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BEKTOPHI OIIEPAIIII B 3D-T'PA®IIII
BinHunbkuii HaliOHATBHUN TEXHIYHUNA YHIBEPCUTET
AHoTanis
Y Oocnioowcenni posensinymo OCHOGHI mMunu 6eKmOpHUX onepayiil — 000a8aHHSA, BIOHIMAHHA, CKAJIAPHULU maA

8eKMOpHULl 000YMKU, HOpMAi3ayilo ma nepemsopenHs KoopOunam. Iloxkazano iXHE 3acmocy8aHHs 6 3a0auax
KoMN TomepHoi epapixu: obyucienni Hopmanet 00 NO8epPXotb, peanizayii Mooenei 0Ceimients, GUHAYeHHI GI0OUmMmMsL
ma 3aN0MIeHHA, a maKoxc y nobyoosi kamep i mpancgopmayiax o6 ’ekmig. Bukopucmarnns eekmopHUx onepauii
003601s€ docsieamu peanicmuunocmi 3D-cyen, onmumizyeamu ancopummu penoepuHzy ma RIOGUWUMU MOYHICMb
QDI3UUHO-KOPEKMHO20 MOOQENIO8AHHS.

KimouoBi cioBa: 3D-rpadika, BexTopu, CKaJspHHH TOOYTOK, BEKTOPHHH AOOYTOK, HOpMali, TpaHC(hOpMaIlii,
OCBITJICHHS, KOMIT IOTepHa Tpadixa.

Abstract

This study examines the main vector operations—addition, subtraction, dot product, cross product, normalization,
and coordinate transformations. Their applicationsin 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

Cyuacna 3D-rpacdika, mo BHKOPHCTOBYETHCS Yy Bifeoirpax, aHimarii, KIHOIHIYCTpii Ta cHcTeMax
BIpTYaJIbHOI peasibHOCTi, 0a3y€eThCa HA MaTEMAaTHYHUX MOJIEIISIX MPOCTOPOBHUX 00’ €KTiB. OCHOBOIO TAKHMX
MOJIeJIel € BEKTOPH, [0 OMUCYIOTh ITOJI0KEHHS TOYOK, HAITPSIMKH PYXY, OPIEHTAIIIIO IIOBEPXOHB Ta B3aEMO/IIFO
cBiTNia 3 Marepianamu. BexTopHi onepaitii 3a6e3meuyroTs iIHCTpYMEHTApIH 1J1s1 BUKOHAHHS KII0YOBUX 33124
KOMIT' FOTepHOI Tpadiky, TaKuxX SK MOJCITIOBAaHHI OCBITJIICHHS, MOOYJ0Ba Kamep, BU3HAUYCHHS KOJI3iH,
Tparc@opmailii 00’€KTiB Ta aHaNi3 IXHbOI MOBEAIHKH Y MPOCTOPi. BOHU 103BOJSIOTH TOYHO OIMKCYBATH
TEOMETPIIO CIICHHU, IPOTHO3YBATH 3MiHY ITOJIOJKEHHS Ta OPieHTaIlii 00’ €KTIB 1 HOPMYBaTH Bi3ylTbHO KOPEKTHE
300paKeHHS.

Pe3ynabTaTi 10 C/iAKeHHA

BuBuennst poni BekropHux omnepariii y 3D-rpadini mokasano, mo BOHU (GOpMYIOTh QyHIaMEHT
MaTeMaTHYHHX IPOLEAYD, HeOOXITHUX JJIsI KOPEKTHOTO Bi3y aJIbHOT'O BiITBOPEHHS TPUBUMIPHUX CLIEH. Y X0
JIOCITiIPKEHHS BCTAaHOBJICHO, 1[0 MOJANIBIIHIA aHATI3 30CepePKEHO Ha IXHbOMY 3aCTOCYBaHHI JIJIl BU3HAYCHHS
MPOCTOPOBUX HAMPAMKIB 1 TOJIOKEHb, OOYUCIEHHSI CKAISIPHUX Ta BEKTOPHUX NOOYTKiB, (GOPMYBaHHS]
HOpMaJiei, HopMmaJti3alii BEKTOpiB, BUKOHAHHS TpaHchOpMalliid, MOIEIIOBAHHS OCBITIICHHS Ta BUKOPHCTAHHS
KOMO1HOBaHHX BEKTOPHO-MAaTPUYHUX METO/IIB Y TpadiuHMX CUCTEMAX.

e OOuuncNeHHS HATPSAMY Ta MMO3HIIii Y MPOCTOpi

ﬁnew :ﬁ+ﬁ

e P - II0YaTKOBA MO3HUIA 00’€KTa B IPOCTOPi;, V-BEKTOP 3CyBy (HAmpsMOK i BeJIMYMHA
MepeMilleHHsT); P, ., - HOBA IO3ULLis IiCIIs ITepeMilleHHsL. Lle piBHAHHS 3aCTOCOBY €TbCA 47151 00 UHCICHHS
pyXy 00’€KTa B MPOCTOPi, HAPUKIIA]] Y aHIMAIIAX, CAMYJIAIIAX (i3UKH Ta IepecyBaHHI MOJielNei.



e CxanspHuii 100y TOK
d@-b=ldl|b| cos(®)

b . g i .. . . . .
ne d, b — nBa BekTopu y npoctopi; ldl, |b| — ixHi 1oBXUHY; O — KyT MK BekTopamu. L{e criBBigHOIICHHS
3aCTOCOBYETBCS sl OOYKMCIICHHS KyTa M)XK BEKTOpaMH, BU3HAYCHHS OCBITJICHHS MTOBEPXHI Ta BUIUMOCTI
BiTHOCHO Jkepena cBimia (Moxens Jlambepra).
e Bexropuwuii 100yTOK
— > 7
n = axb

ne d,b —nsa BEKTOPH, L0 JIEKATh Y TUIOLIKHI; 7L — HOPMaJlb, BEKTOP, IEPIIEHMKYISPHUM 10 T10Imuan. s
(hopMya 3aCTOCOBYETHCS ISt 0OUMCIICHHS HOPM a1 10 TIOBEPXHi, 110 € BAXIUBUM Yy 3aTIHESHHI, OCBITJICHHI,
PEHIEPUHTY, BU3HAYCHHI CTOPIH MOJIIrOHA.

e Hopwmauri3aiis BekTopa
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ne U — BUX1THUNI BEKTOD; | %] —ftoro noBxuHa; ¥ — 0 TUHUYHU BEKTOP, HAMPSMOK, oBxkuHa= 1. [le piBHSHHS
3aCTOCOBYETBCS [ OTPUMAHHS BEKTOpa HANPSAMKY, HEOOXITHOTO ISl OCBITIICHHS, KAMEPH, (I3UIHUX
CUMYJIALIN Ta HOpMaIEH.

e Marpuiusg noBopoTy

cos¢ -sind O
R(@)=|sin@ cos@d O
0 0 1

ne R(6) — MaTpuIst mOBOpOTY HABKOJIO 0Ci Z; O — KyT MOBOPOTY; COS 6 isin O - 3HAYEHHS TPUTOHOMETPUYHH
¢dyHkiid. 1{g MaTpuId 3aCTOCOBY€ThCS ISl TOBOPOTY 00’ €KTa a00 TOYKH y TPUBHUMIPHOMY MTPOCTOPI, IO
BUKOPHCTOBYETECS B aHIMAIlii, yIparTiHHI KAMEPOIO Ta 3MiHaX Opi€HTAIlil MOIeIeH.
e  dopmyna HaNpsMY BIIOUTTS
R=2(N-L)N-1L
- . o - . - - o
ne L — BeKTop HanpsIMKY CBITJIA, IKUH Ma1ac Ha MOBEPXHIO; N — HOpMaJlb 10 TIOBEPXHI; (N - L) — cxansipauii

-

J00yTOK, II0 BH3HAYa€ IHTCHCHBHICTH CBiTNa, R — HampsAMOK BinOuToro mpomensa. Lle piBHSHHA
BUKOPHUCTOBY€EThCS Y Mozemsax ocBiTneHHs (Donra, biina-®PoHra) Ta B TpacyBaHH1 TPOMEHIB 17151 BU3HAYCHHS
BiJIOUTTS CBITJIA BiJl MOBEPXHi.

VY cxnagHux rpadivuHEX pyIIisX BUKOPUCTOBYIOTHCSI KOMOIHOBAHI omiepaitii, o 00 € THYIOTh:

e  BEKTOpPHI H00YyTKH

e MaTpUYHI IEPETBOPEHHS

e HOpMAaJTI3aIliio

e inTepnomsmiro Mix Bektopamu (LERP, SLERP).
Ile n03BOJIsIE€ yIpaBISITH aHIMAITISIMU, KAMEP 00, MOJIEIIMU Ta (Pi3UYHOIO B3aEMOTI€IO.

BucHoBKkH

VY xonai gocnimkeHHs 0yio 3’1cOBaHO, 110 BEKTOPHI omnepalli € 6a30BUM MaTEMaTUIHAM 1HCTPYMEHTOM
nas nooyaoBu 3D-rpadiku. Bonn 3a0e3neuyroTh TOYHHUN OMUC MPOCTOPOBUX B3AEMOJIH, JTO3BOJISIOTH
(dhopMyBaTu HOpMai, 31IHCHIOBATH TpaHchopMallii, pO3paxoByBaTH OCBITICHHS Ta BU3HAYATH MOBETIHKY
00’€KTiB y peallbHOMY 4Yaci. BUkopHcTaHHS TakuxX OIepallii Ja€ MOXIIMBICTh ONTHUMI3yBaTH MPOIECH
pPEHACPUHTY, MiABUIINTH PEATICTUYHICTH CIEHM Ta 3a0e3meyutd (i3UYHO-KOPEKTHE MOJCITIOBAHHS.
Kom0inyBaHHs BEKTOPHUX 1 MaTPUYHUX METO/I1B JI03BOJISIE CTBOPIOBATH CKIaAHI TpadiuHi CUCTEMH, IO
3aCTOCOBYIOTHCS B IPOBHUX PYIIisX, Bisyasizarii, animarii Ta VR/AR-texHomorisix. TakuM 4rHOM, BEKTOPHI



omnepauii € pyHIaMEHTOM Cy4acHOI KOMI FOTepHO1 rpad)iku Ta HE3aMiHHUMHU y MO/IETTIOBaHHI TPUBUMIPHHX
00 €KTiB i CIIEH.
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