VJIK [517.3:53](043.2)
H. C. Kynuuuien

B. I. Ocragiituyk

O. II. IIpo3op

POJIb BUILIOI MATEMATHUKH B PO3PORBIII BIJEOITOP

BiHHUIIbKHI HAI[IOHATBHUN TEXHIYHUN YHIBEPCUTET

Anomauin

B pobomi docniodcyemuvces ponv suwjoi mamemamuxu y po3pooyi 6i0eo2op, niokpecuionuu 3Ha4eHHs MaKux NOHAMb,
AK 86eKMOPHA aneedpa, mpuzoHomempis ma keamepHionu. Poboma axyenmye ygazy na npaxmuunomy 3acmocy8ani yux
KOHYenyiil 015l NOKPAWeHHs MeXaHiKu epu, YNpaeninus pyxom, 06pooKu obepmans ma inwux enemMenmis sipmyaibHo2o
cgimy.
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Abstract

This research paper explores the role of higher mathematics in the development of video games, emphasizing the
importance of concepts such as vector algebra, trigonometry, and quaternions. The study focuses on the practical
application of these concepts to enhance game mechanics, motion control, rotation processing, and other aspects of the
virtual world.
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Beryn

Bineoirpu € KOMITJIEKCHAMH CHUCTEMaMH, $IKi 3aCTOCOBYIOTH PI3HOMaHITHI MareMaTW4Hi MOJENi JJis
CTBOPEHHS 3aXOIUTIOI0YHX Ta IHTEPAKTUBHUX BpakeHb. MU 3p0OMIIH OTJIsiI OCHOBHUX MaTeMAaTUYHUX TTOHSITS,
SIKi BUKOPHCTOBYIOTHCS B PO3pOOI Bile0irop, 30CepeAniNCh Ha BEKTOpHIN anreOpi, TPUTOHOMETpii Ta
KBaTEpHIOHAX. 3HAHHS IIUX MOHATH € BAXJIIMBUMH JJISI PO3POOHHKIB, sIKi 0aKaloTh BJIOCKOHAJIMTH MEXaHIKy
IFPOBOIO MPOIIECY Ta CTBOPUTH IIIKaBE CEPEIOBHIIIE.

BexTopHa anreopa

Bekropu € ocHoBOIO po3poOku irop. Komum 00'ekT mepecyBaeThCsi B IrpoOBOMY CBITi, 3a3BHYAii
BUKOPHCTOBYIOTHCS BEKTOPH, IO POOUTH iX OJHIEIO 3 KIFOYOBHX KOHIICTIIINA IS pO3pOOHHKIB. BimbImicTs
ITPOBUX JIBWKKIB IPOIOHYIOTH BOYIOBaHi (YHKIi I BUKOHAHHS BEKTOPHUX ONEpalliid, 10 MOJETIIye
nporiec po3poOku. Po3poOHUKN MOXKYTh 30CEPETUTHCS HA BUKOPUCTAHHI [TUX 1HCTPYMEHTIB, & HE BUKOHYBAaTH
CKJIaJHI o04MCIICHHS Bpy4Hy. Hampukiiaj, HopMmatizailis BEKTOpa 3BOAMTH HOTO JIOBXKHHY JI0 OJUHUIN i3
30epeKEHHSAM HOTo HANpsIMKY, IO € BaXKJIMBUM JUIS MIATPUMAHHs CTaOUIBHUX MIBUAKOCTEH pyxy. Bexropu
BUKOPUCTOBYIOTHCSI B UHCIIEHHUX ITPOBHX MEXaHi3Max, BKIIOYAIOUM PyX MEPCOHAXIB, CBITIIOBI eeKTH Ta
BUSIBJICHHS 31TKHEHb.

Tpuronometpis

TpuroHomerpuuHi (QYHKIIT € HaA3BHYAHHO BAKJIMBUMH I TEPETBOPEHHS KYTIB Yy BIAOBIIHI
KOOPAWHATH, OCOOJIMBO NPH BU3HAYEHH] HAIIPSAMKIB PyXYy B I'pi:

— CuHyc Ta KOCHHYC — Il QYHKIIT BHKOPUCTOBYIOTHCS [ IEPETBOPEHHS KYyTa Ta BiJICTaHI B KOOPIUHATH
(x;y). Anst kyta 0 1 BigcTani d, KOOPAMHATH MOXKHA OOYHCIIUTH SIK:

x=d-cos(f) y=d-sin(6).

Lle mepeTBOpeHHs HEOOXimHE A TOYHOTO IEPEMILICHHS OO'€KTIB Yy IrpOBOMY CEpeIOBHINI, OCKUIBKH
IPYHTY€ETHCS Ha TOOYIOBI MPSIMOKYTHUX TPUKYTHHKIB Ha ocsix Ox 1 0y .

— Teopema ITidaropa — 11 TeopemMa Mae BUpIlIANIbHE 3HAYCHHS JIJIs1 OOUKCIICHHS B1ICTaHI MK TOUYKaMH,
30KpeMa JUIsl BUSIBIICHHS 31TKHEHb. DOpMyJia BUPaKa€ThCS TaK:

a? + b? = ¢? a6o ¢ = Va2 + b?,



JIe C — BIJICTaHb MK JJBOMAa TOYKaMH, d 1 b — BiJicTaHl Mi>K HUMH 10 TOPU30HTAJII Ta BEPTHKAJII BiJIOBIIHO.

KBaTtepHionn

KBarepHioHH (YOTHPHBHMIpHI TiMEPKOMILIEKCHI YMCIIA) — € BAXKIMBUM MaTEMAaTUYHUM i1HCTPYMEHTOM,
SIKUM KOPHUCTYIOTBCSI pO3pOOHUKH irop s onucy obeprans y 3D-mpoctopi. KBaTepHioHN 3aCTOCOBYIOTHCS
IUTS TIPENICTaBIIEHHST 00epTaHb 0e3 yCKIIaTHEeHb, MIOB’3aHUX 13 OJIOKyBaHHSIM KapJaHHOTO MeXaHi3My, IO
POOHTD iX ePEeKTUBHUMH ISl IHTEPIIONSALIT MiXk opieHTalisiMu. KBaTepHiOH MOKHA BUPA3HUTH TaK:

q =w+xi+yj+ zk,

1€ W — CKaJIsIp, X, Y, Z — KOOPJIUHATH BEKTOPA, I, j, k — ysBHI oauaui. Llei crocid mpencraBieHHs 3a0e3nedye
IJIaBHE Ta Oe3rnepepBHE 00SPTaHHS, [0 € BAXKIUBUM ISl CTBOPEHHS pEealiCTUYHUX pyXiB y 3D-cepenoBuili.

BaskiuBicTh MaTEMATHYHOI TPAMOTHOCTI B po3pooii irop

MaremaTtnka TIMPOKO BHUKOPHUCTOBYETHCA B PO3pOOII irop i BIIIMBAa€E Ha Pi3HI E€IEMEHTH, Taki SIK
PO3paxyHOK 3[0POB's, pO3TalllyBaHHS 00'€KTIB Ta MeXaHika yacy. Hampukian, piBeHb 310pOB'sS MEpCOHAXKa,
MO3UIIIT KOKHOTO 00'€KTa Ta TPUBAIICTh TAKHUX Jil, SK MEpe3aBaHTAXEHHS YW BiAPOKEHHS, 3aJIe)KaTh Bif
MaTeMaTHYHUX TPUHIMITIB. X04a pO3POOHHWKHN HE 3aBXXIW MMOBMHHI BHKOHYBAaTH BCl PO3PAaxXyHKH BPYUHY,
IMOOKE 3HAaHHS OCHOB MAaTeMAaTHKU Ja€ iM 3MOry €(EeKTUBHO BUKOPHUCTOBYBATH IHCTPYMEHTH, IO
MPOTIOHYIOTHCS iITPOBUMHU JABMKKaMH. PO3yMiHHS TOTO, SIKi MATEMaTH4Hi IHCTPYMEHTH 3aCTOCOBYBATH 1 B SIKif
CUTYaIlil, MOXE CyTTEBO IMiABUIINTH MPOTYKTUBHICTH Ta SKiCTh PO3POOKH irop.

BucHoBok

Buma maTemartrka € HeBiJl' eMHOIO YaCTHHOIO pO3POOKH BiJIE0irop, OXOILUTIOIOYH BCE, IOYMHAIOYH 3 0a30BOi
MEXaHIKH PyXY 1 3aKiHIyIOUH CKJIaJHUMH TPUBUMIPHUMH 00EpTaHHSIMH. 3HAI0UN OCHOBH BEKTOPHOI anredpH,
TPUTOHOMETPIii, KBAaTEPHIOHIB, pO3pOOHUKH 3/aTHI CTBOPIOBATH OUIbII MpWBaOIMBI Ta peajicTU4HI irpoBi
KapTUHKU. MU HaroJonryeMo Ha Ba)KJIMBOCTI MaTeMaTHYHOI TPAMOTHOCTI B iHAYCTpIi irop, IEMOHCTPYIOYH,
siK 0a30Bi KOHIIETIIii IMePEeTBOPIOIOTHCS HA MPAKTHYHI 3aCTOCYBAaHHS, MO MOKPAIIYIOTh irpOBHH TIpoIec i
B3aEMOJIIIO 3 TPABISIMH.

CIIMCOK BUKOPUCTAHUX JIKEPEJI

1. OcHoBHa MaTemaTHKa Jisl modaTKiBUiB Gamedevs - sika MaTemaTHKa KopucHa? [EnexktponHuit pecypc]:
https://www.youtube.com/watch?app=desktop&v=iPWWrM81z-o&ab_channel=Madbook.

2. Bexropu. Bigeoypok [Enextponnwuii pecypc] : https://www.youtube.com/watch?v=_OqwrxTtThY &ab
channel=ThePhantomGameDesigns.

3. 3HaOMCTBO npogecopa JeiiBa 3 BEKTOPaMHU [EnexTponnuii pecypc]
https://www.youtube.com/watch?v=KBSCMTYaH1s&ab_channel=ProfessorDaveExplains.

4. BexropHa HopMamizaiis. bmor Axanemii XaHa 3 iHTepaKTHBHUM NPUKIAA0M BHU3Y [EmexkrpoHHuUit
pecype] : https://www.khanacademy.org/computing/computer-programming/programming-natural
simulations/ programming-vectors/a/vector-magnitude-normalization.
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