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Beschleunigung und
Schwerkraft

SCORE RLTLTUDE
TIME . HORILZONTAL SPEED
FUEL VERTICAL SPEED

Lunar Lander



Reibung

Asteroids



Angry Birds



Drehimpuls

" .seconds until we start damping
. the movement
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Imperfect Balance

http:/ /www.kongregate.com/games/tursas/imperfect-balance


http://www.kongregate.com/games/ttursas/imperfect-balance

Ballistik

Height

'nlose PIRATES ARE TOAST! |

)
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Distance

Unterschiedliche Flugbahnen bei einem schiefen Wurf ohne
jegliche Reibung (Schwarz), mit Stokes-Reibung (Blau)
oder mit Newton-Reibung (Grin)

http://de.wikipedia.org/wiki/Ballistik

Raft Wars


http://de.wikipedia.org/wiki/Schiefer_Wurf
http://de.wikipedia.org/wiki/Freier_Fall#Fall_mit_Stokes-Reibung
http://de.wikipedia.org/wiki/Freier_Fall#Fall_mit_Luftwiderstand:_Newton-Reibung
http://de.wikipedia.org/wiki/Ballistik
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" Position
X -444.0804 Y 22.98256 Z 482.9695
-Rotation
X 0 Y 181.3979 Z 0
Scale
X1 Y |1 Z |1
v 2  Rigidbody (RS
Mass 1
Drag 0
Angular Drag 0.05
Use Gravity 4
Is Kinematic ]
Interpolate None .
Collision Detection Discrete -
» Constraints

Position (3 Koordinaten)

Festkorperphysik

Orientierung (Rotation um 3 Raumachsen)
Masse
Impuls (Masse * Geschwindigkeit)

Drehimpuls (z.B. Kreisbewegung])



Kollisionen

Esc to exit
W,S,A,D to translate camera

Arrow keys to rotate camera Distance > ri+r2 pistance <= ri+r2

NoT Overlapped over lapped

Bounding Box Grid Based

http:/ /xna-uk.net/blogs/randomchaos/archive/2007/10/31 /bounding-box-and-collision-detection.aspx


http://xna-uk.net/blogs/randomchaos/archive/2007/10/31/bounding-box-and-collision-detection.aspx

Ragdoll Physics

Porrasturvat
Stair Dismoun t

Porrasturvat (Stair Dismount)



Umgebungsphysik

https://www.youtube.com/watch@v=paS665grXvY

Realistic environmental physics
Trespasser (1998)

Ragdoll physics started here, as did the idea of physics
puzzles in a shooter. You could throw objects at other
objects, and they'd react in an almost-realistic way,
which was pretty novel for the time.

http:/ /www.gamesradar.com/gamings-most-important-evolutions/2page=7


http://www.gamesradar.com/gamings-most-important-evolutions/?page=7
https://www.youtube.com/watch?v=paS665grXVY

Fracture Physics

https:/ /www.youtube.com/watchev=ATUSIGCMpUA Kl I |ZOn e 2


https://www.youtube.com/watch?v=ATU6IGCMpUA

Soft Body Physics



Seile und Federn
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Stréomungsdynamik

Plasma Pong
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http://www.playauditorium.com




Physik Engines

Phys. ©
by NVIDIA
http://physxinfo.com/

UNREAL

TECHNOLOGY



http://physxinfo.com

Open Source Physik Engines

OpPEN DyYNAMICS ENGINE’
http:/ /ode-wiki.org/wiki/index.php2title=Products_that_use_ODE
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http://ode-wiki.org/wiki/index.php?title=Products_that_use_ODE

