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X]*‘—‘—Hi k37t AR HV I sk o] &
2 AldelM e E8719 AlgEold e Ve

-1174-



2007 10¥ XTI 34 MOx

I1. HAUMAM2| SU718k AIS2|0]M

HAAANE S, 949, npe, 59,
b ol - o8] Beldado] EAgith
FHo] AYEL dAA FAFs TkE A
= 7] Sk o]¥ e Eeaaks Al A
O 8 HARH] 98k = V] gola Qlrk &
HHde g oz gAksr] 98 22 4
e A AL A4 A dehs 49
SIARE o] ofar, eal Ay io] A0
w 7] npEo oA} FH ol AlabE o) RE-2] A
A=A = AgEedxlony e Ealdz
o] ARR-H I QU A2l AGol A Exst
NS AN "ot Qo o REa
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°] “NBA2K8” %] A5 AR H
7= B AR 42 dloleE = A
ARSIV A7l 98kg o] gate] 2hetkslA
&k Aol A AL A NE, F2RHE R
WA HolH=HH Ee]7|§ Alojndg
Fotal, o] & o]gsto] AREARe] Hh-g-ef o
How JHRE whEeke A
F & slor 7y
A e} Eatol e]s) Wolrh EaolL}
FE F4 52 W] Slai: <19
5>9] oo} H2- FAAE AlEH o]
(rag doll simulation)©] AR&-%] 31 e}, H-Ael
G Ala o) ol dHa A R o] o] 7 A
2E] 9] B S <78 550] 9 B2of| A9} 7ho]
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AR AlEdol e tisk 2T Ak, olF ZAtete] HEEES ool e A
Ho HAFEALES dEFE A AE = T Utk <I1¥ 6> AetolElol A Azt
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2] FAAAY B BASS ofu An Auk AIefA] 278 AAZF S )
BA sk fiAbet e wolurt 4] S ol meb A7 $AHE GHE e
(fracture) ¥3= J A& 7)1 k. sho] 4 Folat Fol FEE gAelT 1 FE wE

ofthz EAlell diek AlEelol e deld Al o] dAll(threshold) o) 3 W EAEo] -
A, A AF Alel, FrsAlY SollA] AEA} XA S v)wA 7rckek whale] da] ALe

MEE], T Soll el = ZA7FFMAE =3 vk <7 852 FIhA0F A (LucasArts)
S &l Aol vk @S EA oA AR A " A dEs
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A ¢ 8 (continuum mechanics)-& ©]-&-&ljof &} & A EY oS RojFETh o] AldoAe
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DMM &E-& S
AIZEO 2 AlEE o] A 319 u.
Aol e] AJZHAQl A& ol =H Q)
oM &, 971, B3 22 40 (fluid) 2] A
L HAPE 2|8k vl go] A=} obA] 7har
ATk AAE 71=s] AsiMs Uilolas
A2 WY 2] (Navier-Stokes equation)2 0]
of W& {2 &% Hvelocity field) L
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Aol gt 277} s=oldol upe} Ht ARA
Al HFAYL AT 9% e Fa o
o] /W vk o] 52 A F7hA] AF5
tekst 2eldds BF O A sy
T 1 AEETkE ado R Adata 9
o AA de] AR E T 9l B iRl s

i Havok 5, PhysX, DMM 5-9] 4}& E¢] <l
213} ODE, Tokamak, Chipmunk, Buller 5 2]

9 &4 Bejdol 9tk
Havok OJZJS_ AEEYARNOZH FE
A, 2 2% W (mesh)E 714314 13

& = 3= MOPP 7|, Al 2F 2 A (constraint)
= M= e AEdelA, A AlE
), HiolE] A ds}, vl
A oA F& AlFErh Havok l7lo] A}
g9 Ao gE “IILE AET| T Bt
2}0] 3L 2(Counter-Strike : Half-Life 2, W8,
2004)7, “ofjo]x] @B gli}olo] 3(Age of
Empires 3, Q& AFU 2, 2005)7, “Ar| A
AE4 . 2 E¢]1] ¢ (The Elder Scroll IV :
OBLIVION, HH| AT A2 ES A 2004),
Q. E o] E (Auto Assault, A AT E,
2005)" 5ol Stk

Novodex©l A #| &3} PhysX%E] Az -2
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o A ett) PhysX el -2 AR-3F A9
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H 2(Gears Of War, 2006)" ¢} “¢1g]d &
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“MFA ¢ 2 18 A(City of Villains, 14 2

E, 2005)", “#l= ¥ (Red Steel, 1] 4
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G110 AY 4

W g A2 Ve E Adet, AT B2
& AL EAA AHEH 3L 31tk DMMo] A
Aot Bl Q4R A AlEdol M, T
&, & AlEdol A, 3 (rope) AlEH 04,
Hl (sailboar) A]E#|°]A Fo] 2t} DMME
AR Al O 2= FFF A0l = (LucasArts) 2
“AERYE L 24 A8 4 =(Star Wars : The
Force Unleashed, 2007)”, “QItjojr} EA
(Indiana Jones, 2007)” 5-°] 31t}
ODE(Open Dynamics Engine)v= &
g Ao gE= sbg @y ALY
, A gk AlEdold B o =
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A S0l w Aol wa
£559 02e vY 38 2
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GDC(Game Developers Conference) 7} %] =
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