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EIIITPOIIH AZEIOAOT'HXHX

YnevOuvn AnAwon Poutnti

BeBatwvw OTL ol oUYYPAQENG QUTHC TNG Epyaciac kat 0Tt kade BonYeia tnv onolia iya yLa TV MPoETOLUA TN TNG
elvat MANPWS aVoyVWPLOUEVN KAl QVAPEPETAL OTNV gpyacia. EMiong éxw avVapEPEL TIG OTTOLEG TINYEG QUTO TIG OTTOIEC
Ekava xprion Sedougvwy, 16wV 1 Aé€swyv, €ite auUTEG avapépovtal akplBwe eite mapappaoueves. Enionc BeBatwvw
OTL QUTI) 1 EPYATIA TIPOETOIUAOTNKE ATTO EUEVH TTPOOWITIKA ELSIKA YLOL T CUYKEKPLUEVN EPyaoia.

H éykpion ¢ SumAwuatikng epyacioc amo to Tunua HAektpoAoywv Mnxavikwv kot Mnxavikwyv YToAoyLotwyv tou
Mavemnotnuiov MNeAomovvrioou Sev UMOSNAWVEL AMAPAITHTWS Kol Armodox TWV ATTOYEWV TOU CUYYPAPER EK UEPOUG
tou Tunuatog.

H napou oo epyacior amoteAel mMVEUUATIKN LOLOKTNOIA TWV QOLTNTWV Avtwviov Owud kat Siayou Kwvotavtivou mou thv
ekmovnoav.

210 mAaioto TN¢ MOALTIKAG AVOLKTHE TPOoBaons o ouyypapeac/dnutoupyos ekywpel oto Maventotiuto Melonovvrioou,
UN QTTOKAELTTIKY) ASELX XPrIONG TOU SIKALWUATOS QVATTOPAYWYNG, TTPOOAPUOYNG, dnuootou SaveLoUoU, Tapouaioong
OTO KOO Kal Ynelaknc Stayuoric Toug SLtedvwg, o€ NAEKTPOVIKI LOPQI) KoL OE OMOLOSHTIOTE UETO, YL SLOAKTIKOUG Kall
EPEUVNTIKOUG OKOMOUG, AVEU aVTAAAAYUOATOC Kol i OA0 TO XpOvo OLAPKELNG TWV SIKAUWUATWY TTVEUUOTIKIG
téloktnoiag. H avoiktr) mpooBaon oto MANPES KEIUEVO yLor LEAETN KAl avayvwon Sev onuaivel kad olov8Nmote Tpomo
opaxwpnon SKaWUATWY SLavonTikr¢ LELOKTNOoIG TOU ouyypapen/EnuLtoupyol OUTE EMUTPETIEL TNV AVATTAPAYWYI],
avaénuooieuon, avtypapn, omodnkeuon, MWANCN, EUTOPLKN xpron, uetadoon, Olavour, €kboon, €ekTEAean,
«uetapoptwaon» (downloading), «avaptnon» (uploading), uetappacn, Tpomomoinon LE OMOLOVONTIOTE TPOTO,
TUNUATIKA 1} TIEPIANTITIKA TNG EQYAOIAC, XWPIC TN PNTH TIPONYOULEVN EYYPaPn CUVAIVEDH TOU OUYYPaPEN/SnuLoupyou.
O ouyypageac/dnutoupydg Statnpel To aUvoAo Twv NIKWY KoL IEPLOUCIAKWY TOU SIKALWUATWV.



Abstract (Introductory Note)

During the history of electronic gaming, programmers have been trying to create more
realistic games. Not only graphic wise, but also how objects react with each other and
with the environment. For this purpose, developers, used, use, and will always be using,

mathematics, achieving a much more enjoyable game.

There are games in which the player must eliminate the opposing team, others in which
an object must reach a specific spot. In general, many games use physics to create a more
realistic feel and simultaneously functional experiences. For example, “Assassin’s Creed”
and “Grand Theft Auto” use physics to realistically portray acrobatics and combat.
“Rocket League” uses physics to mimic gravity and how players react with the ball and
with each other.

Trigonometry in gaming can cover many different sectors and solve some otherwise
difficult problems when programming one. Crashing, gravity, 3D models, object
placement, trajectories... The fact that more and more people are engaging competitive
gaming lately, makes precision of collision between players and objects ultimately
important. Time, location and level of difficulty must always be taken into account when

developing such conditions.



MNeplAndn (ELoaywyko Znpelwpa)

Koaf’ 6An v 1o6topio T@V NAEKTPOVIKOV TOLYVIOUDY Ol TPOYPUUUATICTEG TPOCTUOOVGV
va SnovpynRcovy OA0 Kot o peaoTikd motyvidta. Oyt povov 66ov apopd ta Ypopikd,
OALG Kot KOTE TG TO avTIKEIUEVA OAANAOETIOPOVV. O TPOYPAUUATIOTEG
YPNOLOTO0VG AV, YPNOUOTOI0VV Kot Bal ¥p1GLULOTOI00V Y10 TAVTO OO UOTIKA Yo TV

EMITELEN QVTOV TOV GTOY®V KoL TI SNUOVPYIN TTO ATOANVGTIKOV TOLYVIOUDV.

Yrdpyovv moryvidwa ota 0moio o ypnotng (pealeTol vo eEOVIMGEL TNV avTimain opdoa,
Ao oto ool Eva aVTIKEIPEVO TTPETEL VA PTAGEL G€ KAmO10 cuykekpipévo onueio. Ouwmg
YEVIKG, T TEPIGGOTEPO OO QVTA YPNOUOTOIOVY PhYSICS Yo TV dnpiovpyia o
PEAAGTIKMV KoL TOVTOYPOVO AELTOVPYIKGOV EUTEPLOV. ['la mapdderypa to Assassin’s
Creed xot to Grand Theft Auto, ypnoipomotovv physics yio ) peaiotiky aneikdvion
axpofotikdv Kot oknvav udyne. Iapopoimg to Rocket League ypnoyomotei physics yio
™ pipmon g PopdtnTog Kot Yo T0 Te¢ 0 ToiyTng OAANAOETOPA e pio LTAAL KOt TOVG

VTOAOUTOVG TTOLYTES.

SVYKEKPIUEVO, NAEKTPOVIKA TTALYVIO0 YPNGLULOTOIOVV TPIYOVOUETPIO G O1APOPOVG
toueic. Zuykpovoelg, fapdtnTo, LOVIEAN TALYTOV Kol OVTIKEWEV®V, oXediaoT Tiom amd
TOL GKNVIKA KO TAL YPOPIKA, TPOYES PANUaTOV. To yeyovog, Twg OAO Kol TEPIGCOTEPOL

T TEC AOYOAOVVTOL [LE AKPMG OVTAYWOVIOTIKA oy viola, KAvel Tnv axkpifeto g
OVYKPOLONG HETOED EVOC OVTIKEWWEVOL KOl TOV oy TN N LETAED TOXTMV TOAD GTUOVTIKY.
O ypdvog, n tomobeaia Kot 0 Pabpodg dvokoriag, Tavta Aapupdvoviol v’ Oy dtav

TPOYPAUUATICOVLE TETOIEG CLYKPOVGELC.



Hultova kot ypopUEC

Avéxkabev, oto oyolkd Ko emotnuovikd Pipiio pog mapovoidletor €€’ apyng TO TOPAKAT®
duypoppa, To omoio meptypdpet éva nuitovo. To oyoAkd padnupoata tepi tprymvoueTpiog divovy
oTovg pantéc va katoddfovv 6tt «Or kbKhol égovv muitova. To muitova mpoépyovtal amod

KOKAOVG.»

AvT10 givor Aabog. Ot koKAot givar éva Tapddetrypa nutdvov. To nuitovo givar o puotkn Khion,
N EMTOUN NG OUUAOTNTOG: KAVEL TOLG KUKAOLG "KLUKAIKOUC" UE TOV 1010 TPOTO OV O YPOUUES
Kdvovv To TETPAyvo "teTpdymvo”. Ac Eextviicovpe, PAETOVTOG TO NUITOVO MG TO S1KO TOV Gy

kot €ngrro 0o KataAdfovpe Tog "oével” e TOVG KOKAOVG KOt TO GLVOQN.

Edm mpémnel vo Bopdpoacte va dayopiCovpe v "déa” amd to "napddeypa”. Ta tetpdymva gival

TOPOOELYLOTO YPOUUUDV.

Ipoppicy xivnon: H ypoapukn xivinon eivan otabepn. IInyaivooue pe pio otabepn taydtnta Kot

emotpépovpe otrypoio. Eivon n agdowm kivinon tov robot dance.

Kivnon nuitdévov: To nuitovo petafdirer mv taydtnto Tov, EEKvael ypnyopa, emiPpadvvel,

OTOUOTAEL, EMOTPEQEL Kot emtToyvvel TaAt. Eivar 1) yonrevtiky opardtnto tov liquid dancing.

sin(x)

AvT0 glvar 10 oynuatiKd ddypappa mov pog topovotaletal avékadev ota oyohkd Pifiio. Mog
dtvel v aicBnon tov nuitévov; Oyt meptocdTEPO 060 €vag oKEAETOS Ling YATOS TEPLYPAPEL TNV

gvKwnoio tne.

To muitovo Eexvdel Tov KOKAO TOL OO TO OVLOETEPO PEGO omMuelo Kot KoTevhOveTOL TPOG TO
péyroto. Mia dAAN €kdoom Tov MUITOVOL ival va EEKIVIIGEL 0 KOKAOG TOV amd TO UEYIGTO KOl Vol
TéGEL TPOG 10 Péco onueio. Avtd ovoudletar cuvnuitovo Kot givarl amid pio GAAN €K6061 TOL
nutdvov, 6Tmg akpPag pia Kabetn gvbeia ypapun eivor po AAN €xdoon piog svbeiog oprloviiog
ypappns. ‘Eva opilovtio kot éva kdfeto "ehatipro” cuvovalovror Kot pog divovv KukAKn Kivinon

®G OTOTEAEGLO.



O1 KOKAOL Kot T TETPAY®VO. EVOL £VOG GVVOLAGUOG BaciK®V aTotyeimv (nuitova Kot ypaupésg). O
KOKAOG Kataokevaletat amd 600 cuvdedepéva Kopato piog didotacng, kKabe Eva amd To, omoio Kivel

v oplovTia Kot kaOetn katevbuvon

Ccos

sin

fewpeTpLkr) Epunvela

Ag vobBécovpe 0TL Eyovpe éva KOKAO pe aktiva 1, pe KEVTpo v apyn Tov aEovov.

Eniléyovpe éva onpeio P atov KOk o. To tunpa g ypapupuig petasd avtod tov onueiov kot v

apyn tov a&ovav oynuatilel pa yovia 6 petagd avtod kot tov aEove x (Betikn korebBvvon x).

+Y

+X

P = (cos207°, sin207°)

Avto mov PAémovpe €0 eivol €vog TPOTOG VO EKOPACOVUE YEMUETPIKA TIG 000 Paoukég
TPYOVOUETPIKEG cuvaptioelc: sin(f) (muitovo g yoviag 6) kat cos(8) (cvuvnuitovo tng ymviog

0). Ot cuvteTaypéves (x, y) antod Tov onueiov P givat axpimg (cos(0) sin(H)).



Ot 800 tprymvopetpikég cuvapthioels sin(@) kot cos(0) sivat, avticTory o, Ol GUVTETAYUEVES Y KoL
X gvog onueiov otov povadiaio kokio, 6mov 8 givar 1 yovia and tov dEova x (BeTikn katedBuvon

X) OTO TUAWA YPOUUNG HeTald Tov onpueiov P kot e apyng Tov a&ovov.

Ta sin(8) kot cos(H) sival cuvaptnoelg Tov Taipvouy pia povo €icodo (yovia) kot e&dyovy pia
puévo Tyun petald -1 kot 1. Avtd to gvpog eE0dmV Exel AOYIKT: Ol GUVIETAYUEVES X KOL Y €VOG TO

omnuelo oToV KOKAO HoVAdaG dev UTopel TOTE va pTacel E£® amd v mepoyn [—1, 1].

Edv n yovia 8 oavéavetor pe otabepd pubud, pmopodue vo GYeSIGOOLUE TNV TWN TOV

GUVTETAYLEVOV X KOL Y TOV OMIEIOL HEPOVOUEVA, KOTE TO TEPACLO TOL YPOVOUL.

Av cuykpivoupe To dtaypppata dimAa-dimia pe T Hopen Yoviag EVavTl TIUAG, TOPATPOVUE OTL
gtvat 1 10100 TEPLOSTKN KOUTOAT GE GYNIO KOUATOG, aAAG avTioTaduiletol pe o £va T€TopTo amod

™V GAAN.

H mepiodog towv ocvvaptioewv avtdv givar 360°, ondte to sin450° divelr v 101 Tiun pe to
sin 90°. Avtd cvpaivel exeldn n emmAéov 360° meprotpor amd Tig 90° Ba pag pépel miow oV

o0 yovia.

"Evo mpokTikd mopddetyla 6To omoio To NTovoedég Kopa etvat oAl evypnoto, sivar i kivion

evog képuatog (Super Mario) yo to onoio 8édlovpe va dnuovpyRcovpe pio aiwpoduevn Kivnon.

Ka0e popd mov ypetaletol vo KIvijoOLUE KATO10 OVTIKEILEVO KATH TO TEPUTLLO TOV YPOVOL, UTAl
YPNO OO0V UE TOV aplOUS TV SEVTEPOAETTMOV TTOL YOV TEPATEL OO TN GTLYUN TOL EEKIVIGOLLE

10 oy VvidL, ©¢ £I60d0 GTNV NUITOVOELDT GLVEAPTNON.

g AT TNV TEPIMTMOT WITOPOovLE Vo opicovpe TV BEon Y Tov KEPHATOG va etvat iom pe To nuitovo

t, 6mov t o ypdvoc.

AvT1o onuaivel Tog To képua Eekvdel amd tn 0éon undév kol kabdg KuAdel 0 xpOVOS TO KEPLLL

OLOPEITOL OPLOAL TAVE® Kol KATO.

Av Bélovpe vo KAVOVUE TO KEPUO VO KIVELTAL TTO YPIYOPQ, UTOPOVUE VO TOAAOTAAGIAGOVLE TO

xpOVo e pio petafintr speed.

oA omhacialovtag pe 1o 2, Ba kdvel Ty Kivion otn SuAdoto Tay\TNTO TNG APYIKNG, 0TS Kot

noAlamhactilovtag pe 0.5 Ba kavel tnv kivnon d0o Popéc To apyn.

Mmnopovpe eniong vo KAVOLUE TO KEPHO VO OULMPEITOL O YNAQ Kol O YoUnAd tovtdypova

noAanmlactdloviog oAOKANpN T ouvvéptnon sin(t) pe pio  petofinty  amplitude.



[NoAomhacialovtag pe to 2, 10 kKépua Bo atmpeitar 2 povadeg Tpog Ta TAVE® Kot 2 TPOGS To KATM
tavtoypova. Kot mdAl pmopoldpe vo UEMGOLUE TNV OTOCTOCT, 7OV TO KEPUO Kiveitat,

ToAAOTAQGLALOVTOG e Eva PIKPOTEPO aplOud.

Molpec kat AKTivia

H yovia mov Bétovue 0TI TPIYOVOUETPIKEG GUVOPTNCELG UITOPEL Vo lval o€ dVO SLUPOPETIKEG
HOVAdEC HéTpnomng: Hoipeg Kot aktivio. Ol TepIecoTEPOL EINOOTE EEOIKEIMIEVOL TEPICTOTEPO UE TIG
poipec. T'a mapdderypa, n opdn yovia (90 poipeg) ypdeeton pe avtd tov tpomo 90°. Ouwg 1o
sin 90° dev &ivai o 010 pe To sin 90. Av n Pabuporoyia dev givar TopoHco, OC LOVASO LETPNONC

yoviog Oempeital To aktivio.

O1 180° givor 100d0VaEG LE T aKTivia, 0mov T, 1 TEPiPNUN nadnuotiky otadepd, N avoloyio Tng
TEPLPEPELNG TOV KOKAOV TTPOC T SIAUETPO TOV, Tepimov iomn pe 3.14. Qg ek To0TOL, pia Yovia vOg
aktwiov givon mepimov %00 ~ 57.3°, oyeddv 60°. Q¢ mpdln exe@poovVNC, OV ELGAYOVUE GE €Va,
Kopumiovtepakt sinl (ue povadeg pérpnong yoviag pvuicuéves oe axtivia) Oo pag dmoet

amotélecpa mepimov 0.84, to omoio givon Tpdypatt ToAd kovtd oto sin 60° = 0.87.

[Mopaxdatw PAETOVLE KATOIEG GUVIOELS OVTIOTOLYICELS LOPMV GE aKTIVIOL

30° = aso =2 g0 =
_ =3 _

NI ol _
wl

90° = 180° =m 360° = 2m

Y7o Unity, ot cuvaptioeig Sin kat €oS kadovvtar péow g Pprodnkng Mathf wg Mathf.Sin kot
Mathf.Cos, avtiotorya. Ed® Oa mpémel va mpocéEovpe Tmg avTég Ol GLUVAPTHOELS dEYOVTOL MG

€16000 pOVO oktivia, omdte av Béhovpe vo vroloyicovpe to cos45°, dgv Ba to KAvovue
ypbpovtog:

1. // ouvnuitovo 45 aktiviwv!
2. float cos45Deg = Mathf.Cos(45.0f);

Ta 45 oxtivio etvar mepimov 2578°. Muw minqpng mepiotpor] 360° elvar 1coddvaun pe un
ePLoTPoPT]. Av dtoupécsovpie T1g 2578° pe 360° pog divel éva vmoromo 58°, mov givar 1) 10o0dOvaun

yovia 2578° ko eival kaTt TeEAeing dtopopeTikd amd Tig 45°.

INoa vo vroloyicovpe 10 cos45° Ba to kdvoopue pe ovtd TOV TPOTO:



1. // petatpomi o€ aktivia
2. float cos45Deg = Mathf.Cos(45.0f * Mathf.PI / 180.0f);

Emiong umopodpue vo ypnoyomocovpe kot otafepég ot omoieg Ponbodv oty petatpomn amnd

poipeg o€ axtivia:

1. float cos45Deg = Mathf.Cos(45.0f * Mathf.Deg2Rad);

Ye gpyodeio ommg o eneEepyaoctng Unity, n ékepacn yovidv o€ poipeg eivatl o Guiky Tpog to
YPNOTN, EMEWN Ol TEPIOTOTEPOL GVOPMOTOL UmOPOVV OUECHOG VO, POVTACTOVV pio yovia 45°.
Q61660, 66OV APOPA TO, LOONUOTIKA Kol TOV TPOYPUUIOTIGHO, TOALOL AvOP®OTOL, TPOTWODV Vi

YPNOLLOTOI0VV OKTIVIAL.

‘Eva yprioo mpdrypa yio to aktivia givat 6Tt undeviovv tov vmoAoyIicud Tov UiKovs Tov TOEov pe

dedopéva v axtiva kot ) yovia. Ag vrobécovue 6t1 BEAovue va VTOAOYICOVUE TO UAKOG EVOG

J , T ’ J , ’
to&ov 30°, | — axtivia, evog KOKAOL akTivag 2.
6

Av vmoloylotel (PNOCLOTOIDOVTOG LOIPES, TPAOTA
VTOAOYIETOL OAOKAN PN N TEPLPEPELN YPNGLLOTOLDVTOG

Tov om0  QKTWIA - 27T, «xau oTn  Guvéyelo

\ moAhamAactaletan pe to khaopa 30° tpog 360°:
8=30°
= radius X 2w X S0°
arc = radius T 360°
2X2m X !
= T —_
12
~3

Orav ypnoponoovpe aktivie, o THTOG uKovg TS0V givat amAd aktiva enl yovia o€ aktivia:

T
arc = radius X g

—an
B 6

3



O TO10g TEPLPEPELNG TOL KOKAOV cupPadilel pe Tov TOTO UKoLS TOEOL 6 axTivia. Agdopévon Ott
évag TANPNG KOKAOG ivarl Pacikd éva T6E0 pe yovia 27T aKTivia, TO URKOG 0uToD TOL TOEOL Eival

aKTia - 21, oxpiPdc 10 1610 pE TOV TOTO TEPLPEPELOG TOV KOKAOV.

Baokec 16l0tnTeC

Agdopévov ot 10 (cos @,sinf) eival cvvietaypéveg evog onueiov otov povadiaio kvkio, 1
0TOCTOGCT TOV oTpeiov amd TV apyn TV a&ovov gival Tdvta 1, aveaptnta amod tnv yovia 6. To

[MvBaydpeto Bedpnpa dnimvel 6tL 1 amdeTacn Tov onueiov (X, y) amd v apyn Tov a&ovov gival
VX% + y2. And exel pmopodue vo mépovpe owtiy Vv tovtétnTa (sElcmon mov eivan mhvto

aAn0ng):
sin? 0 + cos?60 =1

Ac BounBolpe T GVYKPLION TV YPAPTULATOV NUITOVOD KOl GLVNILITOVOU.

VN Y N\
.-"f ’ xx-.__

/ Y=sin@
/ ‘~ k >
-360° -270° -18Q°  -90° o/ 00° 1800 270° 360° @
\ / /

b r

\_/ N/

\ A

N rd rd

A / x\.__ X=cosB /

\

.

-360° -270° -180° 60°  0° odt  180° 270°  360° O

\ / "x\ /
\_,/ \_,/

Onwg poaiveton oty ewdva 1 KOUTOAN cLVIiTovoy gtvorl Pacikd 1 MUTOVOEdNS KOUTOAN TOV

’ ’ r , T ’ ’ ’ . , r
petatomileton mpog ta aprotepd katd 90° , 1 5 OKTiViO. Etot maipvovpe avtég Tig dVo tautdTnTES

OV WLOG EMTPETOVY T LETOTPOTT HETAED TV 600:



/[
sinf@ = cos(6 — E)

/s
cos @ = sin(6 + E)

Kivnon oe KukAouc kot 2melpec

Topa mov €yovpe det 6tL (cos B,sinf) eivor 6160140TATEG GLUVTETAYUEVEG EVOC OMUEIOD GTO
povodaio kvkAo, umopovue va apyicovpe va mailovpe e Kamow Pactkn KUKAKY Kkivnorn oto

Unity.
O TopaKdTo KOJSKG LETAKIVEL Eva avTIKEIUEVO YOP® ard Evay kKOKAO e atafepd pubuod:

obj.transform.position =
new Vector3
(
Radius * Mathf.Cos(Rate * Time.time),
Radius * Mathf.Sin(Rate * Time.time),
0.0f

)s

NoupbhwNR

O mopokdto kodkog petakvel 12 avtikeipevo yopm amd €vov kKokho pe otafepd pvOud kot ta

avtikeipeva anéyovv e&icov é€m and Tov KOKAO:



1. float baseAngle = Rate * Time.time + angleOffset;
2. for (int i = 0; i < 12; ++1i)

3. {

4. float angleOffset = 2.0f * Mathf.PI * i / 12.0f;
5. a0bj[i].transform.position =

6. new Vector3

7. (

8. Radius * Mathf.Cos(baseAngle + angleOffset),
9. Radius * Mathf.Sin(baseAngle + angleOffset),
10. 0.0f

11. );

12. }

Yvvovalovrog KukAKT kivion pe kivnon oty katevbovveon z, uropodue va S1ILovpyGOVUE Lo

onelpoedn| kivinon oe 3D:

obj.transform.position =
new Vector3
(
Radius * Mathf.Cos(Rate * Time.time),
Radius * Mathf.Sin(Rate * Time.time),
ZSpeed * Time.time

NouphwNR

)5

ATAN (MTpoppkny) Appovikr) TaAavtwon
Tt yiveton ov BAAOVLE TO GUVNUITOVO GTY| GUVTETAYLLEVT X EVOG AVTIKEWEVOD;

1. float x = Mathf.Cos(Rate * Time.time);
2. obj.transform.position = Vector3(x, 0.0f, 0.0f);

To avtikeipevo Kwveitor Tpog to de€1d Kot TPOg T aplotepd eVaAAAE. XT1c dkpeg TG Kivnong Tov

1 TayVTNTA T0V e£0cbevel evid 0TO KEVTPO PTAVEL TN UEYIOTT.

H avtod tov &idovg torovievdpevn kivnor, n omoia Touptdlel pLe TNV MUTOVOEIDN KOUTOAN

(mrutovoedég kbua), ovopdletoar AnAn Appovikn Toddvtmon (Simple Harmonic Motion).



Agdopévov 611 10 0 Egkvael amd To UNdEV, 1 GLVIETAYUEVT X TOV OVTIKEIUEVOD EEKIVAEL OO TO
cos 0 = 1. Av ypnoononcovue tn cuvaptnon sin 8, n cuvtetaypévn x 0o apyicet amd to sin 0 =

0.

H yovia 166600 TTov S1€pYETAL OTIG NUITOVOEIDELG KOl GUVAPTHGELS GLUVT|LETOVOL ovopdaleTal @aon.
Yuvnbwmg, av 1 edorn mov dnAdvetal eival otafepd TOALUTAGGIO TOV YPOVOV, TOAAOL TO YPAPOLY
¢ sinwt, 6mov w ovoudletal N yoviakn cvyvotnTa (o€ aKTivia ave 6guTEPOLENTO) Kot t glval o
xpovog. o moapdadetypa, to sin 2wt o Tapdyel pio oA APUOVIKY KIVIGT) TOV TOAUVTMVEL EVOV

TAPN KOKAO KGOe devtepOAETTO.

Tt 00 cvuPel av peidoovpe ot TV Kivnon pe Evav ekbetikd peloduevo Topdyovia,

1. float s = Mathf.Pow(0.5f, Decay * Time.time);
2. float x = Mathf.Cos(Rate * Time.time);
3. obj.transform.position = Vector3(s * x, 0.0f, 0.0f);

[TAéov T0 avTiKeipevo Kiveital og piol LEWOVUEVT] TOAAVTWOOT).

H Kivnon tou Ekkpepoulc

Avti vo cuvdécovpe €va MUUTOVO GE [0 GUVTIETAYIEVN X €VOG OVTIKEWLEVOV, TL YIVETOL OV TO

GUVOECOVE GTN YOVIO Y10 TO TOPATAVE® TAPASELYLLOL;

float baseAngle = 1.5f * Mathf.PI; // 270 degrees
float halfAngleRange = 0.25f * mathf.PI; // 45 degrees
float ¢ = Mathf.Cos(Rate * Time.time);
float angle = halfAngleRange * c + baseAngle;
obj.transform.position =
new Vector3
(
Radius * Mathf.Cos(angle),
Radius * Mathf.Sin(angle),
0.0f

P RPOONOOUTDS WNER

R o -

)5



Mmropovpe vo Tovpe Tog 1 kivior auth Bewpeiton 1 yovio tng KuKAIKNG kiviiong 1 omoia Ppicketon

O€ L0, OTAT OpHOVIKY Kiviom).

Alwpoupevn Kivnon
Mropovpe va epopUOCOVUE OPHOVIKEG KIVIOELS OTIC GUVTETAYIEVEG X, Y KOl Z EEYMPIOTA.

Vector3 hover =
new Vector3
(
RadiusX * Mathf.Sin(RateX * Time.time + OffsetX),
RadiusY * Mathf.Sin(RateY * Time.time + OffsetY),
RadiusZ * Mathf.Sin(RatezZ * Time.time + OffsetZz)

)5

VCoOoNOOTUVTE, WNER

obj.transform.position = basePosition + hover;

ITAéov 10 avtikeipevo @aivetal vo ampeitat.

IMnyaivovtag éva Pruo mapamépa, to Offset e adpnong pnopel vo ypnoyomombei yia tov

VITOAOYIGHO TNG KAIONG TNG TEPLGTPOPTG, Y10 EVOL OAOKANPOUEVO ATOTEAEGLLOL.

obj.transform.rotation =
baseRotation
* Quaternion.FromToRotation
(
Vector3.up,
-hover + 3.0f * Vector3.up

)s

NouphwNR

ewpeTplk) Epunveia tne Edamtouevng

Ac vmoBécovpe Tmg £yovpe éva povadiaio KOKAo, e éva onueio P og autov, kabog Kot pia yovio
0 peta&d tov dEova x (Betikn KoTevHLVGT) Kot TOL TUNUOTOG YPAUUNG TOL oynpatifeTol and o P

KOl TO KEVIPO TOV KUKAOV.

Ot ovvtetayuéves (x, y) tov P givan (cos 8, sin 8). H spantopévn g 0 (tan 8) givar n khion tov

TUNUOTOG TNG YPOUUNG peTadhd Tov P Kot TG apyng Tov a&Ovov.



H «Aion pog ypopung eivat o Aoyog g kdetng petafoing évavtt g opildvtiog petofoine. o
TOPASEYLLA, 0.G OOVUE QLTO TO TUALO YPOUUNAG:

B

7

| 2

IMoa vo petakvnBovpe amd to onueio A oto onueio B, mepratdpe 3 povadeg mpog tnv katevbuvvon

+x Ko 6N GLVEXELD 2 Hovadec oty Katevbuven +y, £Tot 1) KAlon TG YPOUUNG gival 3

Koty éva tuqpa ypappng mov mnyaivet "katneopikd':

A

|

SN

B

H «\ion Ba etvan _?2, apVNTIKY TN, a@ov 1 KaBetn petaforr] Evavtt g oploviiag petafoAng

etvat apvnTIKy.

B\émovpe 601t M petdfaon amd v apyn tov ofdvev oto onueio P cvvemdystor opilovria

petafoin tov cos 8 wor kaBetn petaforn g sin 8. 'Etol n khion Tov TUNUOTOG TNG YPOLLUNG

, , , , , sin 6 , sin @
peta&d g apyng TV 0EOVEV Kal Tov onueiov P givan o5 g’ ETOHEVOG tan 0= s




AMG 0010 glvan omAdg pia pobnpatikn Ekepacn. ESd pmopovpe va dovpe tod to tan 8 tapialet
0TO OYNUO EVOG LoVadIaiov KOKAOL. AC GYEOIACOVIE UIK EPATTOUEVT YPOUUTY GTOV KUKAO GTO
onueio P, dnAadn pio YpOUUn TOL TEPVAEL 0md To onueio P kot glvarl kKGBeTn oto TURUA NG

YPOUUNG HETOED TOV oNpEioL P Kot TOL KEVTIPOL TOL KOKAOV:

. P

Ac 600E HOVO TO TUAWO OVTAG TNG EQUTTOUEVNC YPOUUNG oV Ppicketatl petald Tov P Kot Tov

d&ova x Kot 0¢ CNUEINCOVLLE KATOLo o Ta onpeio:

Ot yovieg ZABP o1 4APD eivon opbég yoviec. Kar £PAB = £PAD = 6. To AB vrodnAdvel 1o
UMKOG TOV TUNUATOG TNG YPOUUNS LeTa&d tov onpeiov A kot tov onpeiov B.



Topa, ag xwpicovpe To oynua o€ 600 Tpiywva:

A€dOpEVOD OTL OAEG 01 ECOTEPIKEG YMVIEC EVOG TPLYdVOL ovépyovtal oe 180° kat ta dVo Tpiywva
éyovv pio yovio 6 kot pia 90°, ot yovieg mov dev €yovv emtonuaviei ota tpiyova, N 2APB kol n

4ADP givon axpipac idio: 180°- 6-90°.

Edv dvo tpiyova &xovv mavopoldtuma GOVOAN YOVIOY, TOTE gival Opota, SNAadT| €0V AVOAOYIKMOG
UEYOADGOVUE/ UIKPOVOLLLE, TEPIGTPEYOVILE KOUT 0vamodoyupicov e Eva amd avTd, Wmopel va yivel

TOVOLLOLOTVLTIO JLE TO GANO.

Otav dvo tpiywva eivar dpota, 0 Adyog petald Tmv UnKodv 600 TAELPDY TOV EVOS TPLYDOVOL 160VTAL
HE TOV AOYO HETOED TOV UNKOV TV aVTIGTOY®V TAEVP®Y TOL GAAOV Tprydvov. Etot:

BP DP

AB AP

I'vopifovpe 6Tt 01 cuvtetaypéveg Tov onueiov P givar (cos 8, sin 8), étor AB = cos 6 ko1 BP =
sin 8. Kot yvopilovpe 6t1 10 AP €lvan ico pe v aktiva tov povadiaeiov KokAov, 16t AP = 1. H
naponave eEicwon yivetal:

sinf DP

cos 6 1




’ , sinf@ ,
Ko ’YV(DplE;OVTOLg otttanf = m, EYOVE:

tand = DP
A P tan@
I D

H omdivtn Ty tov tan @ givol 1o UNKOC TOV TUAWOTOG TNG EQATTOUEVNG YPOUUNG METAED TOV
onueiov P kot tov a&ova x. ATOALTN TN, S10TL AvAAOYO e TO TPOCTLOL TOV Sin 8 kot cos 6, 1
tan 8 pmopel va, givar OeTikn M apynTikh. XNV €1KOVO, EMGNUAiveTon (L WITAE YPOUA) TO TUAU

YPOUUNS TOV 0oiov To pKOG €lval 160 pe TV amdAvuTn T Tov tan 6:




H KapmuAn tng Epantopevng

H ypoown mopdotacn g tan 8 £xel og eENg:

X=tan® a X

.360° -270° -180° -90° 90° o 270° o= ©

[Mapatnpniote Twg, avtiBeta pe ta sin 8 kai cos 8, n Ty tov tan 8 dev mepropiletan evidg Tov

evpovg [—1,1]. Amd v tan @ = %, N amdAvTn TN ¢ tan 8 mpoceyyiletl To dmelpo Kabdg To

cos 8 mpooeyyilel to undév. Emiong, avtiBeta and ta sin 6 kot cos 8, n mepiodoc tov tan 8 givar m,

avti yio 27,

Kdétt dAho mov a&ilet va onueidoovpe etvat ot 6yéoelg LETAED TV TPOSUOV TOV TPIBV BacIKOV

. , . sin 6 , , L.
TPLYOVOUETPIKDOV GUVAPTNGEMY. ATO TNV tan 0= 050’ TO TPooMn o ¢ tan 0 sivai Oetikd otov to

sin @ ka1 cos 8 &govv 10 1010 TPOSNLO.
Me avtd 1OV TPOTO UTOPOVUE VO, CUVOECOVUE TNV EPOTTOUEVT] KOUTOAN KATO TV TAPOSO TOV

YPOVOL GTN GLVIETAYUEVN X EVOG OVTIKELLEVOD:

1. float tan = Mathf.Tan(Rate * Time.time);
2. obj.transform.position = Vector3(tan, 0.ef, 0.0f);

To avtikeipevo eloépyeTan ypryopa omd TNV Koatevbuvon —x, emPpadvvel, Kol 6T GUVEXEL

emMTOYOVEL TAAL TTPOG TNV KaTELOBUVGN +X.

Mmnopovpe vo YPNOYOTOMGOVIE OVTHYV TNV Kivnon yw vo. SNUIOVPYNCOVUE €PE OTMG Yol

TOPASELYLOL SIUTTOVTIES OICTEPEC:



1. float tan = Mathf.Tan(Rate * Time.time);
2. obj.transform.position = center + moveDirection * tan;

H emtdyvvon ko 1 emPpadvvon givar dokpitikr. MmopoOue OU®OG Va, EVIGYDCOVUE TEPAULTEP® TO

OTTOTELEG LD DY DVOVTOG TNV EQPUTTOLEVT] GUVAPTNON GE Ui SVVOUN:

1. float tan = Mathf.Tan(Rate * Time.time);
2. float tan3 = tan * tan * tan;
3. obj.transform.position = center + moveDirection * tan3;

TPLYWVOUETPLKEC CUVAPTHOELS, YWVIEC KoL Tplywva

‘Exovpe dgl g o1 TPES POCIKES TPIYOVOUETPIKEC GLVAPTNOELS oyeTilovTal e ToV povaodlaio
kOoKkho. Topa Bo dovue tn oyxéon tovg pe to Tpiywva. EE ov 1o 6voua "tpryovopetpucé”.

Yvykekpuéva, Oo epyactovpe pe Ta opboyavia tpiywva.

Hopakdto PAEmovue £va opBoydvio Tpiymvo Kot pia yovia, 8:

H mhevpd tov tprydvov petad g 6 xar g opbng yoviog ovopdleton mpookeipevn kaOetn
mAevpd, aeov gival dimia otn 6. H dAAn mhevpd dimha otnv opbn yovio ovopdletor omévavtt
KkdOetn TAeVpA, emedn| eivon amévavtt omd T 6. H tpitn (ko peyarvtepn) mhievpd mov Ppicketon

amévavtt amo Vv opbr| yovia ovopdletar vroteivovoa:

hypotenuse

opposite side

adjacent side



Kot €0 pmopolpe va So0pE T 6YECT TOV TPLOV PACIKOV TPLYOVOUETPIKOV GUVOPTHCEDV IE TO

UAKT TOV TAEVPDY TOV TPLYDVOL:

e sinf =10 uNKog NG AMEVAVTL TAELPAG TPOG TO UAKOG TNE VITOTEIVOLGOG,

®  C0S 6 =70 UNKOG TNE TPOGKEILEVNC TAEVPAS TPOG TO UNKOG TNG VITOTEIVOLCAG.

e tan @ =10 UNAKOG TNG ATEVAVTL TAEVPAG TTPOG TO UNKOG TNG TPOSKEILEVNG TAEVPAC.
Anrodn:

_ amévavtl TAeupa Tpookeluevn mlevpa amévavtL TAevpa
sinf = . cosf = . tan@ = - -
vmotelvovoa vrmotelvovoa npookeipevn tlevpd

Omoto kat av ivor 1o péyebog tov 0pbov tprymvov, ot mopandve Elcmoelg eivol mhvta aindeic,
eme ot avoroyiec petald Tov dV0 TAELPOV gival aveEdptnTeg Omd To AmOAVTO UNKN TOV

LELOVOLEVOV TAEVPDV.

AV SL0LOPQMGOLILE TNV KAIHOKA TOV TPIYOVOD £TCL MGTE 1) VIOTEIVOVoA Vo el unkog 1, tdte
LTOPOVUE VO TO TOMOOETNCOVIE OTO OYNUA TOL Hovadiaiov KOkAov, pe (x,y) va givar ot

GUVTETAYLEVEC TOV onpeiov P atov KOKAO:

Kat o1 mapandve eEiomoelg dévouv e Tig cuvietaypuéveg tov P, (x,y) = (cos 8, sin 8):

i y x y sinf
sinf===Y cosf=—=X tanf ===
1 1 x cosf

I'vopilovrtag Tig E16MD0EIS Y10 TIC TPLYMVOUETPIKEG CUVAPTNGELS OGOV aPOPE To LNKN TOV KABET®V
TAELPDV TOL TPLYDVOL, Y10 OO0 TOTE dedOpEVO 0pBoydVio Tpiywvo pe Yovia 8, av yvopilovpe
TO UKOG OTOGONTOTE MAELPEG, UTOPOVUE VO OVIANGOVUE TA PNKN TOV GAA®V dVO TAELPOV

YPNOYOTOIDVTOG TIG TPELS PACIKEG TPLYMVOUETPIKEG GUVOPTHCELS.



‘Eotm ] T0 pMKog ¢ TpooKeipevng mAELPAs, S To UNKOG TNG OTEVOVTL TAEVPAS Kol To H TO UKo

TG VIOTEVOVOUG:

Av yvopilovpe To pnrog g vroteivovoag (H), 10t ] = Hcos O xS = Hsin 6:

S = Hsin@

J =H cosB

Av yvopilovpe to pnKog ¢ tpookeipevns TAevpdg (J), tote S = Jtan 8 kau H = Cojs o

S =1J]tand




Av yvopilovpe To HKOG NG omEVavTL TAEVPAS (S), tote | = ﬁ, kot H = g

S
1 =%tane

Mpocopolwaon Kavoviwy Kot TIPoRAeN TpoxLWV

Ac d00UE TOG UTOPOVUE VO TTPOGOUOIDCOVUE EVOL KOVOVL OTOV oG OTVETOL L0, OPYIKT TOOTNTO,
pio oplévtia yovia, kot po yovio vyovg. Emiong, 0o dodue mhg umopodpe va. ELPOVIGOVUE TIC

TPOPAETOUEVES TPOYLEG QKON KOL TPV TUPOSOTIGOVLLE TO KOVOVL.

Kdmoteg Pacikéc oporoyieg TG dSuvapkng Kiviiong, mov 0o ¥pNoIULOTOICOVUE TUPOKAT® EIVOL O
e&ng. H 0on evic avtikelévov etvar kel 6Tov o avtikeipevo Ppioketar puowd. H taydtyra
evOG aVTIKEWEVOL givat 0 puBudc adlayng ot B€om tov (Tumikd exEpoaldpevo g aAiayr BEong
avd devteporento). H emrdyyvvon evidg avtikepévon givar o puBuoc petafoing e taydntdg tov

(ocvvnBwg ekppdletorl mg LeTOPOAN TNG TAXDTNTAG OVA OEVTEPOLETTO).

H pébodog Euler givar évag ypryopog kat €0k0A0g akyOplOpog yio Tnv Tpocopoinon tng Kivnong
avrikeyévav: [a kabe kivovpevo avtikeipevo, amodnkevovpe to ddvuoua TaydTNTOS Kot T B€om
tov. [ k8Os evnuépwon 1 Ppa ypdvov, aArdlovpe v TaxdTNTA KOTd EMTéyvVOT| €L TO YPOVO
délta (M xpovikn dpopd HeTaEd KABe evUEPMOTG) Kol 6TN cLVEXEW aAAdlovpe T Béon katd
TayOTNTO EML TO XPOVO SEATOL:

1. velocity += acceleration * deltaTime;
2. position += velocity * deltaTime;

I"a va tpocopoidcovpe T Baphtnta 610 ETINESO TOL EGAPOVE, APT)VOLLE TNV EMTAYVVCT MG EVOL

otafepd TPOg T KAT® SLAVLGHLAL.

AV TPOCOLOIDGOVUE OAOKANPT) TNV TPOYLEL LEGA O £VaL KOPE LLE TNV EKTEAECT] TOAAATA®Y P pdTmV
YPOVOL KOl CT|UEIMCOVLE Lol LKpT KOuKKida pio opd kabe x aptBpod enavalyewy Pmopovus

va eTidEovpe vav KaAd TAGVO TG TPOPAETOUEVNS TPOYLAG:



1. velocity = initialVelocity;

2. position = initialPosition;

3. for (int i = @; i < NumIterations; ++i)

4. {

5. velocity += acceleration * deltaTime;

Bc position += velocity * deltaTime;

7.

8. if (i % IterationsPerDot != 0)

9. continue;

10.

11. DrawDot(position);

12. }
Initial Speed = 6.0 Initial Speed = 4.7 Initial Speed = 5.7
Initial Angle = 75° Initial Angle = 75° Initial Angle = 81°
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Topa, agvmoroyicovpe v apykn tayvtnra (velocity) evog pAuatog av €yt ekto&evbel omd 10
Kovovl og o apyikn toyvtnta (speed) K (uqkog tov S1ovOGHOTOS OPYIKAG TOXVTNTOC), Lo
opovtia yovio 8 ko po yovie oviyoong @. Ac vrnobécovpe mog o GEovog +2z eivarl M
KatevOVVGT| TOL Kavovioy TTPog To EPTPOS Kot 0 dEovag +x glvon ) Tpog ta 6e51d Tov KaTehBuvon

(to Unity ypnoponolel apiotepOyepo cHGTNHN GUVIETAYHEVOV).

Left Handed Coordinates Right Handed Coordinates



Io va vroloyicovpe v apykn toyxdtnto (velocity), apémel npdta vo. vroloyicovue éva
povodiaio d1avucua Tpog TV it katevbuven. MOALG xovpe avTo TO SIAVLGUE, LWTOPOVUE OTTAN
Vo TOMOTAAGIAGOVUE OXaL TO. 6TOXEIR TOV pE TV emBount ToxdnTo (Speed) K yia va mdpovue

TOV SLAVUGLO TNG OPYIKNG TOYOTNTAG.

To dwbypappo mopoxdTm delyvel Eva povadiaio didvucua otov dEova +x e KOKKIVO YPOU, EVa.
povadiaio divuopa 6Tov GEova +y e TPAcIVO ¥papa, v povadiaio didvooua otov aEova +2z
ue umie ypoua, £va povadiaio divuoua otov dova g apyikng toydtnrag (velocity) pe pavpo
ypoua (ue ovopa V;), éva povadwaio didvoeuo otny opldvtia katedbuven g apyikng ToydTnTag
(velocity) pe yrpt xpopa (pe EvoelEn Vy), tnv opiiovtia yovia 6 (peta&d +z ko Vy), Kot yovia
avoyoong @ (ueta&d Vy, ko V;):

O otoyoc etvar va Bpodue 10 V; kar vo to mollamloocidcovpe pe to K. Mmopodue va
OTOLOVMOGOLE TO. povadiaio SovOopate Kot TIG YOVIEG amd TO SIYPOLUN TOPATOV® G dVO

OLYPALLLOTO LOVASIHI®MY KOKAMV.



To éva givon éva opilovtio didypappa povadiaiov kokiov pe +x, +2z, Vi, ko 6:

Kot to aAro eivan éva kdBeto duaypappa kokiov pe +y, Vi, V; kot @:

+Y

Av dovpe 10 mpdTo (0p1LoVTIo) ddypape KOKAOL amd SPOPETIKY Y®Via, £(OVUE TN YVOOTH
amoyr evOg eMITESOL KOKAOL:

+X
L Vh

+2Z

L



Onmg Ko TponNyouréEVMS, 1 GLVICTMGN TOL Vp, koTd TV KatebBuvon +2z etvar pikovg cos 6, kot

oLVIeTOOoN KOTd TNV Kotevbuven +x gival prkovg sin 8. 'Etot éyovue V,, = (sind, 0, cos ).

Me tov 810 TpoT0, TO debTEPO (KAOETO) SLAYPULLLE KOKAOV 0t0 S10POPETIKT YOVia:

+Y

Vi

= Vh

H ocvvictooa tov V; katd v kotevbovon Vy, elvar pikovg cos @ Kot 11 GuVIoTOoO, KOTO TNV

katevBvvon +y givor prkovg sin @, €Tl pmopovpe Tdpa va vroroyicovpe to Vi:
Vi=cos¢e -V, +sing -(0,1,0) = (cos ¢ sind, sin ¢, cos ¢ cos 0)
[oAamhacialovtag to V; pe to K pag divet 1o d16voopa e apyikng ToydTNTog:
Vi=K - (cosesinf,sing,cos@cosf) = (K cos¢@sinf,Ksing, K cos@ cos )

Kot o avédioyog kddkoc:

1. Vector3 ComputeInitialVelocity()

2. {

3. float sinTheta = Mathf.Sin(HorizontalAngle);
4. float cosTheta = Mathf.Cos(HorizontalAngle);
5. float sinPhi = Mathf.Sin(ElevationAngle);

6. float cosPhi = Mathf.Cos(ElevationAngle);

7.

8. return

9. InitialSpeed

10. * new Vector3

11. (

12. cosPhi * sinTheta,

13. sinPhi,

14. cosPhi * cosTheta

15. )



To vo pmopode Vo VTOAOYIGOVHE TO SLAVUCHO OPYIKNG TOXVTNTOG amd Uio SEdOUEVT apyIKn
ToOTNTa, o oplloviia Yyovio kol po yovio avOyoong, EXovuE 0,TL ¥PENlOUNCTE Yo Vo

TPOGOUOIDGOLILE EVa KOVOVL:

1. void FireCannon()

2. {

3 velocity = ComputeInitialVelocity();

4. obj.transform.position = InitialPosition;
5.}

6

7. void Update()

8

9. float dt = Time.deltaTime;

10. velocity += acceleration * dt;

11. obj.transform.position += velocity * dt;
12. }

13.

14. void DrawTrajectory()

15. {

16. float dt = Time.fixedDeltaTime;

17. Vector3 velocity = ComputeInitialVelocity();
18. Vector3 position = InitialPosition;

19. for (int i = @; i < NumIterations; ++i)

20.  {

21. velocity += acceleration * dt;
22. position += velocity * dt;

23.

24, if (i % IterationsPerDot != 9)
25. continue;

26.

27. DrawDot(position);

28. }

TomoBéEtnon Ztoxwv

Topa mov pmopovpe vo. TuPOPOAGOVLE, UTOPOVUE VO TOTOOETNCOVE PEPIKOVG GTOYXOVS. AV

0élovpe va tomobetroovpe évav otdyo oe po dedopévn opllovTlo amOoTACY] HOKPE and TO



Kavovi, kaBmg kot o€ po dedopuévn yovia aviymengs, Tod aKpI®g TPETEL Vo TOTOOETIGOVLE TOVG

G6TOYOVG;

Mopoakdto givol To emBountd telikd omotéheoua. Kabe otoyog Ppicketan oe otabepn opiloviia
0mooTooT (07O EMiNEdO XZ) amd TO KAvOVL Kot 6€ oTabep| Yovia oviymong Thve amd To £00.(0G.
O1 otoy01 £)0VV emiong ion oplovTia amdoTaoT HETOED TOVG, dNANST Ol 0pPILOVTIEG YMVIEC TOVG OF

oyéon Le 1o Kavovt givar oeg.

J\JVU

s

-
-

I'vopifovpe 116M mhS va vroAoyicovpe Eva povadiaio opiovTio diivuopa and pia oplioviia Yovio
6. To duvvopa avtd givan (cosd,0,sin ). INorhamlacialoviag avtd TO S1IAVLCHO HE Mo
dedopévn oplovtia amdotaon D, maipvoupe 1o dibdvooua opilovtiag petatomong (offset) tov
otoyov amd 1o Kovovi (D cos8,0,Dsinf). 'Etol, omhdvoviog odpopeg yovies 6 xoi
vroioyifovtog to Savdoupata oploviiag petatomiong yw kdbe Tun 6 maipvovpe TIg

GUVTETAYUEVEG XZ TOV GTOY®V (TTOL UQavifovTal Mg KOKKIVEG KOUKIOEG GTNV TOPUKAT® EKOVA):

JUVV

i




To tehevtaio Prina eivol va TPOGII0PICOVLLE TIC GUVTETAYUEVEG Y TOV GTOY®V, ONANOT TOGO TAV®D
a6 1o £0000¢ Ba Tpémel va eival. Onwg eimape, av yvopilovpe To UNKOG TNG TPOOKEIEVNC TAELPAG

J wog yoviog 8 evog opBoymviov tprycdvov, TOTE TO UAKOG TNG AmEVaVTL TAELPAG etvar J tan 6.

S =1J]tanB

Avtikabiotdvtag 1o J pe v dedopévn oprlovria amdotacn D kai 1o 6 pe v yovia avoymong @,

0 TOTOG Yo T GLVTIETAYUEVT Y TV 6TOY®V Yivetor D tan ¢.

Me 1oV TOpaKAT® KMo eV TEAN UTOPOVUE VO TOTOBETCOVE TOVG GTOXOVS OTa. EmBuuNTA

onueto:



1. float theta = -0.5f * AngleInterval * (NumTargets - 1);
2. float elevationTan = Mathf.Tan(ElevationAngle);
3.

4. foreach (var target in targetArray)
5. {

6. Vector3 horizontalVec =

7. HorizontalDistance

8. * new Vector3

9.

10. Mathf.Sin(theta),

11. 0.0f,

12. Mathf.Cos(theta)

13. )

14.

15. theta += AnglelInterval;

16.

17. Vector3 verticalVec =

18. HorizontalDistance

19. * elevationTan

20. * Vector3.up;

21.

22. target.transform.position =

23. Cannon.position

24. + horizontalVec

25. + verticalVec;

26. }

AvtioTtpodeg ZUVapTNOELQ

Mua. cuvaptnon gival cav éva black box 1o omoio maipvel kdmow €icodo Kot pog divel Kamoo
¢€0d0. Av pia cuvaptnon f maipvel pia gilcodo x kot divel pia ££080 y, UTOPOVLE VOL TV YPAWYOVLLE
ocy = f(x). Ev to petagd, av o cuvdptnon propet vo wapet v 6060 g f ®¢ 6050 Kot v
LOG ODOEL OG ATOTEAESHLO TNV €16000 TNG f OV TapayeL avth TV €060, ovopdletal avticTpoen

¢ f ko yphgeton g f 1 (avtiotpoen g f).

Me dAha Aoyia, €év 1 cuvdptnon f maipvel gicodo x kot divel g £€0do y (y = f(x)) tote to f 1

umopel va Tépel wg £i6080 To Y Kat va pag ddcel o amotédesua 1o x (x = fT1(y)).

‘Eva mapdderypo aviiotpoeng cuvaptnong ivol o cuvdptnon mov tpochétet pio povado oty

€16000 ™G Kot 1) ovTioTpoPn avtic agalpel pio povade amd T 16000 Tg:
y =addl1(2) =3

x = sub1(3) =2



AvtioTtpodeC TPLYWVOUETPLKES ZUVAPTHOELG

I'vopilovpe 1O OTL 0L TPIYOVOUETPIKES CLUVOPTHOELS TAPVOLY MG £iG0d00 pia Yovia Kot Tapdyovv
o¢ €€odo évav aplBud. Mmopovpe vo Tpopodotioovue TV ££000 UIOG TPIYOVOUETPIKNG
GLVAPTNONG GTNV OVTIGTPOPN GLUVAPTNGN TNG KOl OUTH ETCTPEPEL TNV APy €i6000 TNng

TPLY®VOUETPIKNG cuvaptnong (Yovia o axtivia). ['a mapdderyua, sing = lxosin™11= g

Ot avtioTpoPec TPIYOVOUETPIKEG GUVAPTNCELS £YOLV GLYKeEKPEVa ovopata. H avtiotpoon
ovvaptnomn Nutoévov, ovoudletat arcsine. Opoimg, ol AVTICTPOPES GLVUPTIGEI GUVIITOVOL Kol
epamtopnévng ovoudlovtol arccosine kor arctangent, ovtictotye. Xto Unity, pmopovpe va

KOAEGOLLE AVTEC TIG GLVOPTNHOELG UE OVTO TOV TPOTO:

1. float sinAngle
2. float cosAngle
3. float tanAngle

Mathf.Asin(sinValue); // arcsine
Mathf.Acos(cosValue); // arccosine
Mathf.Atan(tanvalue); // arctangent

Fwviec KAlonc

Av yvopifovpe tov Adyo g kKabeTng avdymong évavtt g opilovriag petatdmion (offset) evog
AdPov o€ éva emimedo matyvioov, Tmg vroAoyilovpe T yovia KAIoNg; NV TopuKAT® KOV, TOG
vroAoyilovpe ™ yovia 8 yvopilovtag v Katakdpuern ovoywon V kot v optlévTio LeTaTomIon

H;

Mmropovpe va cuoyeticovpe to 8 pe ta V kol H pnoomoudvTag T GUVAPTIOT TG EPATTOUEVNG:

tanf = —
an H

Enerta pmopovpe va ndpovpe to 0, divovtag o¢ €l6od0 t0 & 0TV avTicTpoen GuvapToN Tng

EQUTTOUEVIC:



vV
0=t -1_
an H

EvoAloktikd, uropodue vo Bemprcovue v mopandve e&icwon og anotéleoua Tov arctangent
TV 800 TAEVPOV TG TPoNyoduEVNG eéicmone. Fevikd, To f~1(f(x)) amhomoteitar kon pog Sivet

x. Opoing, to f(f~1(x)) amlomotiton kot pog divet y.

H yovia 8 eivar oe axtivia. Onwg avogEpae TPONyOUREVMG, LWTOPOVLE VO, LETATPEYOLLE TN
. . . . . 180

povado uétpnong yoviag oe poipeg moArlomiacialovraog pe -

‘Etol, pmopodue va ypdwovue évo pikpd mpdypoaupe to omoio 0o emttpémel 6to ¥pNoTn va

petaxkwvnoetl éva onueio oto eminedo mov oynuotilel Khion pe v apyn Tov aEOVoV Kol vo

YPNOYOTOIDVTOG TIG GUVTETOYUEVEG TOV onueiov (X, V), Vo VTOAOYICOVUE KoL VO ELPAVIOVUE TN

yovia KAong.

g = 30° 8 = 65°

Kot o avédioyog kddKoc:

Vector3 point = p.transform.position;
// umoAoyiopog ywviag kAiong o€ radians

float angleRad = Mathf.Atan(point.y / point.x);

// To Mathf.Rad2Deg e€ival pila otabepd ion pe 180.0f / Pi

1

2

3

4

5.

6. // MPETOTpOM OE MHOLPEG

7

8. float angleDeg = angleRad* Mathf.Rad2Deg;
9
1

0. text = angleDeg + "°";



Medla Oplopou kat ELpn Tipwv

Otav  ypnoOTOOVUE  AVTIGTPOPES TPIYOVOUETPIKEG GCULVAPTNGES, €lval ONUOVIIKO VO

KOTOVOT|GOVUE TO TESIO OPIGHOD KOl TO EDPT| TILDV TOVG.

To medio opiopod pog cuvaptnong eivat To GHvoro OAMY TOV EYKLUPOV TILOV EIGOG0L KO TO EVPOG

TIUAV P0G GLVAPTNONG Eival TO GOVOLO OAWV T®V THAVOY TGV £050V.

Mo mapadetypa, 1o medio opiopod g sin @ givol T0 GUVOALO OA®Y TOV TPAYUOTIKOV aplOUmV,
emedn umopovpe og gicodo va opicovpe kabe yovia. To gdpog Tipdv tov sin 6 eivon [—1,1], o
omoio wePYpApel OAES TIG TWES petald Kot cvumephapupavouévav tov -1 kot 1. Mo mapévieon
ot 0éom piog aykding, onuaivel 0Tt 1 GLYKEKPIUEVT TN OEV TEPTAUUPAVETOL GTO GHVOLO TIUDV
(avorytd/KAeoto 6pro). [Na mapdaderypa to [0,10) dniovel Eva chvoro Tov TepRapfivel OAEG TIC

Tég petoo 0 kat 10, aAld teprapPdaver povo 0 (kheioto 6pio) kat oyl to 10 (avotytd 6p1o).

H avtiotpoen piog cuvdptnong 0a mpénet, ondte, amhd va £xel €vo medio optopuov Kot £va, 0pOg
TILAOV {00 [LE TO EDPOC TIUMV KaL TO TTEGT0 0PIGHOD TNG avTioTornG cuvapTnonG. I'a T1g avtioTpopeg

TPLYOVOUETPIKEG GUVAPTNGELS, AVTO OEV 1oYVEL

O1 TpIyOVOUETPIKEG CLVOPTNGELS EIval TEPLOOIKEG, TPAYLLOL TTOV GNLLOIVEL OTL TOAAEG OL0POPETIKEG
TIWEG 16600V UTOPOVVY va. Exovv TNV i0ta T €£600v. ' Ta sin 8 kai cos 8, umopovV aKOUN Kot
va, £Y0VV OL0POPETIKEG TILEG E10000VL O€ [ TEPIOO0 UE ATOTEAEGLO VO TAPAYOLV TNV 1010 TN

eE6d0v.

, . T, . 5w , . , , 3 ’
Tooco to Sln; 000 K01 TO SIn ? TOPAYOVV G ()mOTSXSGMOL ™mv Tun 1. ETGl, ol VAL M Sgoﬁog TO0V

s —14. , , , , T 5m , , , , .
sin™* 1; Agv pmopet va givor tavtdypova ico pe 215 AAeg €16000VG TTOL KAVOLV TO Sin 6 va

otvel o¢ anotéheopa to 1. Ta gbpn TIHOV TOV AVTIGTPOP®V TPLYOVOLETPIKOV GUVAPTHCEMV givarl

0 TEPLOPIGUEVA KOL ALPOV EYEL GLUP®VNOEL amd KOOV, XPTGLLOTOIOVVTAL TOYKOG UG,

Agdopévov 6Tt Ta. bpN TGV TeV sin 6 Kot cos 8 eivar [—1,1], ival emiong Kot ta Tedio OpLGHOD
- -1 , . R -1 , )\, e ’ _nmn

ToV sin™ " x Kot cos™+ x. Qg €0pn TIU®V TV Sin~ " x Kot cos~ -+ x £yovv emieyDel Ta | > 2] Ko

[0, ], avticToyya. Avtd To €OpT KOADTTOUV EVOL YOVIOKO EDPOG TGV T axTiveov 7 180 popdv.

, i — , ’ T ’ , r ;s ’
Tovenmg, to sin~! 1 eivan ico pe 5> M omoia givan n puovn Kot povadikn €16060¢ Tov MG 16080 GTO

. ’ ’ ’ ’ ’ , . m T
sin 8 divel amotédeopa ico pe 1 kot Ppiokerar Eviog Tov 0POLE TILMY [— > E]'



Ocov apopd to tan™1 x, dedopévov OTL To £dpoc T®Y ToL tan @ eivol T0 GHVOLO HAWY TV

TPAyHOTIKGOY apdudv, 1o medio opiopod tov tan~lx eivorl emiong to oHVOlo OA@V TOV
. . , . - . ’ L .
mporypatik@y apdpdv. Kot to dpog Tipdy tov tan™ ! x &gt emieyei g [— > 5] Onmg aKPPOS KoLt

1o sin~ ! x.

H BonBntwkn Zuvaptnon Atan2
Ag vroO<covpe mog £xovpe éva onueio P = (Py, P,) oto dicdidotato eninedo kot PpickeTar 6to
TPOTO TETAPTNUOPI0, SNAadT Py > 0 ko P, > 0. Kaw ¢ 8, n yovia oo tov dEove +x 670 Tunuo

NG YPOUUNG TOL GLVOEEL TNV opyn TV oEdvev Kat to P.

r r P r 4 r r r
I'vopiCovpe 6tiT0 tan 8 = P—y, €101 UTOPOVLE VO VTTOAOYIGOVLE TO O Amd TIG GUVTETUYLEVES TOV P
X

_q P , , , ,
12 Agdopévov otiLta P, kot P, £yovv Oetic
P x y

X

YPNOLOTOIDVTAG TH CLVAPTNON arctangent: & = tan
Tiun, 1o 6 PpiokeTon 6T0 [0, %], TO omoio cvumEPaUPAVETAL GTO €VPOG TWMY TOL arctangent,
-2

O voAOYIoUOG YIVETOL LLE TOV TAPUKATM KMOOUKOL:

1. float angle = Mathf.Atan(p.y / p.x);

T ovpaiver Opwg €av To P givar 670 T€T0pTO TETOPTNROPLO, dNAadn Py > 0 xou P, < 0; To ﬁ—x Oa
y

, , 1 P . , , . T , ,
YWWOTOV OPVNTIKO Ko TO tan 1 P—y Ba £dwve o apynTikn yovia péco oto [— > 0], to omoio emiong

X
’ / . T T
ocvpmephopfavetal 6To Hpog TYdV Tov arctangent, [— > ;].

Y

F

v
<

[IpoPAnpata TpokvmTovy 6TaV £X0VE TO P 6T dg0TEPO N TPito TETAPTNUOPLO. Edv Y10 Topddetypa

10 P Bploketar oto Sevtepo teTaptnuopo, omraon P < 0 xoi P, > 0, 10 xhdopa i—y glvan

X



apvnTiKd. Mmopovue va Bpodpe éva onueio P, = (Pay, P2y ) 610 3£0TEPO TETOPTNUOPIO TTOL £XEL

. . Py, . Py . , .
®G OTOTELEGUO TO AOYO —Py ico pe 10 AdYO —Py evog onuelov Py = (Pay, Pyy) ot0 T€TOPTO
4y

2x

teTaptNUoOpto. ‘Eva tétoto Cedyog onueimv wavonotel v 166mta (Poy, Pay) = (—Pax, —Pay).

Ta dvo onueio P, kol Py, 6T0 TOPOKAT®O GYAUL EXOVV TAVOUOLOTUTTOVS AOYOVG GUVTETUYUEV®V

sz _ P4y
Py Py

* =<

P2 P1

v
>

Ps Pa

Eriong eaivetol 610 mapandve oynuo 0Tt ot cuvteTayuéves Tov onueiov P, kot Py, og ohykpion
LE TOVG AOYOLE TV CUVTETUYUEVOV TOV oNueimv Py 6T0 TPAOTO TETAPTNIOPLO Kot Tov P3 610 Tpito
TETOPTNUOP1L0, SLPEPOLY LOVO oTa TTPOoTLLa (apvnTiKa avti BeTikd). OAeg o1 o&gieg Yovieg petao

TOV YPOUUKOV TUNHATOV TOL GLVOEOLY TNV apyn Tov aEdvov, Ta onueia kot tov dEova x sivat

TOVOLLOLOTVLTIOL.
r sz s s r _P4y_P4yr , sz ’ r
O Aoyog . gvar {oog e o Adyo e Etot, av dwoovpe to 7 ©G €lcodo otn cuvapTnon
2x “Fax 4x 2x

P, , . . , f
arctangent, to tan_lpz—y dtvel og amotélecpa v akpiPog i apyntikn yovia 6mog Kot o

2x

1

P, , , . , , , , ,
tan™ ;—y, EMEON M1 YOVio 6TO TETAPTO TETAPTNUOPLO £IVAL EVIOG TOV EDPOLS TYLMV TOL arctangent,
4x

EVO pa yovio 6To de0TEPO TETAPTNUOPLO dEV glval .



s s r r P J4 r s
Ortav divoupe mg gicodo otn cuvaptnon arctangent to Pz—y, OLTO OV TEPLEVOVLLE VOL TAPOVUE MG

2X
€€0d0 givar ) Tpdovn Betikn apuPreio yovia 6To TopaKkdTo oy Kot oyt pio axd Tic 000 KOKKIVEG
o&eieg Yovieg. ZeKvove Vo LETPALLE YoOVieg TdvTa amd TV Katevbvvon +x.

Y
P2

Pa

['oa vo yiver avtd, Tpotod cuvivdcovpe ta Py kat P, og £va Adyo kot Tov SOGOVHE 0g £i6050 6N
ovvaptnon arctangent, eAéyyovue To TPOCTUO CLTOV Yo VO PPOVUE GE OO TETOPTNUOPLO
Bpioketon o onpeio. Kot av Ppovpe o yovio eKtog ToU €0pOVs TGV [— g, %], dropBadvovpe v
¢€0do g cvvdptnong arctangent ya vo mapoovue g ££060, TN YOVIK. 6TO 6OOTO TETAPTNUOPIO.

Me avtd TOV KOOKO LTOPOVLE VO EPUPUOGOVLE 0VTH TN d1dpBmon:

1. // to €Upog T1Uwv TG ouvdptnong €ivat (-m, m]
2. float FixedUpAtan(float py, float px)

3. {

4. if (px > 0.0f) // 6ev xpeildletal 616pbwon

5.

6. // py > @0.0f : mpwto TETOAPTNUOP1LO

7 // py < @0.0f : tétapto TETOPTNUOPLO

8. return Mathf.Atan(py / px);

9. }

10. else if (px < ©0.0f) // xpeidlstal 616pbwon
1. {

12. if (py > 0.0f) // Seutepo TETAPTNUOPLO

13. return Math.PI + Mathf.Atan(py / px);
14. else if (py < @.0f) // tpito teTApTNUOpLO
15. return -Math.PI + Mathf.Atan(py / px);
16. else // ywvia otov apvntiké dgova Xx

17. return 2.0f * Mathf.PI;

18.

19. else // dmeipo

20.  {

21. if (py > 0.ef)

22. return 0.5f * Mathf.PI; // o Adyog eivatl +dmeipo
23. else if (py < 0.0f)

24. return -0.5f * Mathf.PI; // o Adyog eival -dmeipo
25 else

26. return 0.0f; // n apxr twv a§ovwv

27. }

28. }



Mo koA pag toym, oxeddv OAeg ot tvmomomuéves Piprrodnieg pabnUATIK®V 0TO0GONTOoTE
YADGGOG TPOYPOUUATIGHOD TOPEYOLV Lo fondntikn cuvaptnon mov ovoudletol atan2, n onoia
&yel TApeg eVpog Tiwmv 360 popav (—m, ] Ko Kével akplpdg ovTd TOV KAVEL O TOPIUTAVED
KOOKaG (TBavOTOTO O OTOJOTIKA GE PEATIGTOTOMUEVN HOPPT]). ENUEIDCTE OTL 1 GEIPA TOV
napopétpov etvar Y tpdtn ko X devtepn. H cvvaptmon atan2, ava Biiodnkm, umopei va €xet

drapopetikn d1dtaln 1060wV (arguments), aAld to y Tov akolovBeitar 0md To X givatl 1o 7o Kowo.

[ToAroi etvar awtol Tov Exovv ec@aipévn avtidnymn Ott atan2 givol amAdG Uio. EVOAAAKTIKT AVOT)
Y TN cuvaptnon arctangent kai dev kdvel TimoTa TEPIGGOTEPO 0o TO arctangent. Avtd PLGIKG
gtvan AdBoc. H ocuvaptnon arctangent maipvel povo pio Ty og 16000 Kot T g0pog TIUAV G0V
g etvon [— %,%]. Amd v GAn Thevpd, To atan2 moipvel 00 TG wg €lc0d0, To P, Kot o Py
TPOTOL OVTA GLVOLOCTOVV GE €va, AdYO, Kal 1 €£000¢ €xel Eva mApec eOpog Tudv 360 polpmv

(—m, m].

AxoAouBwvtac Tov KEpoopa o€ Tplodlaotato eninedo

370 TOPAKAT® TOPAdEYa 00 KAVOLULE VO AVTIKEILEVO GE TPLGOLAGTUTO YMDPO VO TEPIGTPEPETAL

TPOC TOV KEPGOPH TOV TOVTIKLOV.

[Ipora, mpénet vo Ppodue tn dactavpwon petad g evubeiag (ray) Kdto amd Tov KEPGopa TOV
TOVTIKIOD KOl TOV €XESOV £6GQOVE. 2T ovvéeln, tonobetodue évo avtikeipevo (object) ot
SO TAVP®ON GLTH, ONUOVPYDVTOS £TGL MG OTOTEAECLO, TO OVTIKEWEVOVL VO, 0koAoLOEl TOV
KEPCOPX TOL TOVIIKIOV GTO TPLGOAGTATO ENINESO. Ot YPNGUYLOTON|GOVE AVTO TO AVTIKEIUEVO MG

610Y0.



Camera cam = Camera.current;

Vector3 mouse= Input.mousePosition;

Ray ray = cam.ScreenPointToRay(mouse);
float rayDist;

plane.Raycast(ray, out rayDist);
sphere.position = ray.GetPoint(rayDist);
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1 ovvéyela Ba ypnopomomoovpe Eva Tpiedidotato pHovtédo. Otav avutd dev €xel mePIoTPOUPEL
KaBOAov, TO ddvooud Tov mpog T gunpdc Pploketar oty katevbvvon +x Kot TO ApPOTEPO
dvoopa oty katevbuvon +z. Avtd mov BElovpe va emTOXOVUE EIVOL VO TEPIGTPEYOLE TO

LOVTEAO TTPOG TO GTHYO LLOG.




211 oVVEXELX, TOTOOETOVE TO HOVTELD TNV apy] TOV aEOVEV Kot XPEIALETOL VO VTOAOYICOVE TIG

GUVTETOYHUEVEG TOV GTOYOV GE GYECT LE OVTO:

1. Vector3 coord =
2o sphere.transform.position
3. - ufoBunny.transform.position;

Ac onueidoove ot oknvn o yovio 8 petadd tov aEovo X Kol ToL TUUETOS TG YPOUUNS TOL

GULVOEEL TO LOVTEAO LLE TO GTOYO:

Onwg idope mponyovpévog, n yovie 6 pmopel €dkolo va VTOAOYIGTEL YPNOYLOTOIOVTOS TN

ovvaptnon atan2:

1. float thetaRad = Mathf.atan2(coord.z, coord.x); // o radians

Ag Bupnbobpe to ypaoenua:

b =




Av16 10 Ypaemuo, pog deiyvel to eminedo xy. Kabog n yovia 8 avédveral, 1o P mepiotpépetal
apLeTEPOGTPOPA YOP® 0t TNV apyn TV a&ovev. O dovag TEPIETPOPNS LOC TETOL0G TEPLGTPOPNG
etvar +z. To povtélo kot 0 6to)0¢ Bpickovtal oto eninedo xz. [a va "petappacovue” 1o ypaenuo
TOV EMMEOOV XY GTO eMinedo xz, avriotolyilovue Tov aova +x otov afova +x, tov aova +y

otov a&ova +2 kot Tov AEova TEPISTPOPTS Tov GEova +2z oTov GEova —y.

[M\éov, éxovpe Tov a&ovo meploTpoPg Kot tnv extlbount yovia mepiotpopnc. 'Etol umopoipe
EMTEALOVG VO KOTOOKELACOLUE £va quaternion mov avtupoconedel pia tétola neplotpor]. To

guaternion eivar évag tomog dedopévav mov ypnowomolel to Unity ywa v mepioTpoen

OVTIKELEVOV.
1. float thetaDeg = thetaRad * Mathf.Rad2Deg; // oe poipeg
2. float axis = Vector3.down; // (0, -1, @) == dfovag -Y
3. Quaternion rot = Quaternion.AngleAxis(thetaDeg, axis);
4. ufoBunny.transform.rotation = rot;

To Unity mapéxst Mon Pondntkés ovvaptioerg Ommg Quaternion.LookRotation kot

Transform.LookAt ot onoieg pmopodv vo emtdyovy 10 1810 AmoTELEG AL



Juvoln

Eved ta pabdnpoticd eivor ypnoo okoun kot omd KOAMTEYVIKNG Omoyng Tng ovAamtuéng
TOLYVIOLDV, Ol TPOYPOLULOTIOTES EIVOL AVTOT TOV TO YPTGILOTOIOVV Y10, TI| SNIIOVPYIL YOPOKTHP®V,
UNYOVIKNG KAT. Xmpic To Lafnpotikd ol TpoypOoUIOTIOTEG OEV B0 LTOPOLGAY VO, TPOYPOULOTIGOVY
TO, OVTIKEIUEVA EVOC TTOLYVIOIOD VO, KAVOLV, 0UTE TO 710 OAG Tpdrypata. O KOOKOS EVOG IOy VIOI00,
oLVOVOCUEVOG e B10pOopEeS UETAafANTEG, dlavdouata Kot dAa, ivol avtd Tov Kdvovy To Sonic va
TPEYXEL aPYQ OOV 0 TaiyTNG oKovumdel eAappdc To D-pad, va tpéyet Ao Kot ypnyopdTEPL dTOV TO
TOTAEL TOPATETOUEVO, VO GTOAUATAEL OTOV GLVOVINGEL VO CUUTOYEG OVTIKEIULEVO Kol v TPEYEL

SLpOoPETIKG, KAT® 0o’ TO vepO.

Agv givar 00GKOAO VO PAVTACTOVUE TMG VO TOLYVIOL Y®PIC TPOYPUUUOTIOHO Kot pabnuotikd Oo
NTav amAmg Evag mpog amd OLopen oaAAd dypnotn téxvn. Avtd ta dbo pali, pag exttpémovy Oyt
Uovo va eE0UOIDCOVLE TOV KOGHO HOG KOl T (QUGIKN TOV, OTMG TO KIVOUUEVO VEPO, OALA KOl
GALOVG KOGUOVG TNG PAVTOCTNG MO KoL UNYAVIKES TOV diY¢ avTd dgv O LTOPOVGALLE VO VIOGOVLE
nog ival. Movo oto Portal éyovue yvopiost tmg Oa ftav, av propodoaue vo, avoiovpe pio ToAn
(portal) ko va pmodue péoo. Movo oto Halo, va tpé€ovue pe vrepdvOpwmeg ToydnTeg Kot va

KAPPDOGOVLE TOV £Op0 e Eva evepyelakd omabi.

Nepo mov ayyilet TNV TPOyLOTIKOTNTA, OVIXVEVCT] LOVOTTATI®DV, CUTOUATOS ONUIOLPYNLEVA ETTITES QL
pe avénuévo Pabuo dvokorMoag, Kaipto ¥TLTHUOTO, TEYVNTH VONUOCSUVN TOL AvVTOPA OTNV €(G000
TOV TOKTOV, 0KOUN Kot 1 10100 1 apYLITEKTOVIKN TG UNYXOVIS TOL oty vidlov. Timota amd avtd dev

Ba NTov mBava Yo Eva TPOYPAUUATIOT, YOPIS TN XPNoN LoONUATIKOY.

To nmuitovo kot to cuvnuitovo dev givor mapd pio TOAH pikpr oAAd KaBOAov acnpavtn TePLoyn
tov padnuotikev. Tpryovoperpic. Av Kot 1 ypfoN TOVG GTOV TPOYPOULATIONO eivar OmAN
YPNOWOTOIOVTOG OEOOUEVES GLVAPTNGELS, OTIG TEPLocOTEPES TAaTEOpuES (IDE), yia tnv emitevén
KATO1mV 0TOY®OV, TOVTOYPOVA deV TPOKELTOL Vo, Eivar opBn Yo kamolov mov dev yvawpilel n Pdon
avtng NG Bewpiag. I' awtd T0o AdY0, Ba Tpémel, OAOL 01 TPOYPUULOTIOTES TALYVIOUDV VO YVOPIGOLY

T1 lval Kot TG HTopovpEe oo TO UNdEV VO TO, 0EI0TOMCOVLE, KATA TNV avATTLEN EVOG ALY VIO0D.
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How/when do you use Trigonometry in game design? [https://forum.unity.com/threads/how-

when-do-you-use-trigonometry-in-game-design.329280/]
Utility library for Unity [https://github.com/TheAllenChou/unity-cj-lib]

Different areas of Math required in various types of video game development
[http://web.archive.org/web/20081019223627/http:/tetravista.net/video_game_development.php]



Camera field of view: 3D projections & trigonometry
[https://gamedev.stackexchange.com/questions/4436/camera-field-of-view-3d-projections-
trigonometry]

Trigonometry for Flash Game Design
[http://mww.adobepress.com/articles/article.asp?p=30617&seqNum=6]



