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BEKTOPHI ONEPALI B 3D-TPA®ILI

BiHHULIbKH HAI[IOHATBHUN TEXHIYHUNA YHIBEPCUTET

AHoTalisa

YV Oocnioocenni pozensnymo ochoeHi munu 6eKmopHux onepayii — 000a8aHHs, GIOHIMAHHS, CKAJAPHUL ma
6eKMOpHULL  000YmMKU, HOpMaAni3ayilo ma nepemeopenns koopounam. Iloxazano ixme 3acmocyeanuss 8 3adauax
KOMR TOMepHOL epagpiku: 00UuUCIeHH] Hopmael 00 NOBEePXOHb, peanizayii Mooenel OC8IMAeHHs, GUSHAYEHHT 6I0OUmMmMS
ma 3aiOMIeHHs, a MaKodxc y nobyoosi kamep i mpaucgopmayisx 06 ’ckmie. Buxopucmanus 6ekmopHux onepayiu
0oseonsie docsieamu peanicmuyHocmi 3D-cyen, onmumizyeamu aneOpummu penoepunzy ma RiOGUWUMU MOYHICTb
Di3UUHO-KOPEKMHO20 MOOeI0BAHHSL.

Karwuosi cioBa: 3D-rpadika, BEeKTOpH, CKaISIpHUI TOOYTOK, BEKTOPHHH MOOYTOK, HOpMaii, TpaHchopmarlii,
OCBITJIEHHSI, KOMIT I0TepHa rpadika.

Abstract

This study examines the main vector operations—addition, subtraction, dot product, cross product, normalization,
and coordinate transformations. Their applications in computer graphics are demonstrated: computing surface normals,
implementing lighting models, determining reflection and refraction, and constructing cameras and object
transformations. The use of vector operations enables realistic visualization of 3D scenes, optimization of rendering
algorithms, and improvement of physically accurate simulation.
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Beryn

Cygacaa 3D-rpadika, 1m0 BHUKOPHCTOBYETHCS Y Bifeoirpax, adiMmarlii, KIHOIHIyCTpii Ta cHcTeMax
BIpTyaJIbHOI PEaIbHOCTI, 0a3yeThcs HAa MATEMATHYHHUX MOJEISX IPOCTOPOBUX 00 €KTiB. OCHOBOIO TaKUX
MOJIeTIeH € BEKTOPH, IO OMUCYIOTh MOJI0KEHHS TOYOK, HAIIPSIMKHU PYyXY, OPIEHTAIIIF0 TTOBEPXOHD Ta B3aEMOJIIO
CBiTJIa 3 MaTepiamamu. BekTopHi omneparrii 3a0e3medyroTh IHCTpYMEHTApIl I BUKOHAHHS KITFOUYOBHX 3a/1a4
KOMII'FOTepHOI Tpadiku, TakuX SK MOJENIOBAaHHS OCBITJIEHHS, TOOyZOBa KaMmep, BH3HAUEHHS KOMNi3ii,
TpaHcdopmarii 00’€KTiB Ta aHaN3 iXHBOI MOBEAIHKHA Yy MPOCTOpi. BOHM MO3BONSAIOTH TOYHO OMUCYBATH
TeOMETPII0 CIIeHH, IIPOTHO3YBATH 3MiHY MOJOKEHHS Ta OpieHTaIii 00 €KTiB 1 JOPMyYBaTH Bi3yaIbHO KOPEKTHE
300pa’KeHHS.

Pe3yibTaTn gociaixkeHHs

Bupuenns pomni BekTopHuX onepariii y 3D-rpadimi mokazano, mo BOHHU (QOpPMYIOTH (pyHIZaMEHT
MaTeMaTHYHUX MPOIEAYP, HEOOXITHUX IS KOPEKTHOTO Bi3yallbHOTO BiITBOPEHHS TPUBUMIPHUX CIIEH. Y XOIi
JOCTI/DKEHHST BCTAHOBJICHO, IO TTOJAJIBINHN aHaIi3 30Cepe/PKEHO Ha IXHbOMY 3aCTOCYBAHHI JUIsl BU3HAYCHHS
MIPOCTOPOBUX HAMPSAMKIB 1 TOJOXKEHb, OOYHCICHHS CKAIPHUX Ta BEKTOPHUX MOOYTKiB, (hopMyBaHHS
HOpMaJel, HopMaltizallii BEKTOpiB, BUKOHAHHS TpaHC(hOopMalliil, MOIEITFOBAHHS OCBITIIEHHS Ta BUKOPHUCTaHHS
KOMOIHOBaHUX BEKTOPHO-MaTPUYHUX METOJIB Y TpadiYHUX CHCTEMaX.

e OOuunciieHHs HANPsAMY Ta MO3ULIT Y IPOCTOPi

ﬁnew=ﬁ+ﬁ

Je P - MOYATKOBa MO3WINsE 00’€KTa B MPOCTOPi; U-BEKTOP 3CYBY (HAMPSIMOK 1 BEITHYMHA
nepeMillienHs); P, - HOBA MO3UIIiA MICIsA TepeMillieHHs. Lle piBHAHHS 3aCTOCOBYEThCS VISl OGUHCICHHS
pPyXy 00’€KTa B IpOCTOPi, HANPHUKIA] Y aHIMALiAIX, CUMYJSLISIX (QI3UKH Ta epecyBaHHI MOJETeH.



e  Cxasnspuuii 106yTOK
a-b=ldl |E| cos(0)

ne d,b — nsa BEKTOpH y Tipoctopi; |dl, B| — ixHi gOBXHHH; 6 — KyT MiX BekTopamu. Lle ciBBigHOLIEHHS
3aCTOCOBYETHCS IS OOYMCIIEHHSI KyTa MDK BEKTOpPaMH, BH3HAYCHHS OCBITJICHHS MOBEPXHI Ta BHIMMOCTI
BITHOCHO JiKepena cBiTiia (Moaens JlamOepTa).

e BekropHuii 100yTOK

.
n = dxb

ne d, 1_5 — JIBa BEKTOPH, IO JISKATh Y TLJIOIINHI; n— HOpMaJib, BEKTOp, NEPHEHAUKYISIPHUNA 10 TIoWUHA. L5
(hopMysia 3aCTOCOBYETHCS [T OOUMCICHHS HOPMaJli JI0 MOBEPXHi, IO € BAXKJIMBUM y 3aTiHEHHI, OCBITJICHHI,
PEHIEPUHTY, BU3HAUEHH] CTOPIH MOJIITOHA.

e Hopwmaurizaiis BekTopa

|o

D=

=

ne D — Buxignuii BexkTop; |v| —ioro nopxkuHa; ¥ — ONMHMYHMIT BEKTOD, HAIPAMOK, 10BxkKHA = 1. Lle piBHAHHS
3aCTOCOBYETHCS JIUIsl OTPUMAHHS BEKTOpa HAaMpsSMKYy, HEOOXIJHOTO JUIS OCBITIIEHHs, KaMepH, (pi3muHHX
CUMYIISIIIA Ta HOpMaJIeH.

e  Marpuus noBopory

cosf —sin@ O
R(B) = sinf cos@ 0O
0 0 1

ne R(8) — marpuus noBopory HaBkoino oci Z; 6 — KyT moBopory; cos 6 i sin 6 - 3HaYeHHsS TPUTOHOMETPUYHU
dbynakmid. g MaTpuig 3acTOCOBYETHCS IS TIOBOPOTY 00’€kTa ab0 TOYKH Y TPUBHMIPHOMY IIPOCTOPI, IO
BUKOPHCTOBYETHCS B aHIMAIlil, YIIpaBIiHHI KaMEpOIo Ta 3MiHaX Opi€HTAIlli MOIeIEH.
o  dopmyna HampsAMY BIIOHTTS
R=2(N-D)V-I
nel - BEKTOP HAIPSIMKY CBITJIA, SIKUI MaJ1a€ Ha TIOBEPXHIO; N - HOpMaJIb JIO TIOBEPXHi; (IV . Z) — CKaJIIpHUN

=

IOOYTOK, IO BHW3HAYAE IHTEHCUBHICTh CBiTNIAa; R — HampsaMok Bimoutoro mpomens. lle piBHSIHHS
BHKOPHCTOBYETHCS Y Mozensx ocBiTienHs (Donra, brnina-donra) Ta B TpacyBaHHI IPOMEHIB 11 BU3HAYCHHS
BiIOMTTS CBITJIA Bif TOBEPXHI.

VY cxmagHux rpadivHUX PYIIisX BUKOPHCTOBYIOTHCS KOMOIHOBaHI omepariii, o 00’ €IHYIOTb:

e  BEKTOpHI 10OyTKH

e  MaTpPUYHI NTEPETBOPEHHS

e  HOpMAII3aIIi0

e inTepnomnsmio Mixk Bekropamu (LERP, SLERP).
Le mo3Bossie yrpaBisITH aHIMAITISIME, KAMEPOIO, MOAETISIMH Ta (DI3HIHOIO B3aEMOIIEIO.

BucHoBku

VY xomi mociimkeHHs Oylo 3’siCOBaHO, IO BEKTOPHI orepailii € 6a30BUM MaTEeMaTHUYHUM iHCTPYMEHTOM
s nooynou 3D-rpadiku. Boru 3a0e3rnedyioTh TOYHUH OMKC IMPOCTOPOBUX B3aEMOIN, O3BONSIOTH
(dhopmyBaTH HOpMali, 3MIHCHIOBATH TpaHCc]OpMalii, po3paxoByBaTH OCBITJIICHHS Ta BHU3HAYATH IMOBEIIHKY
00’eKTiB y peanpHOMY 4Yaci. BukopucTaHHS Takux omepamiid a€ MOXJIMBICTH ONTHMI3yBaTH MPOIECH
PEHIIEpHUHTY, MIABUINUTH PEATICTUYHICTh CIIEHH Ta 3a0e3MeuuTH (PI3UYHO-KOPEKTHE MOJICIIOBAHHS.
Kom0inyBaHHS BEKTOPHUX 1 MATPHYHUX METOJIB JIO3BOJISIE CTBOPIOBATH CKIAJHI TpadidHi CHCTEMH, IO
3aCTOCOBYIOTHCS B ITpOBHX pyIIisiX, Bizyaumizanii, animarii Ta VR/AR-texHonorisx. Takum 4uHOM, BEKTOPHI
omnepauii € pyHIaMEHTOM CydyacHOI1 KOMIT IOTEpHOI rpadikyi Ta He3aMiHHUMHU Y MOJENIOBAHHI TPUBUMIPHHUX
00’€KTIB 1 CIIeH.
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