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PO AEAKI MOKJINBOCTI 3ACTOCYBAHHA
BEKTOPHOI AJITEGPHU Y TPOLIECI CTBOPEHHSA
KOMIT'IOTEPHUX ITPOT'PAM

BinanIBKHIT HA[IOHATHPHUN TEXHIYHANA YHIBEPCUTET

Anomayin Y cmammi po3enanymo npuxiaou 3acmocy8aHHs OCHOGHUX 3HAHb GeKMOPHOL aneebpu npu po3poodyi
Komn tomepuux ieop. s npoepamuoi peanizayii nepemiujenHsi 6ipmyanibHux 00 €Kmi¢ HeOOXIOHI 3HAHHA NPO
dodasanHsi (GIOHIMAHHA) BGEKMOPI6, CKAIAPHUL Ma GeKMOpHUU  000YMOK. 3anponoHO8AHi NPUKIAOU MOJNCHA
8NPOBAVICYBAMU Y HABYANbHULL NpOYeC 3 Memor NiO8UWeHHsA Di6HA MOmueayii cmyoeHmie 00 GUBYEHH pPO30LLy
8eKMOPHOT aneebpu.

Kuro4oBi ciioBa: BekTopHa anreOpa, iHTErpaTHBHUH IMiXiJ, KOMI FOTEpPHA Tpa, MOTHUBAILiS.

Abstract. Examples of basic knowledge of vector algebra in computer games design are discussed in the article.
Programmatic implementation of moving virtual objects requires knowledge of adding (subtracting) vectors, scalar and
vector products. The offered examples can be implemented in the educational process in order to increase the students'
motivation to study the section of vector algebra.
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Beryn

Yacro mpu BUBYCHHI PO3JLUTIB BUIIOI MAaTEMAaTUKH CTYACHTH HE PO3yMIIOTh MPHUKIATHOTO 3HAYCHHS
iH(opMaIiii, 110 BUBYAETHC. BiAMOBITHO y CTYICHTIB BHHUKA€E MuTaHHg “‘Hapimo BUBUATH Martepiall, SKUi
HE MICTHTh MPAKTUYHOTO 3acTOCYBaHHsA . ToOMy MUTAaHHS MPUKIATHOTO 3aCTOCYBAHHS OTPHMAHHUX 3HAHb €
KITFOUOBHM B HaBUaNbHOMY Tipomeci 1 oOymoBmioe (GopMyBaHHS MOTHBAIiHHOI  CKJIaIOBOI
KOMIIETEHTHICHOTO Tiaxoay. JlOIiIbHO Juis MaWOyTHIX I1H)XXGHEPIB HABOJWTU MPHUKIAIU, IO MICTATh
MPUKIIAJHE 3aCTOCYBaHHS HABYAJIbHOTO MaTepially y KOHTEKCTI iHTerpaTHBHOro miaxony. Hasememo
MPUKJIIAIU 3aCTOCYBAHHS BEKTOPHOT anreOpu B po3poO0Ili KOMIT FOTEPHUX MPOrpam.

Pe3yabTaTu 1ocaixKeHHs

BekTopHa anreOpa 4acTo 3aCTOCOBYETBCS B PO3pOOIN KOMIT'IOTEPHHMX IporpaMm Ta irop. Ilpote

TBOPIIi TPOTpaM CIIPUHMAIOTh BEKTOP JIEIIO 1HIIIE BiI MaTeMaTHKiB. Po3rissHeMo JieKiibKa IpUKIIaIiB
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A) IonoxeHHs b) lIBuaxicts B) Hanpsmox
Pucynok 1. KoopnuHaty BekTopa B pi3HUX IHTEPIIPETAIISIX

Bexmop nonoosicennsa (Puc 1., A) Bkaszye Ha Te, 10 YOJIOBIK CTOITh IBa METPH Ha CXiJl BiJ] BUXiTHOTO
TIOJIOKEHHSI Ta OJIUH METp Ha MiBHIY. YMOBHO MOYKHA CKa3atH, o éexmop weuokocmi (Puc.1, b) mokasye,



10 3a OAHY XBWJIMHY JIITAaK PyXa€ThCA HA TPU KUTIOMETPH Bropy i Ha JBa BIIIBO BiJ 3a/1aHOI MOYaTKOBOI
TOUYKU. BekTOp Hanpsmxy TOBOPHUTH HaM, IO MICTOJET CHPSIMOBaHUI TPaBOPYY.

BykBanbHO, SIKIIO HE HaJaBaTl BEKTOPY MEBHOTO (Di3UYHOTO 3MICTY, TO PO3POOHUKH KOMITIOTEPHUX
irop crnpuiiMaroTh BEKTOp, sk Habip uucen. Hampuknax, Bektop (1,0) mMoxke OyTH HampsSMKOM JUIS
MiCTOJIeTa, SIK TOKAa3aHO Ha PUCYHKY, ajlé BiH TaK0XX MOKe OyTH IMOJIOKEHHSIM OY[iBJi B KITOMETpi Ha CXif
BiJI BAIIOrO TIOTOYHOT'O MOJIOKEHHS, 200 MBHKICTIO PaBIIUKA, 10 PYXAETHCS MPABOPYY 31 MBUAKICTIO 1 kKM /
TOZ.

Hexait Mmaemo BekTOp 3 KooopauHaTami (3, 5, 2). Lli 3Ha4eHHS U1 TporpaMicTa He HECYyTh HISIKOTO
CMUCIIOBOTO HaBaHTAKEHHS B po3po0ili mprpamMu. ToMy j1sl HhOTO BUHUKAIOTH UTaTHHS “Tpu mo?” “II'ath
gyoro?” V rpi  Overgrowth mo3umii 3aBXau 3a1al0Thcsi B METpaX, a MIBHIKOCTI - B METpax 3a CeKyHIy. B
3aJlaHNX KOOpJMHATaX BEKTOpa — moiokeHHs (3, 5, 2) mepiie YyuciIo — MOXKE BU3HAYAaTH CXiJ, JApYyre -
Bropy, a TpeTe - miBHIY. Bix’eMHI uncia mpencTaBisiOTh MPOTHUIICKHI HATIPSIMKH: 3aXiJl, BHU3 Ta MiBICHb.
[Nonoxenns MarepianbHOI TOUKH, mpeacTasieHe (3, 5, 2), 3HaxoaUTbcs Ha 3 METPH Ha cXil, Ha 5 MeTpiB
Bropy i Ha 2 MeTpH Ha MiBHiY, SIK MOKa3aHo Ha (puc 2) :

*(3,5,2)

Pucynok 2. 3amanHsi BEKTOPOM TOJIOKEHHS TOYKH Y TIPOCTOPi

JOJABAHHA BEKTOPIB

3arajabpHO BiZIOMO, 100 J10JIaTH BEKTOPH, TOTPIOHO J0JaTH HOTO BiAMOBIIHI KOOPAMHATH.
Tak, (0, 1, 4)+(3, -2, 5)=(0+3, 1-2, 4+5)=(3,-1, 9)

OpxHe 13 HAMMOIIMPEHIMINX 3aCTOCYBaHb BEKTOPIB B irpax y cBOiil OCHOBI mependayae iHTErpaLito 3
¢izukoro. Bynp-sikuii 00'ekT, 3acHOBaHMU Ha (i3MYHIM OCHOBIi, IIBWILIEC 32 BCE UIIOCTPYETHCS dYepes
MOJIOKEHHS, IIBUJAKICTh Ta MpHUCKOpeHHA. s KoxHOro kaapy (sk mpaBuio, 1/60 cexynmm) mms
BiZIOOpaXKeHHsT pyXy, MOTPIOHO iHTErpyBaTtd (CymMyBaTH) BEKTOPH — TOOTO JOJATH MIBHAKICTH JIO
TMIOJIO’KEHHS, @ IPUCKOPEHHS 0 IIBUIKOCTI.

Posrnssaemo rpy Mapio. Mapio mounnae ctpudaru 3 mo3utii (0, 0). Komu BiH mounHae cTpubOK,

HOro MBUAKICTH CTAaHOBUTH (1, 3) — BiH HMIBHIKO pyXaeThCs Bropy, ajie TakoX i BIpapo. [IpoTsarom nux i
fioro npuckopeHHs ctanoButh (0, -1), TOMy 110 Ha HBOTO Ji€ CUJIa TSXKIHHSA, fKa clpsMoBaHa BHH3. Och K
BUIIIAA€ HOro cTpUOOK MpoTsiroM mie cemu kanpiB (Puc. 3). YopHuil TekcT BU3HaYae HOro MIBHIKICTB IS
KOXKHOTO KaIpy.

s mepioro kagpy notpiOHo gogatu  mBHIKICTH (1, 3) mo ioro monoxenns (0, 0), mo6 orpumaTu
tioro HoBe nojoxeHus (1, 3). [Torim momaemo ioro npuckopenns (0, -1) mo Woro mBuaKocTi (1, 3), 1100
OTpUMATH HOTro HOBY HIBHAKICTS (1, 2).

PoGumo e e pa3 mist qpyroro kanpy. Jomaemo foro mBuakicts (1, 2) no ioro nonoxenns (1, 3),
mo6 otpumaru (2, 5). Iotim nomaemo ¥oro npuckopenns (0, -1) go #oro meuaKocti (1, 2), 1006 oTpumaTu
(1,2).



3a3Buuaii B irpax rpaBellb KOHTPOJIOE MPUCKOPEHHS TMEPCOHaXa 3a JOMOMOroI0 KiaBiaTypu abo
refiMiiaza, i rpa OOYUCITIOE HOBY MIBUIKICTD 1 TIOJIOXKEHHS (32 JIOTIOMOTOI0 JT0JIaBaHHS BEKTOPIB).

=

Pucynok 3. BekTopHe mpencTaBieHHs pyxy Mapio

BIAHIMAHHS BEKTOPIB

BinHiMaHHS BEKTOpIB BUKOHYIOTH aHAJIOTIYHO JOJlaBaHHIO. BiHIMaHHS BEKTOPIB JOLIILHO 3aCTOCOBYBATH
JUIS  OTPUMAaHHS BEKTOpa, KU HampsIMICHWN 3 OjHi€l mo3umii Ha iHnry. Hampuknan, rpaBenpb CTOITh Ha
no3uifii (1, 2) 3 na3epHOI0 MBHHTIBKOIO, a BOPOXuil poboT - Ha mosuiii (4, 3) (Puc.4). 1llo6 orpumaru
BEKTOp, SIKy Jla3ep MOBMHEH MPOWTH, 00 MOTPAaNUTH Ha po0OTa, MOTPIOHO BIAHSATH KOOPJMHATH TO3HUIIT
rpaBIis BiJl KOOpAWHAT To3uIlii pobora. Otpumaemo: (4, 3) - (1, 2) = (4-1, 3-2) =(3, 1).

(1,2)

Pucynoxk 4. IimocTparist 3actocyBaHHs BIJIHIMaHHSI BEKTOPIiB B CTBOPEHHI irop

CKAJISIPHUI JIOBYTOK BEKTOPIB

[Ipuknan. Hexail y koM 1oTepHiii rpi € oxoponenp Ha no3utii G (1, 3), cnpsimoBanuii B HanpsiMky D (1, 1),
3 osieM 30py 180 rpamycis (Puc. 5). Jlo Hporo migkpamaeTses repoit Ha nosutii H (3, 2). TToctae mpobiema:



4y OyJe BiH y 1OJi 30py OoXOpoHIs? M MokeMo Lie 3°siCyBaTH, IEPEBIpUBIIN 3HAK CKAIAPHOTO T00YTKY
BekTopiB D1V (BekTop Bix oxopoHIs 1o repos). Lle nae Ham:

V=H-G =(3,2)-(1,3)=(3-1,2-3) =(2,-1)

D-v=(11-2-1)=1-2+1-(-1) =2-1=1

H

Pucynoxk 5. LmocTpariist 3acTocyBaHHsI CKaISIPHOTO JOOYTKY BEKTOPiB Y po3po0iii
iroo

OCKUTBKH, pe3yJIbTaT MHOKCHHS 1, 1110 € JOJaTHIM YHCJIOM, TO MOXEMO KOHCTaTyBaTH, IO Iepoit
3HaXOJHUTHCS y TOJi 30PpY OXOPOHIIs!

OTxe, omepallisi CKJIIPHOTO MHOKEHHS € 3aCTOCOBHOIO MPH po3poOIi irop, 0co0IMBO y BHMAAKax
KOJIM TTOTPIOHO 3HATH TI0JIE 30y iIrpOBOTO 00'€KTY 1 T.1. SIKIIO pe3yNbTaT CKAIIPHOTO MHOXKEHHS € JOAATHIM
YHCIIOM TO BEKTOPH BKa3ylOTh B OJHOMY HAIPSAMKY, SKIIO YHCIO JOPIBHIOE HYIO, TO IIi BEKTOPH €
NEePHEPANKYIIPHAMH, Y BUMAAKY SKIIO YUCIIO € BiJ'€MHHUM - BEKTOPU OyAyTh COPAMOBaHI B MPOTEIE)KHOMY
HAIpPSIMKY.

BEKTOPHUM JJOBYTOK

PosristneMo gparmMeHT KOMIT IOTEpHOI I'pH, Y IKOMY € Kopabdens y 3D npoctopi. € BEeKTOp HanpsiMKy MauTH
M, mo npsimye Bropy (0, 1, 0), i Hanpsmky BiTpy (miBHIU-TiBHIYHEK cxin) W (1, 0, 2), i Mu X04eMO 3HAWTH
HampsMOK mapyca S, mo0 Haiikpamie miiimaté Bitep. Ilapyc mae OyTH NepHeHIUKYJISIpHUM A0 MayTH, a
TaKOX MEePIECHANKYIISIPHAM JIO BITPY.
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Pucynok 6. @parMeHT KOMIT I0TEPHOI TPU



Jst BUpitieHHs 1iel mpodiaeM 3aCTOCOBYIOTh BEKTOPHUHM 100yTok: S=Mx W.
Haramaemo, 1m0 BeKTOpHUIN 100yTOK BEKTOPIB  A(ay, a2 as ) ma B(bibz b3):

AXxB = azbsz-ash,, asbi-aibs, aibz-azh:

[lincTaBMMO KOOPAUHATH BEKTOPIB 3 YMOBH 3aJ1a4i:
S=MxW=(0,1,0)x(1,0,2)=([1-2-0-0],[0-1-0-2],[0-0-1-1])=(2,0,-1)
OTXe, MH MOXKEMO JIETKO 3HANTH HAMPSM TOBIIHHOTO 00'€KTa B TPl

BucHoBKH
Y po3po0I11i KOMIT IOTEPHUX MPOTpaM BaXKITUBE MICIIE TTOCIIa€ 3aCTOCYBAaHHS BEKTOPHOI anredpu.
3HaHHA i1 Teopii Ta BMIHHS 3aCTOCOBYBATH IIi 3HAHHS IS PO3POOHUKIB KOMIT FOTEPHUX IrOp € 3alOPYKOI0
YCHIIIHOTO CTBOPEHHS mporpam. i CTyIeHTIB MepIIoro Kypcy MpH BUBUEHHI PO3ITY BUIIOT MAaTEMATHKH
“BekTopHa anre6pa” JMOIIEHO AEMOHCTPYBATH MPHUKIAJIHE 3aCTOCYBaHHS ojiepkaHuX 3HaHb. ll[o skicHo
MiBUIIATH PIBEHb MOTHBAIIi CTYJICHTIB JI0 BUBUECHHS TEM I[LOTO PO3JILIY.

CIIMCOK BUKOPUCTAHOI JITEPATYPU

1.Knouko B.l. ®opmyBaHHS MoOTHBallii HaBYaIbHO-II3HABAIBHOI MISJIBHOCTI CTYACHTIB TEXHIYHUX
cnemiansHOCTeH : MoHOTpadis / B. . Kimouko, A. A. Konowmierns. — Biganmsg : BHTY, 2012. — 202 c.

2. Kosznoscbka I. M. TeopeTHKo-MeTOIONOT14H] acTieKTH iHTerpamii 3HaHb y4HIB MpodeciitHO-TeXHIYHOT
mkosn (muaakTuadi ocHoBH) / 1. M. Kosznosebka; pen.: C. V. ['onyapenko; AITH Ykpainu. [H-T nemaroriku i
nicuxosorii nmpod. ocitu. - JI. : Ceit, 1999. - 301 c.

3. Konomienps A.A. [HTerpatuBHHi Miaxia B Ipoueci GopMyBaHHS 3MicTy QyHIaMEHTANBHOI MiATOTOBKH
3 MareMaTukd MaiOyTHiX imkeHepiB // Haykosi 3ammcku. — Bumyck 10. — Cepis : [IpobGnemMn mMeTomuku
(hi3uKO-MaTeMaTUYHOI 1 TexHodor o1 ocBith. U.3 / 3a 3ar. pea. M. 1. CagoBoro. — Kponusautskuii : PBB
JIAITY im. B. Bunnnuenka, 2016 — 192 c., C.13-17.

4. Game Engine Architecture, Second Edition by Jason Gregory (ct 165 - 227).
5. https://www.gamedev.net/articles/programming/math-and-physics/practical-use-of-vector-math-in-

games-r2968/

Konomieup Anvona Amnamoniigna - KaHI. TeN. HayK, IOLUEHT KadeAph BHUIIOT MaTeMaTHKH, BiHHUIBKWA
HAIIOHANBHUI TEXHIYHUI yHIBepcuTeT, M. Binuui. alona.kolomiets.vny@gmail.com
Bacuneeuu Onexcandp Onezoséuu - crynent rpynu 1Ki -19 mc, BiHHUIBKHI HaliOHAJBHUA TEXHIYHUI

yHiBepcureT, M. Binuuis. alexviua@gmail.com

Kolomiets Alona A. — PhD Department of Higher mathematics, Vinnytsia National Technical University,
Vinnitsa alona.kolomiets.vny@gmail.com

Vasilevich Alexander Olegovich - student group 1Ki -19 wmc, Vinnytsia National Technical University
Vinnitsa alexvlua@gmail.com



http://irbis-nbuv.gov.ua/cgi-bin/irbis_nbuv/cgiirbis_64.exe?Z21ID=&I21DBN=REF&P21DBN=REF&S21STN=1&S21REF=10&S21FMT=fullwebr&C21COM=S&S21CNR=20&S21P01=0&S21P02=0&S21P03=A=&S21COLORTERMS=1&S21STR=%D0%9A%D0%BE%D0%B7%D0%BB%D0%BE%D0%B2%D1%81%D1%8C%D0%BA%D0%B0%20%D0%86$
https://www.gamedev.net/articles/programming/math-and-physics/practical-use-of-vector-math-in-games-r2968/
https://www.gamedev.net/articles/programming/math-and-physics/practical-use-of-vector-math-in-games-r2968/
mailto:alona.kolomiets.vny@gmail.com
mailto:alexvlua@gmail.com
mailto:alona.kolomiets.vny@gmail.com
mailto:alexvlua@gmail.com

