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Center of projection
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Vector?2
float x

float vy
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AFAN1voINRaISUAU 0(0,0,0) TUdv
aaduda (x,y.z)




Vector3
float x

float vy
float z
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mquaoonmasuumYoq ?HlUuonmasuu10Hu0Hu38 (Normalnze vector)
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1DNLADSIU Unity

NLadsS (Vector) Tu Umty lUun:)unuuaoUsm
Ha=AAN1o WU s AULED HeaduKuoluwun 3




1LDNLADSONUILITETUNISAIUDUGY 9 Tu Unity 13U nistAdaun
Y2ud0N NISATUDIULSY NISASIDIUNISBU LlazNISaS10WIWNAa
ao




Us:tnnuooniaastu Unity

Vector?2
TS HSULNUAILLKUOKSDLNLODSTUS:UNU 2 4 (X, V)

Vector3
TSaHSuLnuaILKUVKSaLNLadStuwun 3 0a (x, vy, z)

Quaternion
8aRSuLNuUNIsKYuyavlantu 3 A
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using UnityEngine;

public class VectorExample : MonoBehaviour

3

public Transform target; // SanUkuig

void Update()
3

// wuoniaasndondandoquuldgodantUikuie
Vector3 direction = target.position - transform.position;

// udsualadniaasSiwotiundwe LU 1
direction.Normalize();

// p3sunlugolthKung
transform.position += direction * speed * Time.deltaTime;
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1SISYNIUUNSNGUUDT WwnsSndawutn (Square
matrix)




NSOUNLUNSNSUIIUDULLODIWIOLLNDLAYD D:=1SENLUN
snsuud wnsnsund (Row matrix)
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LUNSNBUUD:LSENIT Aauuwnsnd (Column
Matrix)
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ovdd8IUNSNEGDVS:UTUdULNDUAzADAVLLAIiUTDYasTadIIAY
NAUYU N1S2DNUUUTASVAS10UDYALUNSNED0D1AYIASOAS10UDIALLUU
UNda1au ddag1vlsu doonisdatiudoyavoolunsnduuia 3x3 ua:
4x4 awnsnoonuuulasvasionisdatiudoyalagoi

float mat3x3[3][3];
float matd4x4([4][4];




NISUDNLUNSNG

b

NIsudNWNSNsNs:NIlatawItNSUNWNSNENVdDVUUUIQ HSD
27UDUUDVLNDLA-ADAUUNLNINU LLazWaawsSdINNISUONLUUNISKY
WAaSOUUDVLLAA:MLLKUVYUDVAUIBNTULUNSNS




142 1+2
243 2473
3+4 3+4]

3
8
7




n1saulunsns

N1SAUNUUVLINSNYG 2 WNSNsns:N1lAaqdLJLNSNENVAD VU
JUNQKSDIIUDULINDLA:ADAUUNININU LA:NAdAWSIINNISLUNSNS
A>AvAUADYLINSNGADauUDVLLAA:MUKUVTULUNSNS







NISANULLAtHKISIUNSNBAJY4LINas

NIsAfULLAKISIUNSNEacaMuUUaLnaSIdunisuinAIAYALININS
ATUHSDHISNUAUIBNNNADTULUNSNS




1x2 4x?2
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FOR row=0 TO m
FOR col =0 TO n

FOR k=0 TO o
R(row, k) += M(row, col) x N(col, k)




nIsNinsnsaauvidasu

nsmwnsndaauvilasu (Transpose Matrix) tWunistJasuml
yovauIsnNetutunsnslagunauvidnuoavoudazindunduauidn
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lyNnsnstonanuynu

wnsndonanuni (Identity Matrix) A9 wnsndaiwun (Square
matrix) Nawidntunudnueoyy (ANd=A1AaUL) UANDUU 1 ua:
dauignduidAtdu @ AruauuduoOWNSNSIPNANUNINAD LJDUUNSNG
darunuwnsndta a Muulunsndaiuinn waawsnialuasuudao §o
Tfus:zulu 2 oauuulstiudbaea (Homogenous) UaUTBLUNSNG
lonanunivuia 3 undx 3 Adauu ua:ztus:uiu 3 auuulsludibgao:

tswnsnduula 4 und x 4 Adaul
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IWDADIWA:aONTUNISATUD UG IUADUWILADSNSIWNES0SasULLUY
IAsvasivvayavoodNLadSTHog tuanuuzyavluNSnduula 3
undx 1 A2AUU A KSULNLODSTUUSHU 2 UA ua:wnsnduuia 4
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NISTEWNSNGU Unity

nisudaovdan:
dukuv (Translation): TEwnsndnistdaoulwoge3anTUgoaILKUVTHL
Niskyu (Rotation): 81WUNSNENISHYULWOKLJUIANSDULNUCO

nisUsuuuia (n1staouScaling): 181unsnsnisusuvunatwatdaguvuia
dbYvelaly)




NISTEWNSNGU Unity

N1SAUDUNIVATUAAEAS:
NISH1IRQAQUDVLAUASY: TBLUNSNBIUNISUNS:UUAUNISLEOLAU
nmisudaowna: 16wNSNSuNIsLUaownaoINs:UUWAaKUOIUGO3NS:UU
WRAQHKUD
nIsasiowiwnaadioa: WBwnsnstunisasiolwiwnag twu nisdaltiau
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lNsSNstu Unity

lunsnvnnunuoaﬂnma Matr|x4x4 uonUuInsoasmuauan’tu’tu
NISdalNULUNSN3UUIQ 4x4 UOLUuuumn’tuuau’tumsudao:cm
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using UnityEngine;
public class MatrixExample : MonoBehaviour 3

void Start() 3
// aswwnsndonanund (Identity Matrix)

Matrix4x4 identityMatrix = Matrix4x4.identity;

// as$ownindnisidou
Vector3 translation = new Vector3(2, 1, 0);
Matrix4x4 translationMatrix = Matrix4x4.Translate(translation);

// asiownsnsdniskyusaulnu Y
Quaternion rotation = Quaternion.Euler(©, 45, 0);
Matrix4x4 rotationMatrix = Matrix4x4.Rotate(rotation);

// Amuwnsny
Matrix4x4 resultMatrix = translationMatrix * rotationMatrix;

// uwnsndlutdnuian
transform.localToWorldMatrix = resultMatrix;
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