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Matematuyeckuii anmapar TpeacTaBiisieT co0oi (PpyHIaMEHTaTbHYI0 OCHOBY
JUISl TIOCTPOEHUSI AJITOPUTMHUYECKOTO siapa Buaeourp. CIlOKHbIE MaTEMaTUYECKHE
MOJENNM W METOAbl, 3aMMCTBOBAHHBIE W3 pA3JIMYHBIX pa3/lCiOB MaTEMAaTHKH,
MHKAICyJUpOBaHbl B ApXHUTEKType WIPOBbIX [JBHKKOB B BHJAE HaOOpOB
BBICOKOYPOBHEBBIX MPOTrPaMMHBIX aOCTpakiuii — kiaccoB W (GyHKUUU. JlaHHas
WUHKAICYJISIUs TO03BOJIAET a0CTparupoBaThCsd OT HU3KOYPOBHEBOW peau3aluu
BBIUHCIICHHH, TTepeHocs (oKyc pa3paboTurka Ha MPOEKTUPOBAHUE UTPOBOM JIOTUKU U
KOHTEHTA.

B kavecTBe mpenmera ucciieqoBaHUs BbIOpaH urpoBoil NBHkOK Unity 3D u
s3bIK nporpammupoBanusi C#. JlaHHbIN BBIOOP OOYCIOBJIEH KOMIUIEKCOM (DaKTOPOB:
aBwkok Unity oOecriedynBaeT ONTUMAbHBIA OallaHC MEXAY JOCTYIHOCTBIO,
(YHKIMOHATBHOU TMOKOCTBIO U TPOU3BOAUTENIBHOCTEIO. A3b1k C# npeaHa3zHayeH A
B3aumoiericTeus ¢ APl 1Bmkka u HanmMcaHUEM UTPOBOM JIOTUKH.

OCHOBHOM  LIENBIO  SABJIAETCSI  CHCTEMATH3alusl  KIIOUEBBIX  Pa3JIEJIoB
MaTeMaTUKH, TMPUMEHSIEMBbIX B  UIPOBOM  pa3paboTke, ¢  MOCIEAYIOIICH
JIEMOHCTpAaIlUe UX KOHKPETHOW peain3alliu Yepe3 BHICOKOYPOBHEBBIE MHTEPPEICHI
(API) nBmxxka Unity 3D Ha si3eike C#. B pesynbTaTe npoBOaUTCS ACTalbHBIN pa3oop
TOr0, KAK MaTEeMAaTUYECKUE KOHIIECTIIUN UCTIONB3YIOTCS IIPU pa3paboTKe BUACOUTD.

OneMeHTapHasi — anreOpa, OMNepupyromas  CKaJsIpHbIMH  BEJIMYHWHAMHU,
COCTAaBJISIET OCHOBY ISl (popManm3aluu UrpoBeIX cucteM. E€ annapar oOecrieunBaeT
QITOPUTMHUYECKYI0 0a3y Juid pacuéra mapamMeTpoB OOBEKTOB, BpPEMEHHBIX
MHTEPBAJIOB M HeNMHEHHBIX nporpeccuil. B Unity 3D 3ToT cinoii peann3zoBaH uepe3
0azoBble omepatoppl C# u cratuueckuit kinacc Mathf, npenocrapnsrommii
ONTHMHU3HUPOBaHHbIE MaTeMaTuyeckue GyHKIuu. KirroueBbie MeTo bl BKIIIOYAIOT:

o Mathf.Clamp(value, min, max) — orpaHuuYuMBaeT 3HAYCHHE 3aJaHHBIM
nuanazoHoM (min < value < max), obecrneurBasi HOPMHUPOBAHUE MAPAMETPOB
(manpumep, ypoBHs 310poBbsi: health = Mathf.Clamp(health, 0, 100)).

o Mathf.Lerp(a, b, t) u Mathf.LerpUnclamped(a, b, t) — BsIimonHstoT

JUHEWHYI wuHTepnoysiuio (a + (b - a) * t) mId MJIaBHBIX MEPEXO0J0B MEXIY
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COCTOSIHUSIMH, YTO TPUMEHSETCS B MPOIEAYPHON aHWMAIMM W JUHAMAYECKOM
W3MEHEHUU BEJIMYHH.

o Jononuurtenphubie Qynkiuu (Mathf.Pow(), Mathf.Sqrt(), Mathf.Exp(),
METO/Ibl OKPYTJICHUS) PACIIUPSAIOT HHCTPYMEHTApHUil i pelIeHUsT HETWHEHHBIX
3a/1a4, MOJICTTUPOBAaHMS (PU3HUECKUX 3aBUCUMOCTEH M TUCKPETU3AIUY JTAHHBIX.

bynesa anredpa, popmanusyroiias onepanydy HaJl IBOMYHBIMU T€PEMEHHBIMH,
peamu3yetrcs B C# mOCpencTBOM JIOTHYECKHX omepaTtopoB (&&, ||, !, ==, =) u
KOHCTPYKUHMH yINpaBieHHUs] MOTOKOM. YCIIOBHBIM omeparop if-else oOecreunBaer
BETBJICHHE TIPOrpaMMbl HA OCHOBE OIICHKHM TPEIUKATOB, COOTBETCTBYIOIIMX
JIOTUYECKAM BBIpaXeHUsM. JIJiss BBIOOpa Cpear MHOXKECTBA TUCKPETHBIX 3HAYCHHMA
UCIIOJIb3yeTCsl ONTUMHU3UPOBAaHHBIN ornepaTop switch. BeicokoypoBueBbiit API Unity
MPEIOCTABIIACT TTOTOK OYJICBBIX 3HAYCHUH, BRICTYMAIOIMINX BXOTHBIMH JTaHHBIMU JIJIS
JTAHHBIX KOHCTPYKIMH. THUMHWYHBIN TpuMep — TpOBepKa HaKATHA Ha KIIABHIITY
Space: if (Input. Get Key Down (KeyCode.Space)).

[leHTpanmbHBIM ammapaToM [JIsi ONMWUCAHWA W MAaHUITYJSIIUA B HTPOBOM
IPOCTPAHCTBE CIYKUT BEKTOpHas wmareMarunka. Kiaccelt Vector2 u  Vector3
WHKAICYJIUPYIOT HE TOJIBKO KOOPAMHATHI, HO U MPEAOCTABISIOT HAOOP METOMIOB JIs
omepanuii HaJ BekTopamMu. KimroueBbie BBICOKOYPOBHEBBIC METOIbI BKITFOUAIOT:

e Vector3.Cross() (BekrtopHOoe mpom3BeacHHEe). (OCHOBHOE NIPUMEHECHHE —
ompeleiecHHe ~ HopMalud K moBepxHoctd:  Vector3  normal =
Vector3.Cross(edgel, edge2).normalized;.

e Vectord.Distance() BBIYUCISIET €BKIUIOBO PACCTOSIHUE MEXKIY JBYMS
TOYKaMHU.

e Vector3.Lerp(), Vector3.Slerp() u Vector3.MoveTowards() peaau3yoT
IUTABHYI0 ~ WHTEPIOJIAINMIO  KOOPAWHAT: JHMHEHHYI0, C(HEepUdYeCKylo W
paBHOMepHOe nBkeHue. [Ipumep: Vector3.Lerp(start, end, t);.

CpoiictBo normalized Bo3BpamiaeT eAMHUYHBIA BEKTOp HAMpPaBICHUS
(pe3ynpTaT neNeHus BEKTOpa Ha €ro JJIMHY), WCIHOJIb3YEeMbIH I 3aJaHus

HalIpaBJICHUA 0e3 BIMSIHUS BEJIUYHMHEL.
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JI71st KOPPEKTHOTO TPECTABICHUS U HHTEPIIOSIUN TPEXMEPHBIX BpaICHUH,
HCKIIIOYast mpobsieMbl yriioB OJiepa (gimbal lock), mpuMeHsSTOTCS KBaTEpHHOHBI.
Kinacce Quaternion B Unity HHKanCyJlIupyeT COOTBETCTBYIOLIUE OTIEPALINHN:

o Quaternion.Euler() xouBepTupyeT yrisl Ditiepa B KBaTepHHOH. [[aHHBIN
METOJI CO3JaHMsI KBAaTEPHUOHOB HCIIONB3YIOT Yalle, YeM CO3JaHHE KBAaTEPHHUOHA C
nomoiplo new Quaternion(), Tak Kak €ro Mpolle HCMIONb30BaTh. I[Ipumep:
Quaternionrotation = Quaternion.Euler(0,0,0);.

o Quaternion.Slerp() BbImoNHAET cHepUUECKU-TUHEHHYIO HHTEPHOSIUIO
BpAIICHU I JJIs1 150:¢ IJIABHOTO n3MeHenus. Quaternion rotation =
Quaternion.Slerp(start, end, t);. IlpumeHsATCS 17151 TUTABHOTO BpaICHUS.

Tpuronomerpuyeckue ¢ynknun Sin(), Cos(), Tan(), Asin(), Acos(), Atan(),
Atan2(), mnpepocraBinsgemble kiaccoM Mathf, cnyxar HHCTpyMeHTapueMm JUis
napaMeTpu3ald M aHaiM3a  YIJOBBIX  3aBUCHUMOCTEH,  MOJACIMPOBAHUS
NEPUOJUYHOCTH U KOJICOaHUH, UTO SIBJISIETCS OCHOBOM JIJISl PEIICHUS T€OMETPUYECKHUX
3ajad.

AnmapaTr aHAJIMTUYECKON MeOMETPUH, U3YHAIOUINIl FeOMETpUYECKHE OOBEKTHI
MeTonamu  anreOpel, peanuzoBaH B Unity wuepe3 cucrtemy (Qusuku u
CIIEHIHAIN3UPOBAHHBIE T€OMETPUYECKUE YTWINTHI. J[aHHBIE BBICOKOYpOBHEBbIE API
PENOCTABISAIOT HMHCTPYMEHTApUi JUIs pelIeHUs 3a7a4 Ha IepeceueHue,
ONpe/AeNeHUs]  B3aUMHOTO  DPACIOJIOKEHHs] W MPOCTPAHCTBEHHOIO  aHalu3a
MPUMHUTHUBOB B peaibHOM BpeMeHu. KirroueBbie METO bl BKIIIOUYAIOT:

o Physics. Raycast() u Physics. RaycastAll() — peanu3yior aJropuTMsI
WCITyCKaHUsSI MaTeMaTUYeCKOoro Jjyd4a (3aJJaHHOTO TOYKOW U HaMpaBlIeHUEM) H
OTIpe/IeTICHUs] €ro TMepeceueHus ¢ KoJulaimepamu B creHe. Mcmonp3yroTes ans
pelIeHus 3a1a4 B3aUMOACHUCTBUSA JIyda C TEOMETPHUEN.

JluckpeTtHass ~ MaTeMaTHKa,  OINEPUpPYIOMas  KOHEYHBIMH,  CUETHBIMHU
MHO>KECTBAMH, COCTaBIISIET TEOPETUYECKYIO OCHOBY JI MPOCKTUPOBAHUS JIOTHUKH,
MCKYCCTBEHHOTO HHTEJUIEKTA M CTPYKTYp JaHHBIX B KOMIBIOTEPHBIX Hrpax. Eé
KJTFOUEBbIE Pa3JIEIbl HAXOAAT MPSIMOE OTPAKEHUE B ApXUTEKTYPE UTPOBBIX cucTeM. B

OCHOBHOM JaHHas1 JUCHHUIIJIMHA UCIIOJIL3YCTCA JIA pa6OTBI C MOJICJIBIO UTPOBOTO u
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Finite State Machine. Jlannas moaens MM B matematuke 310 M = (Q, X, 5, q0, F),
rae Q — KOHEUYHOE MHOXECTBO COCTOSIHUM, CITY>KUT JIOMUHUPYIOIIEH MOJENbIO IS
nerepmuaupoBanHoro MM. B Unity cOCTOSHUS KOJUPYIOTCS TEPEUUCICHUSIMU
(enum), a ¢yHKIMS MEepexonoB O peanm3yercs depe3 ifelse wmm switch B metoxne
Update().

Teopus rpadoB, u3ydaromniasi CBOWCTBA AUCKPETHBIX CTPYKTYP, COCTOSIINX M3
BEpIINH U COCIHUHSIONMX UX PEOEp, HAXOMUT CUCTEMHOE MPUMEHEHHUE B MTPOBOM
pa3paboTKe, TJIaBHBIM 00pa3oM B JIBYX OOJIACTSX: MPOCTPAHCTBEHHON HABUTAIMH U
MIPOCKTUPOBAHHUH JIOTHUECKUX CHCTEM.

o HaBuranmss w mowmck mytu. Peanm3anus HaBWranmum OCHOBaHa Ha
npeoOpa3oBaHUK HEMPEPHIBHOTO MTPOBOTO MPOCTPAHCTBA B JUCKpETHHIM Tpad. B
Unity mns storo ucnonbizyercs cuctema NavMesh (Navigation Mesh), kotopas
anMPOKCUMHUPYET TPOXOJUMYIO TEOMETPHIO CIICHBI CETKOW CBSI3aHHBIX BBITYKIIBIX
MHOTOYTOJIbHUKOB, 00pasytomux rpad. Ha stom rpade kommnonent NavMeshAgent
BBITIOJTHSICT AJITOPUTMBI TIOMCKA KpaTyauIero myTd (Takue Kak A*), ucmosb3ys
BBICOKOYpPOBHEBbIE MeTObl, Hampumep, NavMesh.CalculatePath(). Busyanbnoe
MOCTPOCHUE W PEJaKTUPOBAHUE IAaHHOTO Tpada OCYIIECTBISETCS KOMIIOHEHTOM
NavMeshSurface.

Paznenbr mMaTeMaTuku M WX TPUMEHEHHE B pa3pabOTKE WP TPHUBEIACHBI B

tabule.

PaSI[eJ'I MaTEMaTUuKHU Hcnons3oBanue B pa3pa60TKe urp

DnemeHTapHas Ba3oBbie MaTeMaTHYECKUE OTIEpaAIHN
anreOpa u

apudMeTHKa

Bbynesa anre6pa Jlornueckoe BeTBIEHUE

Bexropras anrebpa | OnmcaHuss ¥ MaHWAMYJSIAH B UTPOBOM

MIPOCTPAHCTBE

I'umepxomiutekcusle | ITnmaBHeI oBopoT 3D-Monenu
ypcia

(xBaTEepHHOHEI)

Tpuronomerpus Bpamenue 2D-cnpaiita

Amnanutndeckas HpOBepKa CTOJIKHOBCHHUA JIy4a C 00BEKTOM

reoMeTpust
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HuckperHas IMouck mytu

MaTeMaTHKa

Teopus rpagos Anroput™m TTONCKa My TH A%,
MIPEACTABIECHHON KaK CETKa

[IpoBenéunnblii ananu3 nporpaMmMmHbix uHTepdeiicoB (API) mmxkka Unity 3D
M03BOJISIET CHOPMYIIMPOBATH CIAECAYIOIIUNA BHIBOJ:

MartemaTtka, HECOMHEHHO, OCTAaéTcs (PyHIAMEHTAJILHONW OCHOBOW  JIJISt
MOCTPOEHUSI AJITOPUTMUUYECKOTO sAJIpa BUAEOUTp, oOecrieunBasi (popMaabHble MOACIU
JUIS ONUCAHUSI TPOCTPAHCTBA, (PU3MKHU, JIOTUKU W ToBeaeHus. OJHako, KIOYEBOM
O0COOCHHOCTBIO COBPEMEHHBIX UTPOBBIX JABUKKOB SIBJICTCS TITyOOKash MHKAICYIISIUS
1 a0CTpakius CJIOKHBIX MaTeMaTUYECKUX amnmnaparoB. DTU anmaparhl MpeICTaBICHBI
B BHJI€ BBICOKOYPOBHEBBIX, CEMAHTHUECKU SICHBIX KjaccoB U (yHkuuid (API). Onu
MPENOCTaBISIOTCS  Pa3pabOTYMKy HE B BHUJE CHUCTEM YpaBHEHUU, a B BHJIE
WHTYUTUBHBIX METOIOB.

Takum 00pa3omM, B KOHTEKCTE MPAKTUUYECKON pa3pabOTKU UTp, MaTeMaTHUKa —
3TO WHCTPYMEHT, NpPEIHA3HAYCHHBIA [JI1 HEMOCPEACTBEHHOTO NPUMEHEHHS. IJTO
MO3BOJISIET pa3padoTurkaM (OKYCHpPOBATHCS Ha CO3JaHUM KOHTEHTa, a HE Ha

pealin3aliiid HU3KOYPOBHCBBIX MATCMATHUYCCKHUX aJITOPUTMOB.
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