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3ACTOCYBAHHA MATPHILb I BEKTOPIB
Y KOMIIP'IOTEPHIAU I'PA®PIII TA ITPAX

Binaunbkiil HalliOHATEHUHN TEXHIYHUHN YHIBEPCUTET

AHoTauis

YV pobomi poszenanymo mamemamuuni 0OCHOBU SUKOPUCHAHHA MAMPUYb i 6eKMOpie y Komn tomepHii epagiyi ma
Komn tomepuux izpax. Hasedeno npuxkiaou 6eKmopHux i Mampuinux onepayitl, wjo 3acmocogyiomucs 018 2e0MempUIHUX
nepemeopenb 00°ckmie y 060- ma mpusumipHomy npocmopi. Ilokazano 3HayenHs NiHIUHOI ancebpu Ona peanizayii
aHimayii, oceimieHHs ma QizuKu pyxy 8 icposux pyulisx.

Kurouosi ciioBa: : MaTpuili, BEKTOpH, KOMII'IoTepHa Tpadika, irpu, JiHiliHA anredpa.

Abstract

The paper considers the mathematical foundations of using matrices and vectors in computer graphics and computer
games. Examples of vector and matrix operations used for geometric transformations of objects in two- and three-
dimensional space are presented. The importance of linear algebra for animation, lighting, and motion physics in game
engines is shown..
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Kowmm’totepra rpadika ta po3poOka KOMIT' FOTEPHUX irop TICHO TIOB’s3aHI 3 BUKOPHCTAaHHSIM
MeTOJIIB BUIIOi MaTeMaThku. OCHOBY OUIBLIOCTI alropuTMiB 00poOku TpadiyHoi iH(DOpMalii
CTaHOBHTH JiHIiHA anre0pa, sika Onepye TaKUMHU TOHSATTAMH, SIK BEKTOpH Ta Marpumi. Came mi
MaTeMaTH4Hl amapaTH 03BOJIAIOTH (hOpMali3yBaTH T€OMETPHUYHI MEpPETBOPEHHS Ta OINUCYBAaTH
MOBEIIHKY 00’ €KTIB Yy BipTyaJIbHOMY IIPOCTOPI.

Bekropu y komm’ioTepHiii rpadini BUKOPUCTOBYIOTbCA JUIS 3a/JaHHS KOOPAMHAT TOYOK,
HaNpsIMKIB pyXY, IIBUJIKOCTI Ta IPUCKOPEHHS. BEKTOp MONI0XKEHHS TOUKH Y TPUBUMIPHOMY IIPOCTOPI
3aJ]a€ThCS Y BUIIISAI

r=(xy,2)".

IlepemimieHHs 00’ €kTa B MPOCTOP1 OMUCYETHCS ONEPALI€I0 T0AaBaHHS BEKTOPIB

r=r+v,

7e Vv — BeKTop nepemimeHHs. Taki omepaiii 3aCTOCOBYIOTBbCS il 4ac MOJEIIOBAHHS PYyXY
MIEPCOHAXIB, 00 €KTIB CLIEHU Ta KAMEPU CIIOCTEPEIKEHHS.

JInsi BHUKOHAHHS TEOMETPUYHHX TEPETBOPEHb, TaKUX SK TIIOBOPOT, MaciITaOyBaHHS Ta
BIJOOpaXX€HHs, BHUKOPHUCTOBYIOTHCSI MaTpulli. 30KpeMa, MaTpulll IOBOPOTY Ha KyT @ Yy
JIBOBUMIPHOMY ITPOCTOP1 MA€ BUTJISIA:

R =|cosp —sing
sing  CcosQ

VY TpuBHMIpHIl KOMI'IOTE€pHIA Trpadilli HIMPOKO 3aCTOCOBYIOTHCS OJHOPIAHI KOOPAWHATH, SIKi
J03BOJISIFOTh 00’ €THYBaTH JIEKUJIbKa TIEPETBOPEHb B OJNHY MAaTpUYHY orepaiito. [lepeTBopeHHs
KOOP/AMHAT TOYKHU 3/IHCHIOETHCS 3a (HOpMYII0I0

X'y 7z 1T=M- [xyz 1],

ne M — matpuns po3mipHocTi 4%4. Takuil miaxiJ € CTaHJAPTOM y Cy4YacHHUX rpadiyHHX Ta
ITPOBUX PYUIISIX.

Bekropna Ta MaTpuuHa anreOpa TaKOX BUKOPUCTOBYETHCS JJISI PO3PAXYHKY OCBITJICHHS Ta
B3aeMO/I1 00’ €KTiB. 30KpeMa, CKaISIpHUN TOOYTOK BEKTOPIB 3aCTOCOBYETHCS Il BUBHAYEHHS KyTa
MK HaPSIMKOM CBiTJIa Ta HOPMaJUTIO J0 TIOBEPXHi, 1110 BIUIMBAE HA ICKPABICTh OCBITICHHS.

OTxe, BUKOPUCTaHHA MaTpHIlb 1 BEKTOPIB y KOMII'IOTEpHIM rpadimi Ta irpax HIATBEPIKYE
BXXJIUBICTh BUBYEHHS KYpCY BHUILOI MATEMATHKH VIS IMIITOTOBKH (paxiBLiB y rany3i iHpopMaLiiHux
TEXHOJIOTiM. 3HaHHS JiHIMHOI anredpu € HeoOXIAHOK OCHOBOIO JUIsl CTBOPEHHSI peaniCTUYHUX
Bi3yaJIbHUX €(EeKTiB, aHIMAIlil Ta IHTEPAKTUBHOI'O irpOBOT'0 CEPEIOBUIIIA.
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