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1. Maze Navigator

ME

a) 28 =4

- K JIZ 5% YZo=R YW, D YIS SY QEZo= M (ML M 2E HE)
- TtiEpt Ho S5 1 52 %X RS2 A (Collision Hal)
X t

- Q@ 718 5% SEXMN HHo| 2 &7 Y &S LS AZAHOE HojFT|
=
=

b) X 0| % st& U8

1) A, 'D’ 71§ S 2H

J|EQ BEE A, 0[SO Hof Y7lof K V=Xl HHS ¥ 4 USE HFCH MY
U428 Z4Eo Y UE M3 offset2 HOIBH0] idle) B4 LSO RES Fkeict

g_deltaAngle;

oA ZEE SZ0|=F oL, o|F X Esl{of St Display() E0ilM= SXf 120822 MLt
HEe A|™E LtEFLHOF °H:f SIXf Hi2tE1 A= viewDirectiong yEOE 3TAI7| MER
X 3Lt drawCamera()0M = HA| 39K 02 ML= A|™S LIERLHOF BhC d2{Lt FO{Zl
|2 nEfotX] g0 FHHELE dd¥D, M2 RS0 M= 7HHE 2¥E8 |X

g jany
ot = JUEE CTM(Current Transform Matrix)E O[30 &2 FX|sIH ™Y = JYLE siC}

ViewMat =
wDirection.x, rotateViewDirection.y,
vDirection.z), v

mat4 ProjMat erspective (45, aspectRatio, 0.01, 20);

ProjMat * ViewMat;
2 ) i

drawCamera ()
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glUniform4f (
cube.Draw (p

ModelMat = Translate (viewDirection * cameraSize / 2) * Scale(vec3(cameraSize / 2));
glu

glUniformMatri uMe GL_TRUE, g Mat * CTM * ModelMat) ;

glUnif O 0]

cube.Draw (p

of =855 Sl =M= AIFHO| CHet 20|, 22| FtHEt HigtEE E0| oS
Hg A ot

AdeS s o 7ty HMHel J[&Ql F=2 EHME siZsHoF BCh Zimatit 2 HEY Us
HEf2tH O|F MBS0l Z=M2E ofH FAUXT, HAE ALt 2Tl Z0 UX| %2 HEHE
ZHFSH = BX7F ElstR] =Lt [2tA AABB(Aligned-Axis Bounding Box) 5= XZ|& 0|&
otCh 7|2Xez T A (4, ZtHEhel #Helol MZ7F XX $=X 25t A0 SE=E
St ot AX|A EICHH static S Q1 B0| OtHl dynamic SH|Q ZIHELE Bo| = {IXI0IA
of HM HHE Fof LYOHCL o= S 7th2t7 ¥ ntid S0{7t A2|PE TSN, (mt
1 S017h Aelx g siE) 2tF Zt2te| EEO| HSH0] Collision Resolutions Tl oLt

= M 7Ho| B4E o|83ICH WX co|I|S|onResolqunHandIer()'.: 0|5 HzEl(offset)= QAXIZ &

Ot 7tH2tE A offsetBtE O|SA|ZICE. O Z collisionDetectionAndResolution() &0A ZE

mazeE ZEASHO] cameraPos?t FE0| EMSH=XE =QISHCE SHLEC] =it FiHEt=

isinCollider() ®=& S AABB =2 =QIotC}. 2tZfo| QEHMEO| ALY x, zoF X4 x, zE H|W
I3 7

(=] 1
s Aoz T

xCollision

(collﬁpparz >

=
BN SRR T tﬂo| B HEHE FotCh £ & HOIEMT ZO0))
{l o= =0l ot #HeAE AHZDoM 2t =2 AHZ|E WA Fot1, o= o =
O & 2X =olsty 1 ez UL O=M) t”"f FHo|HEt: 2E T HeFS G
ofoh It ZES MEIRZE 0|5 £ ULt Of2fE A= GAlO|ICE
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collCenter.x) {

Z collisionDetectionandResolution() &0A MK Z ZLUOE = JAZE

0
Q N
@
o
5
=
10}
=}
ro
r
19
rE
9>

(isInCollider (getPositionFromIndex (i, j), cameraPos))

collision ) &maze[1]1[31;

+= wallNormal * collisionLen;

(3) A* Algorithm dH

T2 AEst7| Holl, A* AlgorithmOfl TS S50 LHES WA Zdstlct

A 2nE|F2 az=o| X F= EHE diESts €u2FLR, ChYAER} ¢uglEE 2
AlZl SEHOIL) CejAE2l 2na|F2 AMHNAM 24 Fof o2& 2T Z2E, AHFAHAM 7t
e SEEH 2ot d2jet o2 FHMAM ZoX= wgo s S Y 3Rk
285 El=H o A2 2= AREEX 70 2ER5Ch A+ 212E2 oY =87 HIE
(Heuristi)s SIEZ 2F510] 22 BMES d=HoI=E ot= 20| 0|Ct

f(n) = g(n) + h(n)
e g(m): &% NodeRE| #X Node7tX|2| H|E
e h(n): 3™ NodeRE SE =CE7HX| ofj4h HIE

-> ZENOo= f(n)o| 7t& & =ES O3 =E2 MFSICH

lof Aof m2p A= xE d2E E
= A=, olof w2k Mz FEx ®) Y &S
=
=

E|= Heuristic2 AMEAZE AY M8
AL [m] (o]
Mo 2 LS M 7HKIE AHESHCE

- =
2 % g5 Xoiet s 7ELh 2

ozt 0jS 8 4 Ict Ert.

S =

Hal: /(21 — 22) + (11 — v2)?

o CHZAMOZL O|SE &~ QUCtn =Ct.

Hel=

T{E C|O|E{H|0|A - D|2| A& Cl|O]E{H|o]A
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SHXIEE 2 F0M=
kX9 At2REE TEHOZ Qi

o Closed List

» O|0] EEHH|SOE WRO| HHE LES

= JHX| RIRTRRE AMRSH= 0|RE f7h HMSE|MA NodeZt 042 ¥ OpenListd] £0{Z # ol
Ct J2iM XBHO=Z 2HY3t = EE ClosedlistOf] MEsI0 SZRSIA CHA| YESX| A==
St= ZO|Ch OpenList= M=% F(E2 ), ClosedList= Boolean 2Xt¥ HigZ T }Oﬂlzf. 0l
QIO = fCost@} gCostE MAEBH= 22l HYYS =JtX o=z JMBiC

(4) A* Algorithm ¥

M O HE|d2 12510 NodeZts #ZEME HOlPHC) Ol= (I, ) A3l mazeE (x,
yE O HHHoz A8 £ U sk, 0f2f operatorg overloadingdtd] #Ho| HZ|HE 2

&AL
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Node& point) ;

I FH ZAES ol HOIER offset® MESHE coordOffsets THE
M7l s o 20N 2 =
cameFromit BAZE X&SI= pathE& THECL mazeSize7l constZt OfL| 7|0 SHELOZ 2Kt

HiE€=S 28ttt

FIMoZ, YE XIHE maze IEZE FHISHE  parseCoordToNodeS MMPICE Ol
getPositionFromindexE G2 2 TIAWSIH, oLt HRE L7HAL Hez HEE = AS Y7 ¢

of T SEZ OSSHEE HCh

71 AN AZEEHHERS] fIX)a SEX[(EHH T /X)) ZHEE Node FEMZE BtSIH MEF
St Ol 7|ZELE EME ARSI 74 XN AIRECl f g HIE&S ALtstol 2Xt@ Hi ol X
ot = openList 42| Priority Queue(PQ)Oll & &ISHCE O|= Priority Queue?t H|ALE, X <
X7t SHX|0| =E5H7| X BtEStCt PQOIA f7F 7HE 22 NodeE 7HLHX, O PQOIA
M7t O] NodeZt O[O0 %A H[82=2 =ZWHEl L EQIX| 2QIsta, OfL|2tH OO =7F3het.
Ol 7|ZCE HoI&t2(st 7t 0la" = JUe LES)E 2o oX 7|& =5 ST M
Oz HIE g& AMStD MER H&O0| O MOH XM HZ2E $£YSCL £ ME Aot
cameFrom2 7|F LEE BZSILD OMUIIXE fCost= AABICL O|F O|E PQO| #f &5t
fCostE & X HMZ & = ULF oIt AEFHCZE g f B2F X I E &80 ==
X|I™o|l cht H[EO| HX|= AS X|BCL OpX|etez, Ttd FHX|E w7

—_ —
B0 = false 242 Btatst= & JWC

Al

[S)
=13 Sk A o
Sty 2 9lon

|.|-|
Hu
om
1=
O
Pl
o
O
rr

—_

openList& PQE &dl oietCtn =0, BES QXE Compare2ts A2 DO0IAM =AML
Ol& stdusortO AHELl= HlW 7|F &t FARMH, sorte &3S 7L BCHACE AT
&= ot o

[ =
A& At CHEA PQOl= 2 B2l 2[H EfR0| SO0{7t0F otCt 7t A & = U= YWY
OZ = Function Object(FunctonE& AtEst= = 2o, class &
=
g

A =
(= ) —
structE 25 AT = UX|T structE AFESIRUCE O] FEXQ| B4 =E AULXLRl operator()
I =

£ Overloading®t0] PQQ| HlW &+=2M ALY = JUEE UCH 0| Sl pairl first?! fCost
£ H|uotot

OlX| ZZE =ZRE Lt makePath() &50M SE X|HUHM EEH cameFromS Y92z 40
QH JHE WE ZZ2 X2 5 ULCE O] ARZE MEN XNI30|& std:istacke Soff THSUX| T T
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HES I8l foreach-E—% AHE3L7|0 & stdivectorZt O HMBtst7|of 0|2 0|8
LS M begin()0ll= SE X[FO| S0{7t7|0| std:reverse() &S 0|83 Y
2 A HPH%G. path Z|AEE MAOZM ALEEICH

)

path.pushibéck(cur g
(! (cur startNode) )

ameFrom[cur.y] [cur.x];
.push back (cur) ;

~se (path.begin (), path.end());

Q5'|E FEH AT ZHEE 5= UZE AStarHandler() TE THEO0] ALETICH O] QHOA
initializeForAStar(), AStarAlgorithm(), makePath(), postProcessingForAStar() &+2 ZZotCt
initializeForAStar()= fCost, cameFrom 2| 22Xt HiEES2 ST YSIA, AStarAlgorithm()= A*
gNg|ES AL makePath()=  stdivector =x7|3t S HZE  MMslo HE
postProcessingForAStar()= 2 E HZ2|E AMSHA SixeCt Eot H27F 44 0{0F Space
Bar YHZ 22 = UZE Boolean ™Y Bl g_movableOnAStarE F11 O|E trueE THEOE
Ch Ols M2l =0 Lt2 idle()OlAM 2Ot

AStarHandler ()
initializeForAStar () ;

gorithm())
‘< "Errc

tar = 8

postProcessingForAStar () ;

Q7| 282 OtE7| YHS =X| QLOLOF S17|0f glutkeyboardFunc()2 myKeyboard()E =% &t
2 ot Ne|ste & o

4) Path Display

A*% Sl BHE PathE FO T OAIQF FALSHA 2 &0 20[A foF stCt O] X2 =
£ drawPath()Z drawScene()0lA] &4 ZEEICH O 7|0, path.empty()7t true®l A=A E
return XM2|E St & UL
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NodeE2 maze XtEE FHE|0f UX|T, O J2|7] siM= 2E xuE 2l Aol &
HI2 2O 2 pathOAl o =9t CHS L= ALO|Of BILIY BtAZ OBz 2 sirt
£ parselndexToCoord()E &3l EE XHEE 2HMSICEH EIZ parselndexToCoord()
Sl= getPositionFromindex(ij)7t (col, row) HEHO|Z|0f| O|E © E7| &A (row, col)
1 getPositionFromindex(col, row)E 2|Hs{|F= &0|Ct 1 T F & Ato[|Q] &4
a1 X2loilM g 3gch Z0l= & & Ato|e] ZO[o|i, Mol & W Mo =0|=
HotUACt HAE O3 M= x, z AEES 72510 12{0F otCh x= 2ako| 49 xo 3
z

AtOl] A7t E|=F, 221 0= z 37|& & & AO|e] A2z FALCh

- o

W
o
N

all g4

LKAy

nr N =
H—
[N
|0
0

o N

T rp
=

s

b
0

OF iy
n

oo mjo

|0

W

nx L m =2

N
N
4n
oz

MALE wWEZEM EEHO|M 2O L2 5= QU EE Uniform B4l uColor®| Red 7S HHEZ9|
X

<
=
iterator i2} AlZHS &E2[SH= g_timeS HAES| St cos()Off 20 THERULCEH

5) pathE 2} 0| &

Ol&s2 Mz|st7| sk ofEA & X| 1RISH & B8 Sl UHEs AR, HEE HEH £
A= Function Object’t & £& A ZCtD AA4}CH d2fLt 7o =F oz HH Ed+E Fd3t
A QD gt zE ALMXE AL8SHe RO Bt 0| #20| Eag Aozt ¥2o] S0,
structE private Sl classME ALESIACHC++0IM = 7ts)

AE B3t 0|52 MoveOnAStar +&X|7F HEsHCH S8 X[F™ (KT FEX[M= 7EEE= 7HE
Ol target), ZtOfl2tel AlMEF HE), OJ2 oA XO] (M E -> target ‘£E), path Y&
idxZt RACE E-dx7E W2 7(0f init)2 Sl X7|BHE TIHBCE Init)2 44 EFO|YO| Ot

Space Barg +E MiOCh TIWotCt,

=

—

Init() OlM& targetdt offset® path[1]E &9 . #1012 startNodet Space Bar 23
Al P ECH O W A Zio2ts Eo Qe WekS =Qlstn O|E Hi2tEOtof ot W2
BESH=0 x7|2tet SAI0| O|F0{X0of 5t7| W= 0, while(rotate()2| WAL= ZESICE d2{Lt
Ot path.size()7t 12CH XL} ZCHH 0|s2| Q|07 8i7]0] falseE Ptetst] O|=0| = E|X|
otC 2 BCh

LS = AA

x7|8p3iC
=]

-

rir

0|52 move()OlAl O|RO{TICE HA path7t & SEHRIX| =I5t OFL{2tH returnSHC. 1
T UYL ™S O ot= =t0[2tH OlES OHX| Y1, 2HE BF +dY 2 O[5S of
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orgt ZAO|Ct [M2tM while(rotate()= +2SHCE 22 CHE B2 move()£ idle()0IM ZEE[7| j
=0 Sleep()2 W= AO|Ct =, FixedUpdate()E MHELCID & = UCL D.J | 2[™0| ERICHH
ZHHEt7E S HiEtE = EQQEE OI%EHZF. OI%%

collisionResolutionHandler (cameraSpeed * getOrientFromOffset()) ;

Similar (cameraPos, parselIndexToCoord(target.x, target.y)))

.findOffsetGoToTarget (path

’

otz ZEE idle() LHEOIM 2l move()2l =& F&E1 myKeyboard()2| Space Bar &3 FZ0|LCt

~Handler)
ller =

(!moveHandler->init ())

6) path& O|S5tE & 2|H

O[#0f= MoveOnAStar2| 2|7 X2|of Cet #H0ICE HAN oS of7| Hof| ol yedez =

OtOF SH=X|E OFOF otrf. Ciot L#ol UAX|T, A Y 2OFA EOl AME3tE CCW(Counter

ClockWise)2tE Y@S AtEotAl otoh(EE RE[OIC|0f Z2OYNME HiZ). AlA HCH &
E Of, 2t oty 2hero|atH +1, HEo|2tH -1, SYSICtA

Yoz S|HSt=XIE TSt WHO|
ol ECtE 02 ==oI=E UL

2L} 2K MLl cCwat 3XFROAL]l CCWOll= XHO7F RACH 3XtREOME dXE FRE W
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S, ore Weks =Qlel{oF otCh= ZO[Ct MatM 2| =Ql v=ah 7imet dgt S8 Pl 9
s WHSH ges F/HH2z =05t ottt = O|FA ¢ 40| CCwE T Thettt |2y
JIEHL R CCWE 02 7IE22 HEEOoof ottt JgiLy, =7t W 3H =& Al float ALt
of @At WA Fo| @A e dARE W 0EChk=s =5 IAY FH2 FE 7|ELE FO
Of otit= AS LUCHOIZ Al H20|AM AHMB| 7|z). £ Rtefo| 7tmzt gefnt =8 g
O] Z=to| gtofet® FHAUD SEioAM S0z ddS AU Wt Hs S 10 7+
CHE R TAANM init0EANM 28E = AT ACHOl FH2 HS AR [T 2Y)
2 i

~aOrientation) ;

= dot (cam, base);

0), cross(cam, base)):;

)
gaks mEoL, O|N B|™ME TSt ccwel gt ghol 00|2tH 3| HE 3R] 41, 1
O[L} -10[2t® O|& g_deltaAngle(2|T &) &5t0] g_yAngled| CIgtCt O3X|= A2
g_yAngleg & Ats22 Y EHL| cameraOrientationTt O[0f 0| BZASHFH EZCt Ol
g

Ct.

counterClockWise () ;

~ientation = getOrientFromOffset () ;

’

g _yAngle += ccw * g deltaAngle;

}
HIZ getOrientationFromOffset()2 offset af2 HE XEAZ THE1, JES EE |FECE 0
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meraPos;
(offset.x, offset.y,

cameraPos += offsetVec3;

(collisionDetection (cameraPos)) {

cameraPos += wallNormal * collisionLen;

ec3,wallNormal) * wallNormal;

ionBuffer = resolutionVec3;
< 10; i++) {
onDetection (cameraPos + resolutionBuffer,
os += wallNormal * c

lutionBuffer = offse
3, wallNormal) * wallNormal;

2) ZE M

MazeQ| index2t HE ZtEAE= ME F[HHO UCHs HOM HE SESHA H25HA =AU
Ch Z230l= Node #ZH| LHFO| toggleXY()Ol2t= 7|13t B+E TS0 ALBSHA =[HAM, Z
H MAZ II2E2 Q=2 23X A EJ}SLICE OHE 5 FO{Xl getPositionFromindex() &
+E YUSE THE StLt O HE0] AFESHHE Node ME HE IE ME ALY 5 AUCHes A
O ZotFELCt D& 3l parseCoordToNode()2t parseNodeToCoord()S FHS0 XtE HAHES

of Al %20l ztE HAO Chet 2ofiet 2F ME0, PathE d2l= A £t 7[1eh 2

ly
N

Gl
Ut 22t World ZHEAE 7222 d8E dile A0l S0, mazel| I

i
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A2|CHEL M2 J2XX] @E # 03 3P7|7f 024 S LICh
O] AlY S=0M o Z7AS B MAZE Lo
Lt £Z = AYSLILE Of2HE Node gl

HE QLI TranslateOf] £ EC|1 Nodel| ZtE 2 2HM
SLICH dX= T LEo] BMOM OEEE

drawPath ()

(path.empty ())

= 40;
UEVASKER AT
= MazeSize;

Node& baseNode = startNode;
pathWidth = 0.1f;

moveDiv = divW / 2;
(std::vector<Node>::iterator it = path.begin(); it path.end(); it++)
node = (*it);

Node offset = baseNode.findOffsetGoToTarget (node) ;

offset.toggleXY () ;
mat4 m(l.f);

(g_showPathLog)
std::cout << "Base : (" << -w / 2 + baseNode.y * divH << ", " << —(
baseNode.x * diviw << ")"
<< "->" << node << " Offset : " << offset << std::endl;

moveDiv2 = (offset.x < 0 || offset. 0) 2 0 : 1;

(offset.

m = Translate
(-h / 2 + baseNode.y * divH + moveDiv, -0.4, -w / 2 + (baseNode.
moveDiv2) * divW)
* Scale (pathWidth, 0.02, abs(offset.y)):
}

{
m = Translate
(-h / 2 + (baseNode.y + moveDiv2) * divH, -0.4, -w / 2 + baseNode.
divW + moveDiv)
* Scale (abs(offset.x), 0.02, pathWidth);

}
glUniformMatrix4fv (uMat, 1, GL TRUE, g Mat * m);
glUniform4f (uColor, 1, 0, 0, 1);

cube.Draw (program) ;

baseNode = node;

}

g _showPathLog =
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glutkeyboardFunc()S O|&%
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