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MATEMATHUYHI METOJAU BUSHAUEHHSA KOJII3IA
B KOMII'IOTEPHHUX IT'PAX

BiHHUIbKWH HalliOHAJIbHUYM TEXHIYHUU YHIBEPCUTET

AHoTaNisn

Y ecmammi posenadaromeca mamemamuuni Memoou eusHayeHHs KoNi3it y Komn tomepHux iepax. Ilokasano, wo 3adaui
BUABTICHHSL 3IMKHEHb [2pOBUX 00 €Kmig 0a3ylomvbcs HA anapami eUWOT MAMemMamuKy, 30Kpema aHalimudHoi seomempii,
6eKmopHoi ma ninitinoi aneeopu. Hagedeno ocHo6HI aneopummu UHAYEHHA KOMI3ill Y 080GUMIPHUX MA MPUBUMIDHUX i2DOBGUX
cepeoosuwax, a maKoic Memoou onmumizayii nepesipox.

KaiouoBi ciioBa:komIT 10TepHi irpu, Kouisii, BUIlla MaTeMaTHKa, BEKTOPH, irpoBa (iznuka

Abstract

The article considers mathematical methods for collision detection in computer games. It is shown that collision detection
problems are based on higher mathematics, including analytic geometry, vector algebra, and linear algebra. Basic collision
detection algorithms for 2D and 3D games, as well as optimization techniques, are described.
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Beryn

Komm’roTepHi irpu € CKiIafHUME IPOTPaMHUMU CHCTEMaMH, SIKi TOETHYIOTH Tpadiky, Qpi3uKy, MaTeMaTuKy Ta
aIropuTMiuHe mporpaMyBanHs. OIHIEIO 3 KIIIOYOBHX 33124 MPU pO3pOOIIi irop € BU3HAYCHHS MOMEHTY 3ITKHEHHS
00’€KTiB MK C00010 a0 3 elleMeHTaMH irpPOBOTO CcepeloBUINA. Taki 3ITKHEHHS Ha3UBAIOTHCS KOJIi3iMH.

be3 mpaBmiIbHOTO BHM3HAUCHHS KO3l IrpOBHMH IPOIEC BUIJISAE HEPEATICTUYHUM: HEPCOHAXKI MOXYTh
MPOXOJUTH KPi3b CTiHH, IPEAMETH — HAKJIAJAATUCSA OJMH Ha OJHOTO, a (i3uKa pyxy crae HeKkopekTHow. Came
TOMY QJITOPUTMH BU3HAYEHHSI KOJIi3il € 000B’I3KOBOIO YACTHHOIO OYAb-SIKOT'O Cy4aCHOTO irPOBOTO PYIIisL.

JInst po3B’si3aHHS i€ 3a1a4i MUPOKO 3aCTOCOBYIOTHCS MaTeMaTHYHI METOAM 3 PO3IIIIIB BHIIO MAaTEMaTHKH,
30KpeMa aHAIITUYHOI TeOMeTpii, BEKTOPHOI anreOpu Ta eJIeMEHTIB MaTeMaTHYHOTo aHanizy. Y naHiidi poOOTi
PO3IIISIAIOTECS OCHOBHI MaTeMaTH4HI MIiIXOIW 10 BU3HAYEHHsS KOJI3id Ta iX NpaKTUYHE 3aCTOCYBaHHS B
MpoTrpaMyBaHHI KOMIT FOTEPHUX irop.

IlocTanoBka 3agavi 70CTiTKEHHA

OCHOBHOIO 33/1a4€10 JOCHIPKEHHS € aHaNi3 MaTeMaTHYHUX METO/IIB, 1110 BUKOPUCTOBYIOTHCS 11l BU3HAYCHHS
3ITKHEHb MK 00’ €KTaMHt y JBOBHUMIPHHUX Ta TPUBUMIPHUX KOMIT FOTEPHUX irpax.

JIy1st MOCATHEHHS MOCTaBICHOT METH HEOOXITHO:
PO3TIISIHYTH TOHSTTS KOJi3i1 Ta 11 poJib y KOMI IOTEPHUX irpax;
JOCTIIIUTH OCHOBHI T€OMETPHUYHI MOJIeJIi 00’ €KTIB;
OIMCAaTH MaTeMaTU4Hi (POPMYIIH, SIKi 3aCTOCOBYIOTHCS JIJIS IEPEBIPKH 31TKHEHB;
MOSICHATH TPUHIUI POoOOTH X (OPMYJT 3 TOUKH 30py MPOTpaMHOI peasizaliii;

®  [I0Ka3aTH B3a€MO3B’ 30K MIXK BHII[OI0 MAaTEMATHKOIO Ta allTOPUTMaMU MPOTPaMyBaHHSI.

OO0’ eKTOM JIOCHTIKEHHS € irpoBi 00’ €KTH Ta iX B3a€MOJisl Y BIpTyaJIbHOMY CEPEAOBHILI.
[IpenMeTom nOCHIKEHHS € MATEMaTUYHI METOI BU3HAYCHHS KOJi3ii MiXkK IIUMHU 00’ €KTaMHU.



Bukisax ocHOBHOr0 Matepiany
1. IMouATTH KOJIi3ii B KOMII'IOTEPHHUX irpax
Komizieto Ha3nBaoTh MOMEHT, KOJH [1Ba a00 Ounblie 00’€KTIB 3aliMalOTh CHUTBHY OONAacTh MPOCTOpY. Y
KOMIT IOTEpHHX irpax e Mo)ke OyTH 3iTKHEHHS IEpCOHaKa 31 CTIHOI0, KyJIi 3 BOpOroM abo IpeaAMeTa 3 TOBEPXHEIO.
Jia coporieHHsT OOYHCIeHbh CKIaAHI 00’€KTH 3a3BHYail 3aMiHIOIOTh NMPOCTUMH TEOMETPHYHUMH (irypamu:
MPSIMOKYTHUKaMH, KOJIaMH, cepaMu a0o mapaseernine/1aMu.
2. Metoa o0Me:KyBaJIbHUX NPSIMOKYTHUKIB (AABB)
OpHyUM 3 HaWMOMIMPEHININX METOMIB BU3HAYCHHS KOII3iil € METOJ OChOBO-OPIEHTOBAHHX OOMEKYBAIbHUX
npsimokyTHHKIB (AABB — Axis-Aligned Bounding Box).
Hexaif maemo nBa mpsmoxkyTHukn A 1 B. Komizis BigOyBaeTbcs TOAi, KOJM BOHU TMEPETHHAIOTHCS MO 000X
KOOPANWHATHUX OCSIX.
MareMaTH4HO e 3aIHCY€ThCS TaK:
Axl < Bx2 | Ax2 > Bxl
Ay1 < Byz i Ayz > Byl

ae:
e Ay, Ay1— KOOpIUHATH JTiBOTO HIDKHBOTO KyTa MPSIMOKYTHHUKA A;
e Ay, Ay2 — KOOPIUHATH PABOTO BEPXHBOI'O KyTa MPSIMOKYTHHUKA A;
®  aHAJOTIYHO IS NPSIMOKYTHHKA B.
ITosicHeHHs:

Sxmo xoda 6 MO OAHIN Oci MPSAMOKYTHUKH HE MEPETUHAIOTHCS, TO 3iTKHEeHHS HeMae. Lleit MmeTon mpoctuit y
peaumizarii Ta MBHIKAN, TOMY 9aCTO BUKOPUCTOBYETHCS Y 2D-irpax.

3. BuzHauyeHHs KOJi3il M’k KoJaMu
Jia kpyriux 00’ €KTiB 3pyYHO BUKOPHCTOBYBATH (DOPMYITY BiJICTaHI MiXK TBOMa TOYKAM.

d= \/(XZ -x1)?2 + (y2 - y1)?
Koimi3sist BUHHKAE, SIKIIO:
d<n+rn
ne:
® r1ir— paxiycu JBOX KiJl.

IToscHenus:

Skio BiicTaHh MK IIEHTPaMM Kil MEHIa abo JOPIBHIOE CyMi iX pajiyciB, TO Koja HepeTHHawoThes. Llei
METO/T aKTUBHO 3aCTOCOBYETHCS JIJIS TIEPEBIPKU 3ITKHEHD KYJIb, IEPCOHAXKIB 200 BOPOTiB.

4. Buxopuctanns BekTopiB y 3D-irpax

Y TpuBHMIpHHUX irpax BaKIIUBY pOIIb BiJlirpae BeKTOpHa anreOpa. BeKTopr BUKOPHUCTOBYIOTHCS IS OMHCY
MOJIOKEHHS, IIBUJIKOCTI Ta HAMPIMKY pyXy 00’ €KTiB.
CkasipHuii J00OYTOK IBOX BEKTOPIB BU3HAYAETHCS (DOPMYIIOHO:

d-b=ldllblcose
ne 6 — KyT MiXK BEKTOpaMH.
[TosicHeHHs:
CkansipHuii 100yTOK O3BOJISE€ BU3HAYUTH, YA PyXa€ThCsl 00’ €KT Y HANPSIMKY 1HIIOTO 00’€KTa, 10 KOPUCHO
JUIsl IPOTHO3YBAHHST MOXKITMBUX 31TKHEHb.



BucHoBkn

VY naHiii po6oTi OyJI0 pO3TIITHYTO OCHOBHI MATEMAaTUYHI METOIM BU3HAYCHHS KO3l Yy KOMII FOTEPHHX irpax.
[Tokazano, mo edeKkTHBHA peami3allis 3ITKHEHb HEMOXIIMBA 0€3 BUKOPHUCTAHHS 3HAHb 3 BHINOI MaTEMaTHKH,
30KpeMa aHaTITHIHOI TeOMEeTpii Ta BEKTOPHOI anreopu.

PosrisaryTi Metoan, Taki sk AABB, nmepeBipka Bi/icTaHi Mk KOJaMH Ta BUKOPHCTAaHHS BEKTOPIB, € OCHOBOIO
TS TIOOYIOBH CKITAMHIMNX (hi3MIHUX Mojeleil. BoHN M03BOMNSIOTH JOCATTH OalaHCy MiX TOYHICTIO OOYUCIIEHB
Ta MPOJYKTUBHICTIO POTpam.

TakuM 4MHOM, MaTeMaTHYHI METOAHW € HEBiJ €MHOIO YaCTHHOIO MPOTpaMyBaHHS KOMIT IOTEPHHUX irop i
BiJIrpatoTh KIIOUOBY POJIb y CTBOPEHHI PealliCTHYHOTO Ta CTA0LILHOTO iIrPOBOTO MPOIeCy .
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