®V TV TPLYOVOV OA®V TOV TPOYMDV GE GYECT] LLE TN
YEOUETPIOL TOL OPOLLOV
® [0 OPICUEVEC EQUPLIOYEC, UTTOPOVLE VO, TPOGEYYICOVLE KO VO EYOVUE KAAO
OTTOTELEGLLOL

— Idéa: mpooeyyiote Eva cOUVOETO AVTIKEIULEVO UE VO GUVOAD OKTIVOV




AViXveuon 2ZUYKPOUONG ME AKTIVEG

e BaATE pia akTiva o€ KAOE TPOXO

e YTTOAOYIOTE TNV TTANCIECTEPN ATTOOTACN TOMNG d, METAEU
OKTIVAC KAl YEWUETPIAC £DAPOUC
- Av d = 0, TOTE TO AUTOKIVNTO €ival OTO OPOMO
- Av d > 0, TOTE TO AUTOKIVNTO TTETA TTAVW ATTO TO OPOMO
- Av d < 0, 10TE TO AuTOoKivNnNTO €ival BaBiad To dpOUO

e XPNOIYOTIOINOTE TIC TIMEC TOU d VIO VO UTTOAOYIOETE PIA ATTAN
QATTOKPION OUYKPOUCONC



To Edawog;;;;

e 'Exouue atrAotroinoel To auTokivnTo, aAAQ OXI TO OPOUO

e XpNaon XwWpPIKWV OOUWYV OEOONEVWY VIO TO OPOUO
_ BVH R BSP

e H ammdéoTaon KATa PNKOG TNC OKTIVAC UTTOPEI va €ival
apPVNTIKN
- AvalnTtnon TTpog BETIKN Kal apvnTIK KATeEUBuvon

—- 'H peTaKIVAOTE TNV OKTiva TTPOG TA TTIOW, £WC OTOU BPiCKETAl
EKTOC TOU BV TNG yeWUETPIag Tou OPOOU



Opla tng MeBodou

ATOTLYYAVEL LE AVTIKEILEVO TTOV KIVOUVTOL YP1YOPQ

* AmiBavo va evtomicel TNV TopaKATO ETKAALYN G€ KAmTo10 frame

w&% PO

t to t t
I, O — > o—>
ocoaipo

\_ Dawopevo onpayyag

(6beiobuon)



2dpaApata (Glitches)

e [laiktec/aviikeipeva mov TEPTOVY EEM
a0 TOV EIKOVIKO KOGUO

* Binuoato mov mepvovv UEGA amod
GTOYOLC

* O17maiktec mAve EKEL TOL OEV TPEMEL

*  AVGKOAO Vo amo@evyOel Ady® NG
OLKPITNG Kivnong

—

Mpogpyovtal amno
| obaApata otnv
avixveuon
OUYKPOUOEWV




[TlBavec Avoelc

— 2X€SL0OTLKOL TIEPLOPLOMOL OTNV TAXUTNTA TWV
OVTLIKELLEVWV
e Agv glval tavtote ePLKTO (.., opailpeC)

— Meilwon tou BApaToc mPooopoilwonc

* Meploplopol amo To UALKO

—'EAeyyoc tounc (to eidapue)



ATTOKPION LLYKOOLONG



ATIOKPLON 2UYKPOLONG

Tpia otadwa:
‘EAeyée av n ocuykpouaon UTtopel va ayvonBel
Karmola yeyovota pmopei va tpokAnBouv (Nxntika edpe, unvupata e1domoinong cuykpouonc)

TotoBETNON TWYV AVTIKEIPEVWY 0TN B0 cLyKpouong. AvaBeon vEwyV TAXUTATWYV

OTa AVTIKEIPEVA PE XpNon:
DuoLlKWV VOpWV
AlavUoHATIKWY HaBNPATIKWYVY
ANNC AOYLKNG

Aladoon aroteAeopatwy cuykpouonc. MBava amoteAcopata:
Kataotpodr KATToloU AVTIKELUEVOU
Hxntika edpe
AttwAela wng

54



[Tapadeiypata

Kpovuon duo odatpwyv prtiAtapdou
* YmtoAoyiote TI¢ B€0elg TwV opalpwy T OTIYUN TNE TTPOCKPOUONG
* AwWOTE vEEC TAXVTNTEC OTIC HTTAAEG
e [laiéte NXNTIKO edE «Kpouone»

H BouBa xtuttd toug Bpaxoug
« HBouBa eadavidetal
* Hxntko ede ekpnéng
* O Bpaxoc kataotpedetal Kat yivetal nuid otnv TPLyUpw TIEPLOXN KAl 0E OCOUC
XAPAKTNPEC Bplokovtal Eviog TG

O xapaktnpag dlaoxidel Tov Toixo
* «Maylko» NXNTIKO ede
* Aev emtnpeadovtal TPOXLECG N TAXVTNTEG
o Qx!!! Eexaoa tov collider. TeAikkd omdet ta poutpa tou ©




Avakedalalwvovtag

e EvtoTmtiote OTL £XEL OLHPEL cLYKPOLON (OPLOBETNHEVOL OYKOL)

* [1poocdlOPLOPOC TOU XPpOVOU cUYKpoULOoNG (HTTopEl va XpelaoTel va
YUPLOOUUE TO XPOVO TILOW OTO onueio ocuykpouonc)

* [1poodloplOPOC TNE BEONC TWV AVTLKELPEVWY OoTav ayyidovtal

* [1pO00dLOPLOPOG TOU KABETOU dlAVUOHATOC OUYKPOUOoNG (Ywvia
TIPOOTITWONC = Ywvia avakAaong)

* [IpoocdlOoPLOPOC TOU dLaVUOUATOC TAXVTNTAG HETA TN OLYKPOUON

* [1p0CdLOPLOPOG TUXOV AAAAYWYV OTNV Kivnon
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2uothpata 2wpuatdiwy yia Ekpnén

e EKKivnon pe TtoAAA pikpa avtikeipyeva (1
ewcg 4 pixel)

* APXIKOTIOINON CWHATLOIWY PE TUXAIEG
TaXUTNTEC UE BAON TNV TAXUTNTA TOU
QAVTLKELUEVOU TIOVL EKPHyvuTal

* Edpappoyn Baputntag

* MetaBoAr evtaong XpwHatog we
ouvAapPTNOoN TOU XPOVOU

e Kataotpodr avilkEIHEVWYV OTaV
OUYKPOUOVTAL N HETA ATtO KABOPLOHPEVO
XPOVLKO dlaotnua
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Attodpuyn Epmtodilwy

* Mapadooiaka ta eymodla avarapiotavial hye
KUKAOUG <

e Eival avaAlolwta w¢ TIpog TNV mepLlotpodn

* AVETIOPKH YlA ETIUPUNKUPEVA EPTTIOOLA OTTWG
Ta OuTAava robot

* MeydAecg artootaoelg Heta&u Toug

 A\uon oto Zero Dawn:
* Avamapaotaon pe opBoywvia
e Xpnon tngtexvikng Velocity Obstacles (VO)




Attoduyn Epttodiwyv: Bripata

[la KABe robot kataokeVaoes ta VO
* [leploploe to TANBOC o€ 5

e Auta eTtiiAeyovTal Pe BAon Pla HETPLKI EKTIHWHEVOU XPOVOUL CUYKPOUONG

2e 3meputtwoclg dev Aaupavovtal
uttoyn:
e To epmodio eivat tiow pag (té6€o 120° miocw)
* To epTtOdLO EXEL HIKPOTEPN TIPOTEPALOTNTA

artodpuync (ta peyaia robot dev kavouv
oTnV AKpPN yla ta hlkpotepa)

* To epymtodlo elval TTEpa amo ToV TIPOOPLOUO
pag

' (pa - p(‘)u = —1.5

conservative_collision_time(a, b) =

conservative_collision_time(a,c) =




Av To dlavuopa taxutntag touv Watcher

Ve lO C ity O b Sta C l.e S TECEL HECA OTNV OKIAOUEVN TIEPLOXN

Watcher

TOTE £XoupEe TIIBavr cuykpouaon

-
i
-

Thunderjaw




2 uvouadovtac VO




YttoAoylopoc Neou Atavuopatog Taxutntag

- -
- ————

-




BaBpuoAoywvtag tic Aladopetikeg Taxutnteg

>uvaptnon BaduoAoynoncg: e = (1 — py)(400a,; + 508, + 70y) + 0.5(1 — p;)(400a, + 508,)




Kamowa ErtumAcov 2npueta

* O1 tayvnTeg €ivarl pEcot Opot and ta frames Tov TEAELTOIOV UIGOV OEVTEPOLETTOV
* O1 avOpmmol HEVOLV GTAGIUOL 0TV &V PpickovV KATO10 O1dVUGLLOL TAYDTNTOG

* Mepikéc popéc ot avOpmmot Ekavoy otpopic 360° — avtuetomiotnke pe aviyvevon (ot
TOAITEC LEVOVV GTAGIUOL)

* Kdmowa robot kot o1 dvOpmmotl ¥p1ncIUonTotovcay KOKAOLE Yol arto@uyr) cOykpovons. Otav
YIVOTOV EAEYYOC LETAED KOUKAOL Kol 0pOoymviov 10 Tp®dTO HeTATPENOTAV GE 0pHoymVIO.

e X€ GYEOM UE TN GTOATIKT YEMUETPLO, LINPYOV KATO0 TPOPANLATO TTOV OEV TOL EAVGALV
(0mg otav Evag avBpmmog KOAAGEL GE KATO10 TOTYO0) LOC KOl T)TOV GTAVLAL.

* Kootoc: 60 us yio kdbe ovtotnta 6€ mePloyEc ne moAld robot oto PS4. Avtd avrtiotoyel
oto 1/3 tov ypovov ™ CPU yia kivnon yopic To animation.

* H ovykexpiuévn mpocEyyion doev Nrav 1060 PEOAIGTIKT Y10 TAN00C avOpOTOV GTIC TOAELS
(MTov KAT®S Unyoviko).



Metakivnon 2wpatwy



H Metakivnon ota lMawxvidla

e KvnuoTikn

— Kivnon cwpatwyv xwpic Suvapelg, tppn,
gTLTAYvvon,...

— Aev gival peaAloTkO aAAA OV onpaivel
otL Oev elval SLooKESAOTLKO...

e AuvVauLKN :
— AMnAentidpoon pe SUVALELG KoL pOTIEG [




2nueiwon: Auvapun (Force) kai QBnon (Impulse)

G, ;

Advapn Qbnon

RPN
°  AMACEL TNV TaydTNTO KATA ° AM\ACeL TV To DTN TO KOTA
force/mass*Time.fixedDeltaTime force/mass

*  Eopopuoletor o moAhd frames * Eopopuoleton o éva frame

*  AMGCeL 6TOOIOKA TNV OpUN *  AM\GCer otryaio tTny opun
(0ev €xel PLOIKO OVTIGTOLYO
EKTOC OO TNV TEPITTOON
ATOTOUMOV UETOPOADV GE

[apaoderypa: Bapdnra LLEYOAN YPOVIKT] KATILOKA)

[Tapdoeryuo: AAuo,



duokn Zwpatidlwy

(Baowka onuetakwy palwv)

e TLelval eva cwpatidlo;

 Mla odaipa TTeETEPACHEVNC AKTIVAG HE TEAELA Asia eTiidaveLla XwWPLG
TPLBEC
e XwpigTeploTpodikn Kivnon

e Jwpatdlakn Kwvnuatikn
e Opidel TIc BAOLIKEG LOLOTNTEC TNC KivNONG TWV cwHATOIlWY
* Ocon, Taxutnta, Emtitaxuvon
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Ocon - Taxvtnta — ETutaxuvvon
Kat katt akopa...

Taxumnra: V(¢) = lim e 110

ERITaXUVON: a(t) = - V(t) = - p(t)

206 vopoc NeuTtwva: F(t) = mal(t)

H 6€on petaBal\eTal oTo Xpovo T



[Tpoocopolwon Puolkng

O KOKAOC TNG Kivnonc:
« H 6Ovaun F(t) mpokalel emitdyvvon
* H gnutdyvvon a(t) mpokaiel oAloyr otny TodTnTO

* H toydtnra V() mpoxarel aAloyn otn 0€on

IIpocopoinon PvciKnic:

* EntiAvon tov mopoamdvem E1I6McE®mV Yo EE0UOIMOT TOL KOKAOL Kivnong
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[MTapadeypa: 2d BoAn

e 2TABEPN dLVAUN
* BapogpBAajuatoc: W = mg

* g sivaln emtaxuvon tng paputntag

* E¢lowon kivnong yia to BANua:

V(t) = Vipir + 8(t — tinit)

1
P(t) = Pinit + Vinie (€ — tinig) + Eg(t — tinit)*
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AplBuntikn Npooopoiwon

Ot e€lomoelc:
* Kieiotol tomot

* 'Eyxvpot kot akpiPeic yia tn otopuopemon 1ov tpoBinuatoc (otabepo Papoc/ovvaun —
Oyl avtictoon)

* BdAe 10 ypOVO Kol TApe 1N BEon Kl TNV TOydTNTA

Agv 00VAEDEL OUMC:
* Ot ovvauelc petafariovrot
¢ XTAVIOL VTAPYOVV KAEIGTOL TOTTOL

H ap1Buntikny npocouoiwon a@opd. Vo GUVOAO TEXVIKOV AVENTIKNG
enilvong TV eEI6MOGE®Y KIvnong OTav ol EQUPUOLOUEVES OVVALELS OEV
etvan otafepEC Kot gV LITAPYEL ADGT] KAELGTOU TUTTOV.
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MeBoodol MNemepaocpevwy Aladopwyv

e H 1TLO0 KOLVN olKoyEveLa aplOpuNTIKWY TEXVIKWYV YLa TTPocopoiwon
OUVAMLKNC AKAUTITOU CWHATOG

e Auéntikn Auon eélowoewyv Kivnong
* [IpogpxeTal amo Toug apxItkoug OPoUCE TOU avartuyuatog Taylor

* AplBpuntikoc OAoKANPpWTNG: ATtoOKaAeital £Tol pia e€lowon
TIETIEPACHEVNC dLAPOPAC TIOU TtapAyeEL AUCELG YLO XPOVIKEG OTIYHEG
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Euler OAokAnpwTtNG

S(t + At) = §@ + At iS(t)

' dt
new state ' Ivati
prior state state derivative

O1 1010TNTEC TOL AVTIKEEVOD ToONKEVOVTOL GTO OLAVLGLD, S
XpNon Tov ToPuTdv® OAOKANPMOTN Yol VENTIKT EVvNUEP®GSN TOV S (UE BAo™ TO YPOVO TOLYVIOLOV)
[Ipémel va amoOnkedel TIC TPONYOOUEVES TILES TOV S

I'a Tov Euler, pio emhoyn meprypaenc Katdotoonc eivat:

S = (mV,p)
dS/dt = (F,V)
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At=.2s At=.1s At =.01s
(19.2 ] 0.0 119.2025 || [19.2025]|| [19.2025]
|_| adeSLY” a 0.0 0.0 0.0 0.0 0.0
d 72.5 —24.53 67.5951 72.0476 72.2549
S(t+At) =S(¢) + At —S(¢t) = + At = = =
dt 10.0 7.68 11.5362 10.7681 10.0768
Vinit = 30m/s 0.0 0.0 0.0 0.0 0.0
lwvia ektégevong, ¢ = 75,2° , 2.0 29.0 7.8000 4.9000 2.2900
fwvia ektoésuong, 8 = 0° (kivnon oto xz eminedo) ) ) )
Mdada BARpatog, m = 2.5kg C 192 ] 19.2 192 ]
>toxoc oto (50,0,20) (néTpa) 0.0 0.0 0.0
, 67.5951 72.0476 72.2549
Exact, Closed - form Solution |= = =
Position (m) Linear Momentum (kg-m/s) Force (N) Velocity (m/s) 11.5362 10.1536 10.0768
Tim . y , mv mv, F, F, F, v, v, v,
;00 p10.00 - 0.00 - 2.00 19.20 72.50 0.00 0.00 -24.53 7.68 0.00 29.00 OO OO OO
\_ AL AL AN ) 7.6038 4.8510 2.2895
Y Y _
tinit Pinit mVinie F = Weight =mg Vinie

S = (MVinit, Pinit)

dS/dt = (mg,Vinit)
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[Tio ['pa@ika...

*  Awpopikn e€lomon

* F(p,t)=m a(?)

* Fp)=mp (1)

* MéBoooc Euler:
* a; = F(p;,iAt)/m
Viy1 = U; + q;At
Di+1 = p; + VAt
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To NpoBAnua

° YV066MPEVCT XOUANATOV
* Tlapevépyera e Pnuatikng
TPOGEYYIONG

* Iowitepo mpOPANUO GTIC TPOYIES
* Metakivnon Katd 10 O1vVLuG O,
EQPOTTOUEVNG
* To owvuoua oe Bydlel ektdg TPOYIAC
* XePOoTEPEDEL LUE TO YPOVO

* Ilpémel va mepropiorel MGTE VA
KpotnOel oty TpOoI&



AVTIMETWTTION ZPOANATWYV

* Kloooikn Avon: peimwon tov Prjpatog At
*  Abvénon tov fps (6t anapaitnta Koro) Gt g (UYL

, y , ] AN PWCE TO TMPOPBANLUA
* Ileprocotepa amod Eva Pruoto (ETOVOAYELS) e Taste
ava frame

* IMollomAéc emavaiqyers ava frame
* 'Eotw h to unikog tov frame {At

hin|

* 'Eotw n to mAn0oc tov emavaAnyemv

* Tomkn TOPAUETPOC TNG UNYOVINC PLGIKNG



ollisions Updated
Solver "/ Rigid Bodies /
Rigid Bodies x2

° Ilgpropropog Kivnong avItKEUEVOV
* H 0éom mpéner va wkavomolel tov X3
TEPLOPIGULO
* A10pOmon ¢ BEomg av dgv tkavomolel

EmAuTEC [eplopiopwy

° Ioapaoerypa: Andctoon
* Hard: H andotoon eivat akpipnig Hard Constraint
* Soft: [Iavo epdyua otV andGTACN

e AXhot TEPIOPIGO] Soft Constraint

* Emaoen: Oyt deicovon
* ATOKOTAGTOGT: QLVOTTT)ONGT
* TpiP1: oAicOnon, KOAANLQ




O OAokAnpwrtnc Verlet

XPNOOTOLEITOL TEPLGGOTEPO GTO GVYYPOVA TALYVIOLK AOY® KAADTEPTC GLUTEPLPOPALC.

d2
S(t+At) =2 S(t) — S(t—At) + (At)? (W S(t))
new state prior state 1 prior state 2 - _

state derivative

* IIpénetl va amobniedovpe TV KatdoToon 6€ 000 Tponyovueva Puata, S(t) ko S(t — At)
XpNo1Uomolel tn 0eVTEPT TAPAY YO

‘Eyxvpn 1o otabepd ypovikd Bryuo

[Tapdderypa emloyng Katdotaong (Yo couationo):

S =(p)
d2S/dt* = (F/m) = (a)




AKapTta 2wpata



Kivnon: MovTteAotroinon AVTIKEINEVWYV

* 2uvnbmc n yeopetpio ayvoeiton
* A&V eVOLOPEPOUOCTE YLOL TO GYTLLOL

*  Xperaletal LOVO Yo GUYKPOVGELG

* KabOe avtikeipevo givar Evo onpueio

*  Kevipoeloés: HEG0og 0pog onuUEimV

AKOUTTO XOUO

* AmoxaAieital exiong kevipo (olos

*  Eivai ioto av 1 mokvotnta €ivot opotopopen

* XpnNomn GKOUTTOV GOUOTOS OV OTOLTEITOL
* TloAlomAd onueio

* Otav kwveiton €va, Ktvovvtot OAo



AKauTtta 2wpata

* Baocikéc o1opopég and copotioln
* Oyt amopoitnTo GeapIKa
* H 0¢om 10V p avanapiotd ™ 0€6M TOL KEVIPOL HALOC TOV OVTIKELUEVOL
* H emoedveila pmopet va unv gtvar Aeio
* EueaviCovtor oOuvapelc ommc n tpiPn

[TepioTpo@ikn Kivnomn eKTOC NS Kivnong LETAKIVNGNC

G Center of Mass
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[Tpoocopolwon

* ['oviokn Kivnuotikn:
* IIpocavatolouog (3 X 3 untpmo N Kdmwolo quaternion)
* ['oviakn TtaydtnTo @
* 2& CUVTETAYUEVEG EIKOVIKOU KOGLLOV

* EmmAcov 1010tntEeg
* Tévoopag aopdvelag (inertia tensor), J
* Kévtpo pdalac

* EmmAéov 1010TNTEC KATAGTAGTC Y10, TNV TPOCOUOIMmo
* [IpocavatoMouog
* ['oviakn opun, L = Jw
* AvticTotyec mapaymyotl



Mia Matia tuo lNepa...: Nevpwvik AlKTua

* Hybrid Euler-Lagrangian Neural Pipeline (Neural Flow Maps or Neural Super-

Resolution)
* Coarse Solver
* Neural Up-Res
* Correction Step

* Graph Neural Networks (GNNs) for Lagrangian Dynamics
* Nodes (V): Particles (atoms, fluid droplets, cloth vertices).
* Edges (E): Interactions (springs, gravity, collisions, local fluid pressure).

High-res 3D simulations

l+1 l l 19k particl
hf ) - O-< z (p(l) (hl( ), h]( ), eij)) 2 different simurar;(:?s (MPh;I,Iag;cPﬁls)

llllll ple sub-displacements

* Subspace Simulation and Reduced Order Models
* Dimensionality Reduction
* Latent Dynamics
* Reconstruction



Falling
Everything
Engine

When pixels become alive...
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AKOUTITA 2w pata




KupeAwta
Avtopata
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[MAeypua: O koopog xwpidetal og eva TTAEYHA ATTO
pixel (keALQ)

Kavovec: Evnuepwoaon kaBe pixel AapBavovtag
uTtO N TOUC YEITOVEC.

e Appoc: Av to pixel amo Katw pou eivat adelo
TIPOXWPA TIPOC TA KATW. Av OXL, TOTE av eival
AdEL0 TO KATW APLOTEPQA, TIYALVE EKEL.

* Nepo: Av dev ymopeig va mag KAtw toTe
Ttyawe aplotepda n deéla.

[MukvotnTta LALKWV: Av eva Baputepo pixel sivatl
TTAvw ato eva eAadputepo AAAaée Beoelg



Duoikn AKAUTITWY 2WHATWY

AVTIKEIPEVA TTOU EXOULV:
 Mada
e TaxuInta
* [eplotpodn

Metakivnon Kat meplotpodn
OTIWC OTIC KAAOOLKEG HNXAVEG




[Mwc 2uvouadovtal

* Marching square alyoptBuoc: oxedlalel cuvexwc eva collision
polygon yUpw amo KaBe AKauTto cwua

* Karaotpeyiuotnta: Av XTUTtNoeTe eva EUALVO KOUTI TOTE auTo Ba
OTIAOEL KAl O AAYOPLOUOC TPEXEL VIO KABE KOUUATL TOU TIOU EXEL
ATIOMELVEL.

AMnAemmiopaoeic:
* Avtikeipevo — Koopuog
* Kobopog — Avtikeipevo



AvTIdpaoceLg

Avtidpaoelg petaéy yELTOVWY

* EAeyxoc eyyutntac: 2 kaBe frame eAeyxocg yla
KaBe pixel av avtidpa pe YELTOVEC

* AANayn kataotaon: Av eva Pixel «pwTtia»
aKoUUTINOEL eva pixel «vepo», TOTE TO «veEPO»
ofBnvel Kat avtikadlotatal aro eva pixel «atpoc»
TTOU €XEL TOV Kavova va aveBalvel TTpog ta mavw.

e Etiketeg: Ta UAIKA £XOUV ETIKETEC OTIWG
«€UDAEKTO» N «eLOLABPWTO». Eva «dpwTtia» Kotta
AV O YEITOVAC TOU elval «<eUPAEKTO» KAl av lval To
avtikadiota pye dwTtia.




BeAtlotomoinon — H Maysia ©

Eéopolwon kabe pixel oe 1080p sivatl pairov {OpPLKO.

e Tunuata: O KOopoCg Xwpldetal oe TUNUATA, TTOL 000 deV AaAAAloLVY,
Tirtota dev vttoAoyidetal.

* Nnuata: Alaxwplopog tng 000vng o€ KoOPATLA TtoU To Kabeva
(wypadidetal aro dadpopeTiko Ttupnva tng CPU.




Artodoon Hxou
o€ 3d

Baolka 2towxeia



Baowkn OpoAoyla'Hxou

[MAatocg (amplitude)
 MEtpnon TN tieong evog NXNTkoU KLU pAToc (BeTIKN 1 apvnTikn Katevbuvaon)
2uxvotnta (frequency)

 Mgtpnon tou dlactApAtog HETA&L TWV KUKAWY KUpATWY, cuvnBwc o Hertz
(KUKAOU/DEUTEPOAETITO)

Ygocg (Pitch)
* H avtiAnyn tng ouxvotnTag mov cuvnBwCe XpnolpoToLleiTal EVAAAKTLIKA JE TN cuxvotnta

Decibel
* MeTpd TO TAATOC TOU NXOU, HETPA TNV avTIAnTT dladopd otnv Evtacn HETA&L dUO NXWV

Wavelength

Amplitude
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3d Mnxavn'Hxou

BaoKéC epyaciec:
1. 20vOeomn Nyov

2. Xwpotacio Nyov
1. E&ucBévion pe Pdon v amdcToon
2. Pan

3. AKOVGTIKT] LOVTEAOTTOINON

1. Avoxhidocelg

2. Avimymoelg

3.  ATUOGOUIPIKY] amoppoOPNoN

4. HRTF (Head-Related Transfer Function) @atwvoueva

4. Metatomon Doppler
5. Mién



MovteAottoinon Hxntikou Koopou

e 3d TTINYEC NXOUL

* @con, TaxutTnta, oxnua dtadoong, epPeAELa

* AKpoatNng
e ELKOVIKO yIKpOodwVvo: BEon, Taxutnta, TPOCAVATOALCHOC

* MovteAo tepIBAAOVTOC
e [EWPETPLA, AKOUOTIKECG LOLOTNTEC ETILPAVELWYV, AVTIIKELLEVWYV KAl XWP WV



ECac0évion pe Paon tnv Andctoon

/ Falloff Distance. Falloff Distance,

{10e0e0 0} (00 ) Inner Radius
{1m) \\‘
R,.;.I RL;;. Rm. l{u. Rm. IL;. R-u. R—. :R-h.. R_—,. l{q. R, l{g. l{L
4
Receiver Points &
16
fig ]
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Tottot Metadoonc Hyou

 Apeon petadoon (direct path)

* [Nlpwipeg avtavakAaoelg (nxw
—echo)

= >
« KaBuotepnueveg Sound Source Listener
avtavakAaoelg (avtnxnon —

reverberation)

Direct Path
Echo
Reverberation

A




AapBavovtag vroyn tn Newpetpla

sound

indirect\

direct———

ATtokoTtin
(occlusion)

/indirect\

—direct—

)

Mapepmodion
/indirect\u (obstruction)

direct——

ATIOKAELOHOG
(exclusion)




Avtnxnon

* KaBe tteploxn xetL d1KA TNG
XAPAKTNPLOTIKA avinxnong
e Eva Yikpo dwpatio dev xeL oXeOOV
KaBOAOU Nxw
e >& EVA PHEYAAO OWHPATLO UTTOPOUVHE va
aveBAacoupe TNV NXwW
* Otav rtepvape HETAEL TIEPLOXWYV UE
OLAPOPETIKA OKOVOTIKA
XOPAKTNPELOTIKA TIPETIEL VA YiveTal
opaAn petaBaon (mt.x., 4 LERP)

100%
indoor

100%
outdoor



[Tlo tpoxwpnuevo: TexvoAoyia 2uyxXpPoviouoU
XelA\wyv (Lip-sync)

* H texvoAoyia Lip-sync gival evag cuvOuaopOC TEXVIKWY NXOU Kal
£LKOVAC YLa TN dnuloupyla pEAALOTLKNG OPIALAG ATTO Toug NBoTToLoVG TOU
Tratxvidou.

* Mawvidla otwe to Mass Effect Andromeda (2017) eixav katnyopnOei ylia kakn

edappoyn tng texvoioyiag
* Unreal 5.5 (Metahumans)

METAHUMANS
ANIMATING LIP SYNC

EFFELCT
ANDROMEDA
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