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BEKTOPHA AJITEBPA JIUIS1 PO3POBKHU ITOP

Anoranig. CTaTTIO NPUCBSIYEHO BUCBITIICHHIO MUTaHb BaXJIMBOCTI MaTEMAaTUYHUX HABUYOK IS
PO3pO0OKH Pi3HOMaHITHOTO MporpamHoro 3abesneueHus (I13) 3arangom i po3podku irop (GameDev)
30KpemMa. AJpKe caMe 3a JJOTIOMOTrOI0 MaTeMaTHYHOIo arnapara B NPOrpaMHOMY KOJIi peali3yeThCs
nmoOynoBa W BiZOOpakeHHS ITPOBHX CIICH, MOBEHiHKA, PYX 1 B3a€MOJIis ITPOBHX IIEPCOHAXKIB
BIATIOBITHO /10 MO, iIrpOBOTO OTOYEHHS Ta MpPaBWJI TPHU. B CTAaTTI HAa KOHKPETHHUX NMPaKTHYHUX
NPUKJIAIaX MPOAHaNli30BaHO POJIb 3aCTOCYBAaHHS BEKTOPHOI ayireOpu y po3podui irop 3 MeToro
3alikaBJICHHS CTyAeHTIB [T-ramy3i y BUBYEHHI BiIMOBITHMX pPO3AUIIB BHIOi MaTeMaTHKH. Tak,
BEKTOpPM B IrpOBHX MpOrpaMax dYacTo BHUKOPHCTOBYIOTH JUIi ONKCYy (yHAaMEHTaJIbHHX
BJIACTHBOCTEH iIrpOBOTO MEPCOHAXKA: TTOJIOKEHHSI, IIBUJIKICTD PyXY, BIICTAaHb MIX IBOMAa 00’ €KTaMH
Tomio. KoxkeH 00’€KT y Tpi Mae cBOT KOOPAMHATH, sIKi BU3HAYAIOTh HOTO TIOJIOKEHHS Y BIpTyaIbHOMY
CBiTi. 3aCTOCYBaHHs BEKTOPHOI anreOpu M03BOJISIE MPOrpaMicTaM TOYHO BU3HAYUTH IIJISX, SIKAUM
Ma€ pyxaTHCS NEepCOHAX YW TO IHMMHA 00’€KT, 3a0e3meyyroud IpH IhOMY IUIaBHICTH Ta
peaicTHYIHICTE WOro pyxy. PO3rmsgHyTO KOHKpeTHI mpukianu (parMeHTiB HMpOTrPaMHOTO KOIY
MoBoto C# mns irpoBoro cepenosuina Unity 3D, ski I€MOHCTPYIOTH METOAM PyXy TpaBIs y
BipTyallbHOMY TpocTOpi. MaremaTuuHe MOJEIIOBaHHsS MOBEAIHKM rpaBis (irpoBoro o0’ekra) y
JIEKapTOBIi cHCTEMi KOOpAMHAT IrpPOBOTO IOJISl € HEMOXKIIMBUM 0€3 3HAHHS BEKTOPHOI anreOpu Ta
Tpuronometpii. HaBezeHi mpukiagy 3acToCyBaHHsS €JIEMEHTIB BEKTOPHOI aireOpyu € HAOYHOIO
JIEMOHCTpALI€I0 aKTyaJbHOCTI Ta BAXJIMBOCTI MaTeMaTUYHUX KOMIIETEHTHOCTEH Juisl (axiBLiB 3
GameDev. MaTtemaTtnyiHi 3HaHHS MOXYTh JJOHOMOI'TH po3poOHuKkam [13 po3po0isiTi BUCOKOSIKiCHI
nporpamHi NmpoaykTu. Tomy Ha eTami HaBYaHHS BUKJIAJa4aM MaTeMaTHKH BaXKJIMBO 3aI[IKaBUTH
ctyneHTiB [T-rary3i y BUBYEHHI BiAMOBIIHUX PO3ALJIiB BUIOI MaTeMaTHKU. E(exTHBHIM Ha IIbOMY
NUIAXY € HaJaHHA iHpopMarii moa0 JOUITBLHOCTI 1 MOXKIMBOTO MPAKTHYHOTO 3aCTOCYBAHHS
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BIINOBITHUX MaTeMaTHYHUX 3HaHb Yy cdepi po3podku I[I3 Ha KOHKpETHHX TPHUKIAgax 3
MiAKpEecIeHHsM BIDIMBY MaTeMaTuku Ha [ T-kap’epy.

Karouosi cioBa: po3poOka irop; BekropHa anrebpa; Unity 3D; BekTop; MaTeMaTHYHI HAaBUYKU;
Matematrka B I T; po3poOka mporpamHOTo 3a0€31eYeHHS.

BCTYII

[Ipyn HaBYaHHI Ha YHIBEPCHUTETCHKHMX OCBITHIX MpOrpaMax 3 IMATOTOBKH MPOTPaMiCTiB
MOJEKYIN SK B KOJCKTHBI 3700yBadiB BHIOi OCBITH, TaK 1 cepel BUKIAJadiB MOCTAIOThH
MATAaHHS PO JOIIIBHICTh BUBUCHHS THUX UM IHIIUX PO3ILUTIB BHUINOI MAaTEMATHUKH 3 MO3MUIIIT
MOJAJIBIIOTO MPAKTUYHOTO BUKOPUCTAHHS B IPOdecii.

INocranoBka mpodaemu. Hepinko cepen CTyleHTIB Ha MOJIOALIMX Kypcax HaBYaHHS
BUHUKAE HEPO3YyMIHHS PpOJIi MaTeMaTHKH B MaiOyTHid mpodecii i HeOaxaHHS BUBYATH
BIJIMOBIAHI MaTeMaTH4Hi AUCUMILTIHU. [IpoTe OINbUIICTh CTYACHTIB B3KE 3 MOJOJIINX KypCiB
CBIZIOMO XOUYyTh HABUUTHCS PO3POOJISATH IrpU i TOMY BHOHMPAIOTh OCBITHIO TPAEKTOPIIO B
Hanpsimi GameDev.

3 iHmoro 60Ky, MepeBakHO Ha OCBITHIX mporpamax IT-cneniaabHOCTEH B yKpaiHCHKUX
BUIIAX BUKJIAQJauyl MaTeMaTHMYHUX JUCLMIUIIH MAalTh KIACHUYHY YHIBEPCUTETCHKY
MaTeMaTHYHY OCBITY 1 JOBOJIi 0OMEXKEHe, 3a3BHUail CyTO TEOPETHYHE PO3YMIHHS MOKIUBOTO
IPAaKTUYHOTO 3aCTOCYBAaHHS MAaTEMAaTUYHUX KOMIIETEHTHOCTEH B pO3poOIl MpOrpaMHOro
3abe3neuenHs (I13) 3aramom i GameDev 30kpema, 100 MOSCHUTH TPAKTHUYHI ACIEKTH
BUKOPUCTAHHA 1 TUM CaMHUM 3alliKaBUTH CTYJCHTIB y BHMBUYEHHI BIANOBITHUX TEM CBOIX
JIUCILIUILTIH.

AHaJIi3 0OCTaHHIX J0cTiAxKeHb i my0aikaniii. Posib 1 BOXITUBICTS BUBYCHHSI MATEMATHKU
IUIsl po3poOku pizHomaHiTHOTO [13 mocmimkyBanu pi3Hi HaykoBii. Tak, y mocmimpkeHHi [1]
JUHMIIIM BUCHOBKY, 1110 MaT€MaTHKAa YacTO ITHOPYETHCS B OCBITHIX Mporpamax 3 KOMIT I0OTEPHUX
HayK, Xoya BOHA Ma€ 3HA4YHWUU BIUIMB Ha Kap’epy I[T-¢axiBuiB. 3 mocBigy aBTOpa LLOTO
JIOCITIJIKeHHs O1IBIIICTh CTYACHTIB Ha IT-crenianbHOCTAX, 0COOIMBO B MEPIIi POKU HABUAHHS,
He OayaTh IepeBar MaTeMaTHKW JJi1 CBO€i MalOyTHbOI Kap’epu. A TOMy MaTeMaTuka
CpuiMaeThCsl K aOCTPaKTHUH IpenMeT, KU He Mae JKOJHOTO CTOCYHKY 10 poOoTH
npodeciiinoro po3pooHuka I13. V crarti [2] BHCBITIEHO pPI3HUI BIUIMB BUKOPHUCTAHHS
MaTeMaTHKH Yy PI3HUX OOJNacTsAX I1HXEHepii NMporpaMHOro 3a0e3neueHHs: Bil KPUTHYHO
BaXUINBOIO y cepl kibepOe3neku Ta mu@pyBaHHS TaHUX J0 MEHII BaroMoro y BeOpo3po0iii
ta TectyBaHHi [13. locniguuku [3], [4] noBoasTS, 1110 TporpaMmyBaHHs 3D-rpadiku Ta aHimMarii
B irpax mnorpelye peanizaiii MareMaTHYHUX PIBHSAHb. Y poOoTi [5] moka3aHo, sIK MOXHa
BEKTOpHY anreOpy 3aCTOCOBYBATH Ul KepYBaHHS pyXaMH IrpoBuX 00’€KTiB. ABTOp poOoTH
[6] mpomnoHye IHTErpyBaTH MaTe€MaTU4YHI OCHOBM B MIKHApOJHHUI CTaHAApPT 3 1HXKeHepii
nporpamuoro 3abe3neueHns IEEE Software Engineering Body of Knowledge (SWEBOK).

Meta crarTi: IpoaHai3yBaTy Ha NPUKJIAAaX POJIb 3aCTOCYBAHHS BEKTOPHOI aaredpu y
PO3po011i irop 3 METOIO 3alliKaBlIeHHs cTyAeHTIB IT-ramy31 y BUBUEHHI BIANOBIIHUX PO3JLIIB
BUIIIOT MAaTEMATUKH.
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PE3YJIBTATHU JOCIIKEHHSA

Amnari3z BakaHciil po3poonuka irop (Game Developer) Ha ykpaincekomy punKy IT-mparti
(https://www.work.ua/jobs-it-game+developer/) mnoka3ye mnepeBakHy BIJACYTHICTh YiTKHX
BUMOI JI0 CHEIiaJbHOI MaTeMaTHM4HOi MIATOTOBKM YW TO JO BOJIOAIHHA SIKUMOCH
MaTeMaTHYHUM Mpo¢eciiiHuM amapatoM 3HaHb. BopHodac momyssipHUMH € TpodeciiiHi,
HaByYaJIbHI KYpCH 3 PO3pOOKH 1rop, A€ Ha MPUKIIAIaX BUBYAEThCA MaTeMaTUYHA CKJIAJ10Ba s
GameDev [7], [8]. Amxe came 3a JOIOMOTOI0 MaTeMaTHYHOTO arapara B MPOrpaMHOMY KOJii
peani3yeThest moOyaoBa i BiIOOpa)KEHHS IPOBHX CIIEH, IMOBEIHKA, PyX 1 B3aEMOJIis ITPOBHUX
NEPCOHAXIB BIAMOBIHO 10 MOJIiH, IrPOBOrO OTOUEHHS Ta MPABUII TPH.

3arajioM rpa po3risaeThes K MaTeMaTUYHA CUCTEMA, sIKa HEMIEPEPBHO IIEPEMHUKAETHCS
MK Tig3agadaMd MPUHAOMY BXIIHHX JaHWX Bl TPaBIs, IX MaTeMaTHYHO-TIPOrPaMHUM
00pOoOJIeHHSIM Ta HAJACWUJIAHHSAM BUXIIHHUX JaHHUX, MEpeBakHO y Tpadiuniil dopmi a1
Bi3yaumizamii peakmii rpaBIs SK pe3yibTaT 3MIHEHHS BXiIHUX JaHUX Ha MEBHIW iTeparii rpu.
BaxnuBy ponps g peanizaiii AMHaAMIKH TPH BIAIrparOTh 3HAHHS 3 0a30BOi anreOpu Ta
TPUTOHOMETPIi 3 OISy MAaTEeMaTUYHOTO MOJETIOBAHHS MOBEAIHKH I'paBls (UM TO irpOBOTO
00’€KTa) y IeKapTOBill cucTeMi KOOpJUHAT iIrPOBOTO MOJIS.

3BayKarouMd Ha CYTTEBY POJIb MaTeMaTHYHUX KOMIIETEHTHOCTEH il po3poOHHKA irop,
B)XJIMBO 1€ MiJ Yac HaBYAaHHSA HAa MOJIOJIIMX Kypcax OakajaBpary 3 KOMIT'IOTEpHUX HayK
epeKTUBHO Ta pe3yJbTAaTHBHO BHKIAQJAaTH MAaTeMaTHKy CTYACHTaM  BiJIOBITHUX
cnerianbHocTei. J[oOpe, KoM BUKIagad MaTeMaTUYHUX AUCHUIUTIH BUOYIOBYE 1 TOJA€
HAaBYAJILHUN MaTepiall IIKaBO 1 3aXOIUTIOI0YE IS CTyIEHTIB [9]. FapHOIo MEPEKOHINBOIO
CTpaTeri€ro A LBOr0 € MiJAKPECIEHHS BIUIMBY MaTeMaTHKH Ha Kap’e€py, HalpuKial, B
GameDev. Jlns KOXHOI MareMaTHYHOI TEMHU BapTO HAJaBaTH TIOSICHEHHS 1 KOHKPETHI
NPUKJIAJAN MOXJIMBOTO MPAaKTUYHOTO 11 BUKoprcTaHHs B [T-cdepi.

Hoceiqueni (axiBili Ta BUKJIagadl MaTeMaTUKy [ 1] paasTe HABOJUTH TMapaseli 3B sI3KiB
MDK MareMaTu4yHolo Teopiero Ta [T-mpodecisimu, mo jgomomararoTb MiATPUMYBaTH
3alliKaBJIeHICTh ay JUTOPii Ta Oa’kaHHS BUUTHCS. KpiMm TOro, BUKIIaaueBl MaTeMaTUKH KOPUCHO
TUTATHCA CBOIM OCOOMCTHUM JIOCBiZIOM BHUKOpUCTaHHS MaTemaTwku B IT-mocmimkeHHAX 1
npodecii. Takuil miaxii MOXe pealbHO 3alllIKaBUTH Ta 3aXOINUTU CTYAEHTIB, SIKI MOXYTb
BUPILIUTH MPOJOBKUTH JOCIIKYBaTH BIAMOBIAHUI MaTeMaTHUHUH aniapaT y IPOEKTHiH rpyri
Yl TO HAyYKOBOMY TYPTKY MiJl KepiBHULTBOM BHUKJIanada. O6MiH ocobuctuM mpodeciiHum
JIOCBIJIOM SIK HIIIO 1HIIIE HATUXa€, MOTUBYE 1 CIIPHUsIE€ AUCKYCISIM Ta po3/yMaM cepesl CTYCHTIB
PO BJacHI HABUYKHU M 1HTEpecH, KaTalizye amOilii mpodeciiiHoro po3BUTKY.

Po3rnsHemMo mnpukiagy TOro, sK OAHE 3 HaWOUIbII aOCTPAaKTHUX 1 CKIAQAHUX JUIs
CTYCHTIB TIOHSATh MaTeMaTHKH «BEKTOPHW» MOYKHA TIOB’S3aTH 3 TMPAKTUYHUM BUKOPHUCTAHHSIM
B chepi GameDev. Hapasi BexkTopHa aireOpa sK po3Jil MaTeMaTHKH € BU3HAYaJIbHUM
IHCTPYMEHTOM Y po3po01Ii LIIKaBUX Ta 3aXOIUII0I0YHX irop. BekTopu BiAirpaioTh BaxIJIUBY pOJib
y BU3HAUEHHI pyXy IrpOBHX 00'€KTIB, B3a€EMO/Iii M’k HUMH Ta CTBOPEHHI PEaliCTUYHOTO CBITY
rpu. Bekropu € (yHIAaMEHTAIBHOI MAaTEeMAaTHYHOIO KOHIIETIIEI0, sIKa J03BOJISIE OMUCATH
HaNpsMOK 1 BEJIMYHUHY.

B irpoBux mporpamax BEKTOPH YacTO BHKOPHCTOBYIOTH JIJISI OMUCY (PYHAAMEHTATBHUX
BJIACTUBOCTEH IrpoBOT0O MEpCOHAXa: IMOJIOKEHHs, MIBUAKICTh PYXY, BiACTaHb MDK JBOMa
00’ extamu To1io. Kosken 00’ €KT y Tpi Ma€e CBOi KOOPJMHATH, SIKI BU3HAYAIOTH HOTO TIOJIOKECHHS
y BIpTyalbHOMY CBIiTi. 3aCTOCYBaHHS BEKTOPHOI aireOpH I03BOJISIE MPOrpaMicTaM TOYHO
BU3HAYHUTH [UISAX, IKAM Ma€ PyXaTHCsS MEPCOHaX UM TO IHIIMHA 00'€KT, 3a0e3medyroun mpu
[[LOMY TUIABHICTh Ta PEaTiCTHUHICTh Horo pyxy [10].
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[Mpuknan koxy moBoto C# miist irpoBoro cepenosuiina Unity 3D neMoHCTpye METO pyXy
rpaBIs y JBOBUMIPHOMY MPOCTOPI, Je MeToa Update () BHUKOHYETHCS IMKIIYHO 3 KOKHHM
OHOBJICHHSIM KaJIpa:

public float moveSpeed = 5f; // llBuoxicTe pyxy I'paBLd
void Update ()
{
float horizontalInput = Input.GetAxis ("Horizontal");
float verticalInput = Input.GetAxis("Vertical");
Vector movement = new Vector (horizontallInput,
verticalInput, 0f) * moveSpeed *
Time.deltaTime;
transform.pos += movement;

}

Tyt moveSpeed — 1€ MBHIKICTh PyXy TIpaBis; Time.deltaTime — 4yac Mixk
MOTOYHHMM Ta TOTEPEAHIM KaJpaMH, HOro 3HAUCHHS BiJIMOBIAA€ 3a Te, MO0 pyX Trpasls OyB
IUIaBHUM, Oe3 puBKiB. Lle 3HaYeHHs MiJUIAIITOBYETHCS aBTOMATUYHO MiJl (JaKTHUHY YacTOTY
KaJ[piB MOHUTOpA Ha KOHKPETHOMY KOMII FOTEpi.

Buximk KOHCTPYKTOpa Vector 3 napamMeTpamMu horizontalInput,
verticalInput Tta Of cTBOprOE BEKTOp movement, SKUU 3a4a€ HAUpPsIM PyXy TpaBLs y
JIBOBHMIPHOMY ITPOCTOPI, BIATIOBIAHO A0 KOMaH/1 KOPUCTyBava (HATUCKAaHHS KJIaBilll KEPyBaHHS
pyxoM rpaBis). Bektop movement € HOpMmai3oBaHUM, TOMY Tpeba MOMHOXXUTH HOro Ha
HIBHJIKICTh TpaBllsl moveSpeed Ta Ha Yac OHOBJIEHHS OJHOTO Kajpy. 1o cyTi, Takuii BEKTOp
MOXHA pO3INIAJaTh SK KIHLEBY TOYKY, B sIKIi Mae onmuHUTHCA rpaselb. Habip Takoro pomy
BEKTOpIB Ha KOOPJAMHATHIN IMJoUIMHI (popMye BiJICTaHI B MOYATKy KOOpAMHAT (JIOKauii Ha
IrpoBOMY MOJI1) 10 IPaBLis 1 A0 BCiX HasBHUX 00 €KTIB Ha iIrpoBoMy mouii. JlogaBaHHS BEKTOpa
pyXy TpaBIsl movement J0 BEKTOpa MOIMEPEIHBOI MO3MINi TpaBls (MMOTOYHUX KOOPIHHAT
00’ekta) transform.pos ¢opMye pyx 00’exTa.

[H110F0 BaXITMBOIO c(heporo 3acTOCYBaHHS BEKTOPHOI ajareOpu 1 MaTeMaTUKH B LIIJIOMY B
po3po0Il irop € MOoJeNi IITYYHOrO IHTENeKTy s (OpMyBaHHS IOBEAIHKM HEIrPOBUX
nepcoHaxiB (Non-Player Character, NPC). Bekropu MOXyTh BHUKOPHUCTOBYBATHCS IS
BHU3HaueHHs MapuipyTy pyxy NPC, ixHboi peakiiii Ha 3MIHH Y CEpeIOBUIII T'PU Ta B3aeMOJII 3
1HIIMMHU 00’ ekTaMu i nepcoHaxkamiu [11]. Lle n03Bosie cTBOpIOBAaTH IMTUOOKUI IrpOBUIA CBIT,
ne koxeH NPC mae cBow yHIKalbHY NOBEIIHKY Ta pearye Ha Aii rpaBusd. Bexrtopu
BUKOPUCTOBYIOTBCS JUIsI BU3HAUEHHSI MapIIPYTIB pyXy 00’ekTiB y rpi. Hampukmnan, BekTopu
MO’KYTh BKa3yBaTH HaIPSIMOK PyXY, IIBUJKICTh Ta TOUKY npu3HaueHHs 4t NPC a0o 00’€kTiB,
SK1 pyXaloThCs MO 3aJaHOMy HUIAXY. Tak, B po3poOneHiit rpi «KocMidHa JIyenb» BEKTOPHY
anre0py BUKOPHUCTAHO ISl peaizailii MoBeIIHKHA BOPOIKOT paKeTH:

transform.pos = Vector.MoveTowards (transform.pos,

player.transform.pos + addRandomToGo, speed *
Time.deltaTime) ;
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TyT pyxX pakeTu BiZOyBa€eTbCs LUIAXOM INEPIOJUYHOTO JOJABAaHHS JIO KOOPIUHAT
IOTOYHOI MO3HMIiT paKeTH 3HaueHb BeKTopa addRandomToGo, KU 33/1a€ 3MILIeHHS 00’ €KTa
B 33JJaHOMY /11a11a30H1 3HAYCHb:

addRandomToGo = new Vector (Random.Range (-stopDistance+0.1f,
stopDistance-0.1f), Random.Range (-stopDistance +
0.1f, stopDistance - 0.1f));

Bu3HaueHHs BiJICTaHI MK IIOTOYHOIO IO3MINEI0 00’ekTa (transform.pos) i
MO3HUIIIE0 TpaBls (player.transform.pos) y BEKTOpl BU3HAYAEThCs 3a hopmysioro (1):

d=+/(x2 — 21)* + (12 — 11)? (1)
ne d — Bigcranb MiK JBOMa TOYKamMH (X1, Y1) — KOOpAMHATAMH MO3HIIii TPaBIs
(player.transform.pos) Ta (X2,Y2) — KOOpPAMHATAaMU IIO3MIi  BOpora

(transform.pos).

BunankoBuii napamerp addRandomToGo, JoJaHUM 1O BEKTOpa MO3ullli 00’€KTa
player.transform.pos y  MeToml Vector.MoveTowards, 3agae IIEBHY
HerepeabdauyBaHicTh pyxy transform.pos. Tperiit mapamerp (speed * Time.deltaTime)
3a/1a€ MIBUAKICTh PyXy BOpoxkoro o0’exra (puc. 1). biakutHuii Ta yepBOHUHN COlAM HA LILOMY
PUCYHKY ITOKa3yIOTh HAMPSMH PYXy I'PaBIls Ta BOPOTa BiJIIMOBIIHO, OCKUIBKH B 1HIITHI CITOCIO
Ha CTATUYHOMY PUCYHKY CKJIQJHO IIPOJEMOHCTPYBAaTH AUHAMIKY 00 €KTIB y I'pi.

Puc. 1. Bizyanizayis pyxy ieposux 06 ’ekmis:
a) 80podica pakema pyxacmvcs 60iK epasysi;
0) pyx 6opoza 6i0 epasysl, Koau 8i0CMans MidC HUMU Mald

Pyx 006’exTiB Ha irpoBOMY I0JII MOK€ OYTH HE JIMIIE MPAMOTiHIHHUM. [{71s1 mporpaMHoi
peasizaliii MOBOPOTY IrPOBOT'O BOPOKOTO 00’ €KTa MOTPIOHO OOYUCTUTH KYT MK ITUM 00’ €KTOM
1 TpaBIeM y JBOBUMIpHIi TuomuHi (puc. 2).
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N
> 4

X
Puc. 2. I'eomempis nosopomy icpogoeo 06 ’ekma Ha 3a0aHutl Kym HA8KOL0 Ne8HOi OCi

ToOTo MOBOPOT QopMyeThCs depe3 OOUYMCICHHS apKTaHTeHca KyTa MK Biccro X i1
KoopauHaTamu 00’ €ekTa (X, Y) y IeKapTOBiil CHCTeMi KOOpIWHAT SIK MPOEKIIIi BeKTOpa Ha oci X
ta Y BianoBigHo. [yig nporo y gyHkiito Mathf.Atan2 () mepeaaroTbCs pi3HUI KOOPAUHAT
1o oci Y Mix TpaBieM i 00’€KTOM Ta 1Mo oci X MiX TpaBIeM i 00’ €KTOM SIK NEPUINA Ta APYTHA
apryMeHTH BiJIIOBIAHO:

float angle = Mathf.Atan2 (playerPosition.y -
transform.pos.y, playerPosition.x -
transform.pos.x) * Mathf.Rad2Deg;

Tyt pynkuist Mathf.Atan2 () oOuyuciIOe 3HAaUEHHS KyTa B pajiiaHax, & MHOKEHHSI Ha
KOHCTaHTy Mathf .Rad2Deg, sika nopiBHtoe 180/m, mepeBOIUTD 11€ 3HAUYCHHSI Y TPalyCH.

@parMeHT NporpaMHoi peaizalii MOBOPOTY iIrpOBOrO BOPOXKOT0 00’ €KTa BOIK I'paBId y
MeToal Scale () :

public void Scale()
{
Vector playerPosition = player.transform.pos;
float angle = Mathf.Atan2 (playerPosition.y -
trasform.pos.y, playerPosition.x -
transform.pos.x) * Mathf.Rad2Deg;
Quaternion rotation = Quaternion.AngleAxis (angle,
Vector.forward) ;
transform.rotation = Quaternion.Slerp(transform.rotation,
rotation,
5 * Time.deltaTime) ;

Tyt maremaTudHa CTPyKTypa KBaTepHiOH (Quaternion) ¢dopMmye MOBOPOT Ha
3aJlaHUi KyT HaBKOJIO 1eBHOT oci. KyT, Ha skuif ciif MOBEpHYTH 00'€KT, 3aa€ETHCSI 3MIHHOIO
angle, a Bich IOBOPOTY — BEKTOpoM Vector . forward, skuii Bka3ye Ha Bick Z (0, 0, 1).
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Metox Quaternion.AngleAxis 0OYHCIIOE KBAaTE€pHIOH, TOOTO IMOBOPOT Ha angle
rpaayciB HaBKOJIO OcCi Z.

Meron Quaternion.Slerp () 3IIMCHIOE IJIABHY I1HTEPIOJAIIID MK MOTOYHUM
obepranHsM 00’ekTa (transform.rotation) i HiIbOBHM obOepTaHHsAM (rotation) 3a
noromoroto cepuunoi minidHOT iHTepmoismii (puc. 2, 3). 3aramoMm cdepuuHa JiHiiiHA
inTepnioisiist (Spherical Linear Interpolation, Slerp) € meromom iHTEpHOJAIIi MK JBOMA
KBaTEpHIOHAMH, SIKUH 3a0e3nedye piBHOMIpHHMH 1 TUIaBHUN mepexiny mix HumH [12]. Slerp
BUKOPHUCTOBYEThCS JUIsl OOEpTaHHS B JBO- Ta TPUBHUMIPHOMY IpOCTOpax. Y HaBEACHOMY
NpHUKIaai 3a0e3MedeHHs] MOCTIHHOI MIBHAKOCTI OOEpTaHHS KOHTPOIIOETHCS IMapaMETPOM
5 * Time.deltaTime.

Puc. 3. Ilosopom sopocié 60ik epasysi:
a) 6i3yanizayis NOBOPOMi6 080X BOPOHCUX 00 €EKMIB;
0) OinuMU TTHIAMU NOKA3AHO pe3yabmam cghepudnoi NinilHOI IHmepnoayii; Koau epaseys
pyxaemucs, 6opo2am nompiben yac, wjod n0GEPHYMuUCcs 00 Hb020

HaBeneni mnpukimagu 3acTOCYBaHHS €JIEMEHTIB BEKTOPHOI anredpu € HaoYHOK
JIEMOHCTPAIII€0 aKTyaJIbHOCTI Ta BaKJIMBOCTI MAaTEMaTUYHUX KOMIETEHTHOCTEH 1151 (haXiBLIiB
3 GameDev. BektopHa anreOpa BHKOPHUCTOBYETHCS JII MOJCIIOBAHHS (DI3UUHUX SIBUI 1
3a0e3MeueHHs] PeaTiCTUYHOIO CIPUMHATTS TpaBIsIMH irpoBoro cBity. Ilo-mepie, 3aBasku
3aCTOCYBAHHIO BEKTOPHOI aJreOpu MOKHA peaslicTUYHO BIATBOPUTH TIpasitauito. Tak, 3a
JIOTIOMOTOI0 BEKTOPIB MOKHA BHU3HAYUTH CUIIY TsDKIHHS, SIKa Ji€ Ha 00’€KT, Ta BiJIMOBIIHO
BU3HAYHUTH HOTO0 NUISIX pyxy. [lo-apyre, BekTopHa anredpa 103BOJISIE MOICTIOBATH CHITY TEPTS
MK MOBEPXHSAMH y Tpi, IO J03BOJISE€ PEaiCTUYHO MOJENIOBATH Pi3HI BapiaHTH B3ae€MOIIT
rpaBlsl 3 HasBHUMHU Ha 1oyl 00’ekTamu. ToOTO MOXKHA B pi3HMI cHOCIO BIATBOPIOBATH pyX
00’€KTa MpH B3a€MO/II1 3 pI3HUMH THIIaMHU TOBEPXOHb: BIAIITOBXYBATUCH BiJl CTIHU YH TO 1HIIOT
MOBEpPXHi, 3MIHIOBAaTH pyX BiJ yAapy 1HIIOro TpaBls abo BHOyXy 3 ypaxyBaHHSIM Macu Ta
BiJICTaHi /10 00’ €KTa BILTUBY TOIIIO.

BUCHOBKU TA HEPCIIEKTUBU ITOJAJIBHINX JOCJIIIKEHD

MaremaTika B LIJIOMY, SK 1 BEKTOpHa anreOpa 30Kpema, Bilirpae Ba)JIUBY pOJIb y
CTBOPEHH1 PEAJICTUYHOI Ta 3aXOIUIIOI0Y0i MOBEIIHKM O0’€KTIB Y KOMII'IOTEPHUX Irpax,
3a0e3meuyrourd YHMCIeHHI acleKTH IrpoBoi MexaHiKM # BinTBopeHHs rpadiku. Bekropu
BUKOPUCTOBYIOTb JIJISI TTOJTAHHSI TIOJIOKEHHSI, HATIPSIMKY Ta IMIBUKOCTI PyXY, BIUTUBY 30BHIIITHIX
CHWJI, HaNpHKIAJ, CUJI TSOKIHHA 1 TepTs, Ta 06araTboX IHMIMX (I3UYHUX BEIMYUH Y JABO- Ta
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TPUBUMIPDHOMY MpOCTOpax. MaTeMaTuuHi 3HAaHHS TOTCHIIHHO MOXYTh JIOTIOMOITH
po3poOHukam I13 po3po0asTH BUCOKOSAKICHI TPOTrpaMHi IPOTYKTH.

CryniHb 3aCTOCYBaHHS MaTEMATHKU 3IMIIAETHCSA MPEIMETOM aKTHBHUX Je0aTiB Mix
TUMH, XTO BUCTYIAE 32 CYyXHM KJIIACHYHUI MiIX1/1 BUKJIAJaHHS YCIX MAaTeMaTUYHUX AUCLUILIIH
«MO0-MAaKCUMyMy», 1 THMH, XTO BHCTYNa€ 3a MiHIMI3alil0 MaTeMaTHYHOI CKJIaJIO0BOi Yy
MIArOTOBII  MaiOyTHIX mporpamicTiB. HacmpaBmi o0csSrm BUKOPUCTaHHS 1HXKEHEPOM-
IpOTPaMiCTOM CHENiaJbHUX MaTeMaTHYHHX 3HAHb 3aJIe)KaTh BiJ KOHKPETHOI MpeIMEeTHOT
o0yacTi, B sKii mpariftoe daxiBelp.

Ha erami HaB4aHHS BUKJIaladaM MaTeMaTHKU BAXJIMBO 3allikaBUTH cTyAeHTiB IT-ramysi
y BUBYCHHI BIJIMOBIIHUX PO3LTIB BHIIOI MATEMATHKU. AJDKE 3 PI3HUX MPUYHMH, Y TOMY YUCI
Yyepe3 CKJIAAHICTh COPUHHATTA AITbMU 3HAHb y JIUCTAHLINHIN (opmi HaBUaHHS, 1O SKOI
yYKpalHChKe CyCHIUIbCTBO Nepeliuio crnoyaTky depe3 nangemiro COVID-19, a 3romom uepes
Bil{HY, CIIOCTEPIraeThCsl 3HIKEHHS SIKOCTI MAaTEeMaTUYHUX 3HaHb. TOMY BaXITUBUMH € TIOUTYKH
MOKJIMBUX HUIAXiB MpoOyautu OaxxaHHs BUUTHCS. EQEeKTHBHUM Ha I[bOMY LUISIXY € HaJaHHS
iHdopmaii MOa0 JOUUIPHOCTI Ta MOXKIMBOTO MPAKTUIHOTO 3aCTOCYBAaHHS BIIOBIIHUX
MaTeMaTUYHUX 3HaHb y cdepi po3podku [13 Ha KOHKPETHUX MPUKIAAaX 3 MiAKPECICHHIM
BIUTMBY MaTteMatuku Ha [T-kap’epy.
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VECTOR ALGEBRA FOR GAMEDEV

Abstract. The article highlights the importance of mathematical skills development among IT
students for working with various software and Game Development (GameDevV) in particular. It is
the mathematical tools in the software code that realize the game scenes construction and displaying
as well as the game characters’ behavior, movement and interaction correlated with events, game
environment and rules. The objective of the article is to analyze the role of Vector Algebra
application in the Game Development field using case studies to motivate IT students to take the
appropriate sections of Higher Mathematics. In game programming vectors are often used to
describe a game character’s fundamental characteristics: position, velocity, and distance between
two objects. Each object in the game has its own coordinates which determine its position in the
virtual world. The implementation of Vector Algebra allows programmers to accurately determine
a character’s or object route ensuring the movement smoothness and realism. The specific examples
of C# program code fragments for the Unity 3D game environment were considered to demonstrate
the methods of the player’s movement in the virtual space. The results demonstrate that the
mathematical modeling of the player’s or object behaviors on the playing field in the Cartesian
coordinates is impossible without Vector Algebra and Trigonometry expertise. The given examples
of Vector Algebra elements tailoring in curriculum are an evident demonstration of the relevance
and importance of mathematical competences for Game Developers. Mathematical knowledge can
be beneficial for Software Developers in designing high-quality products. IT students” motivation
supported by Math teachers has an influential effect on studying the relevant sections of Higher
Mathematics. The introductory information about the case studies, expediency, further application
of relevant mathematical knowledge and its impact on IT career in Software Development field
might be rather effective.

Keywords: Game Development; GameDev; Unity 3D; Vector Algebra; Vector; Math skills; Math
in IT; Development Software.
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