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Multiple-Section Using 3D Spline based Cut-Scene Effect
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ABSTRACT

Cinematic camera techniques are being increasingly applied to the game development
these days. In this study, the object movement and camera effect for the game
development using the curve in the 3D space were discussed. The Catmull-Rom spline
algorithm follows the curve more closely than the other curve algorithms. With the
algorithm proposed in this study, the Catmull-Rom spline was dynamically created
according to the user’s input in multiple sections in the 3D space, and objects smoothly
passed along the route. In addition, Cut-Scene section 1is specified using the
Catmull-Rom spline and the object movement can be observed. The results of the study
on the accuracy and efficiency of the curve showed that the Catmull-Rom spline is very
efficient not only for the object movement but also for the cinematic camera technique.

Keywords : Catmull-Rom Spline, Camera Effect, Cut-Scene, Curve
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