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®I3UKA B ITPAX. CTBOPEHHA ITPOBOIO ABUTYHA
HA OCHOBI ®I13U4HUX NPOLECIB

Meta AocnigKeHHA NonArae B aHani3i HAABHUX irPOBUX ABUTYHIB i BUBYEHHI MOXK/INBO-
cTei po3pobKM Ta BNPOBAAKEHHS iIrpOBOro ABUIyHa Ha OCHOBI Gi3MYHMX NpOLLECiB 3 BUKOPUC-
TAHHAM HOBOTO NiAX0Ay, AKMIN PO3LIMPUTb MOMKJIMBOCTI MOAE/OBAHHSA irPOBOro cepeaoBuLLa.

MeTtoam pocnigKeHHA rpyHTYIOTbCA Ha 3aCTOCYBaHHI 3ara/ibHOHAYKOBMX i CneuiasbHUX
METOZ,iB, 30KpemMa aHanisy, CUHTe3y, NOPIBHAHHA, aHANOTIT Ta MOAENHOBAHHA, CUCTEMHO-CTPYK-
TYPHOrO aHanily, MeTOAiB TEOPETUYHOI CMCTEMATM3ALLT Ta y3araJibHEHHA pe3ynbTaTiB, HayKo-
BOro MOZE/MOBAHHSA, WO AaN0 3MOry 3MICTOBHO NpoaHanidyBaT npegMmeT AOCNiAKEHHA.

HaykoBa HOBM3Ha. 3anNpoONoOHOBAHO HOBMI NiAXiA, 4O CTBOPEHHSA irPOBOro ABUIYHA Ha OC-
HOBI Gi3MYHMX NPOLLECIB, AKMUIA BUKOPUCTOBYE aZIFOPUTMKU PO3PaXYHKY KOAIi3ii Ta AMHAMIYHOrO
MOAENOBaHHA TBEPAUX TiN i piavH.

BucHOBKMU. poaHani3oBaHO irpoBi ABUIYHW, WO HA CbOTOAHI GYHKLIOHYOTb, Ta ONUCaHO
XapaKTePUCTUKM 1 0co61MBOCTI di3nUYHMX ABUIYHIB. HaronoweHo, wo ¢isnyHmii 4BUTYH B irpo-
Bilt po3pobLi BUKOHYE ABi OCHOBHI PYHKLIi: BUSBNEHHA 3iTKHEHb MiXK 06’€KTamu I imiTauito
CUA | pyXiB YHACNIAOK UMX 3iTKHEeHb. Kpim imiTauii disnyHmx npouecis TBepanx Tin, GpisnyHi asu-

© Bosk /1. B.,
© HepasHiii 4. €.
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TYHWU MOXYTb peani3oByBaTW AOAATKOBI MOX/IMBOCTI: cnewjianbHy MIATPUMKY MOAENOBAHHA
PYXy TBEPAMX TiN, BOAW W iHWIMX PiAVH, CUMYNALIIO TKAHWH | 04ArYy, Pi3HOMAHITHUX YaCTUHOK,
OO0AATKOBY NIATPMMKY ANA CUMYANALiT NEePCOHAXKIB — BUCOKOPIBHEBI KOHTPO/IEPU NMEPCOHAXKIB,
B6ygoBaHy niaTpumKy rag-dolls, nigTpumky aHimauii. OnncaHo HOBMIA NiaXig 4O CTBOPEHHA Ta
BMKOPUCTAHHA irpPOBOro ABUIyHa Ha OCHOBI Gi3MYHMX NPOLLECIB, AKMIA A€ 3MOry CTBOPHOBATH
6inblw peanicTUYHI irpoBi cepeaoBULLA 3 BUKOPUCTAHHAM PISHOMaHITHUX edeKTiB, imiTyroun
di3nyHi npouecu B rpi. IrpPoBMIA ABUTYH, CTBOPEHMIA HAa OCHOBI HOBOrO NiAXoAy A0 BUPILIEH-
HA Npobnemu, BUKOPUCTOBYE aNrOPUTMM PO3PAXYHKY KOAIi3il Ta AMHAMIYHOTO MOAENOBAHHSA
TBEPAMX TiN i PignH, WO PO3LIMPIOE MOMXKINBOCTI MOAENOBAHHA aKTUBHOCTEN, 3abe3neyytoun
BMCOKY TOYHICTb i peanicTMyHicTb Bi3yanisauii npoyecis. HoBuit niaxig gae amory poswmptosa-
TV MOX/IMBOCTI irpOBOro ABUIyHa Ta NiATPMMYBATM PISHOMAHITHI cueHapii irop.

KntouoBi cnoBa: disvyHMN ABUXKOK; AMHAMIKaA; 3iTKHEHHA 06’ekTiB; 6ibnioTeka OpenGL;
PhysX; Havok Physics; Construct 2; Unreal Engine; MoneGame / XNA.

Bctyn. Y ranysi po3pobku Komn'toTepHMX irop Ha cborogHi € Bennka notpeba
B irPOBMX ABUIYHAX, AKi 3abe3nedyBann 6 LWMPOKI MOXKAMBOCTI MoAentoBaHHA di3ny-
HWX NPOLLECIB. IrPOBUI ABUTYH — Lie NporpamHe 3abesneyeHHs, naaTtdopma, CTBOPEHA
ONs po3pobKM Komn'toTepHUX irop. IrpoBuii ABUryH 3abesneyye po3pobHMKam irop
HeobXxigHn PyHKLiOHan ansa cTBopeHHA rpadikun, Gpi3nKu, 3BYKY, LUTYHHOTO iHTENEKTY,
MepEeKeBOro 38'A3Ky M iHWMX acneKTiB, AKi HeobXigHi AN CTBOPEHHS irpoBOro A0CBi-
Oy KOpUCTyBayYem irpoBoro NporpamMHoro NPoayKTy. PO3po6HMKN MOXKYTb BUKOPUCTO-
BYBATW irpoBi ABUTYHWN A/1A CTBOPEHHA Pi3HUX ¥KaHpPiB irop — Big npoctux naatdopme-
piB [0 CKNagHUX cTpaTerii i wyTepis Big, neploi ocobu. IrpoBuii 40CBIA TAyMaunmo
AK CYKYMHICTb BPa*KeHb, AKI OTPUMYE rpaseLb Nif Yac rpu, WO MiCTUTb TaKi eemMeHTH:
rpadiky, 3ByK, CIOXKET, B3AEMO/,O 3 irPOBUM CBITOM Ta iHLWIi YNHHUKM, AKi BNAMBAIOTb
Ha eMOLiMHMI cTaH rpaBuA. BigTBopeHHA peanicTyHOro ¢isvyHOro cepefoBuLLa
€ BaXK/IMBMM eN1eMEHTOM reimnieto B 6araTbox NONyAspHUX XKaHpax irop.

MogentoBaHHA KOMMN'tOTEPHUX irop — Le NpoLec CTBOPEHHA BipTyaNbHOro CBIiTy
abo cueHapito, AKUIA BUKOPUCTOBYETHCA /1A CTBOPEHHA FPU, @ TAKOXK OXOMJIOE CTBO-
PEeHHs Mogenel NepcoHaKiB, PisSHOMaHITHUX 06’eKTIB, TPAHCNOPTY, NaHAWAdTY 1 iH-
LMX eNeMEeHTIB BipTyasibHOrO irpoOBOro CBIiTY, YCTAHOB/IEHHA iX NOBEAIHKN, peaKu,ii Ha
Aii iHWKnx rpasuiB Towo. MogentoBaHHSA KOMM IOTEPHUX iTOP MOXKHA BMKOHATU pi3-
HUMKM cnocobamu, y ToMy Yncni cTBopeHHAM 3D-mopenelt 3 BUKOPUCTAHHAM cheLi-
anisoBaHMX NporpamHux 3acobis. Micns CTBOpPEHHS mogesnen iX MOXHa iHTerpysaTu
B irPOBUIN ABUIYH ANA CTBOPEHHA NMOBHOLHHOTO irPOBOrO CBIiTY, 3 AKUM MOHA B3a€E-
Mmogaiatn. MoaentoBaHHA € BaXK/IMBUM €Tanom po3pobKu Komn'toTePHUX irop, OCKisb-
KM [4a€ 3MOry CTBOPHOBATU peasnicTUYHI irpoBi cBiTH, AKi 3a6e3neuytoTb 6inbL imepcuB-
HWI irpoBuUiA JoCBIA ANA rpaBL,iB. Lle MoXKHa AOCATHYTU 3@ LOMNOMOIO BUKOPUCTAHHSA
Bpa)KanbHOI rpadikM, peanicTUYHOro 3ByKy, MMOBOKOTO CIOXKETY, WTYYHOrO iHTeNeKTy
M iHWKNX enemeHTiB, AKi 3abe3neyvytoTb iNt03it0 peanbHOCTI.

di3nKa B KOMN'IOTEPHMX irpax — Lie CMCTemMa, KA BiATBOPIOE 3aKOHU i3nKK B irpo-
BOMY CepeoBuLLI, 3abe3neyytoum peanicTUYHy NoBeaiHKY 06’EKTIB i nepcoHaxiB y rpi.
®i3nyHui pyx, rpasiTauis, AMHaMiKa 3iTKHEHb, ePeKTH CBITAA 1 TiHi, NoBeAiHKa PiAnH
i rasis MoXyTb 6yTW Binbll Y4 MeHLW peanicTUYHO BIATBOPEHI Nig, Yac po3pobKu irop
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3 BUKOPUCTAaHHAM 3aKOHiB Gi3nKK. Y BiNbLLOCTI cydacHUX irpoBUX ABUTYHIB BOYA0BaHO
di3nyHy cucTemy, AKa Aae 3mory irpam BiaTBoptoBaTh GisnYHi B3aemoaii MirK 06’eK-
TamMM Ta NepcoHaxKamu B pexnmi peanbHoro vacy (bpecnaseub, 2018). Came dismka
Yy KOMM'IOTEPHMX irpax Bifirpae KAYOBY PO/b ANA CTBOPEHHA PeanicTUYHOro 1 imep-
CMBHOTO irpoOBOro JOCBIAY rpaBL,iB.

3a JAaHMMM CTAaTUCTUKK, PUHOK KOMM'IOTEPHUX irop HEYXMIbHO 3POCTaE i TeMnu
3POCTaHHA OLHIOTb Y 8 % Ha piK, BOgHOYAC 06CAT PUHKY MOBINbHUX irop AeMOoH-
CTPYE WopivyHe 3pocTaHHA Ha 15 % (Brightman, 2015).

Tomy BAOCKOHA/IEHHSA irPOBOro ABUIyHa Ha OCHOBI Gi3MYHUX NPOLLECIB € NPegMETOM
LbOro AOCANiIAYKEHHS Ta 3aBAAHHAM, fIKe NOTPebYe HOBMX LiKaBUX ifei Ta iX ynpoBaaKeHb.

di3nKa B irpax € akTyanbHO TEMOLO AOCNiAXKEHHS AnA 6araTbox HayKOBLLIB Ta iH-
JKeHepiB, AKi NpautotoTb ¥ chepi po3pobku Komn'toTepHUx irop. Cnig, 3a3HauymTH, WO
B HAaYKOBMX i MPUKNAAHUX AocnigxeHHsaX isnyHi npouecu B irpax 3gebinbworo nig-
NATaAN MOAENOBaHHIO HAa OCHOBI KNaCUYHOT MexaHiku Ta KiHemaTuKku (Baraff, 1977a).

Y Uit poboTi 3anNpPONOHOBaHO CTBOPEHHS irPOBOrO ABUIYHA, AKUI PO3LLMPHOE MOXK-
INBOCTIi MoaentoBaHHA Pi3nYHMX NPOLLECiB 3a AOMNOMOrol HOBOrO MiAXOAy, WO AaE
3MOTy A0CATTU BiNblL BUCOKOI PiBHOBArn mix peanictTuuHicTio ¢pisMyHoro cepeoBulLa
Ta NPOAYKTUBHICTIO Fpu.

Pesynbratu gocnigykeHHs. lNpoaHaniayemo irpoBi ABUIYHM, LWLO Ha CbOroAHiI GyHK-
LiOHYIOTb, Ta OMULIEMO XapPaKTEPUCTUKM M 0COBAMBOCTI Gi3UUYHUX ABUTYHIB.

IrpoBMA ABUTYH 3a3BMYAN CKNALAETLCA 3 TAKMX KOMMOHEHTIB, AK rpadiuHnin aBu-
ryH, Gi3svYHUI ABUTYH, 3BYKOBWUIA ABUTYH Ta irPOBUMN LUTYYHUI iHTENEKT.

lpaghiuHuli 0suzyH (aHrn. graphics engine) — nporpamHe 3abe3neyeHHs, aKe Bia-
noBigae 3a peHAepUHr ABOMipHOT abo TpUBUMIpHOT KoMn'toTepHOI rpadikn, 3abesne-
yyroun pisHi GyHKLiT, HeobXigHi AN CTBOPEHHS Ta BiATBOPEHHSA rpadiyHux edekTis,
TaKKUX AK PyX, CBITNO, TiHi, TEKCTYPW 1 iHLWI BidyanbHi edpeKTn. MpadiuHMi ABUTYH MOXKe
OXOM/I0BATH Pi3HI KOMMOHEHTM, TaKi AK pyLWin reomeTpii, pywin ¢isnKkn, cuctemm yac-
TUHOK, CUCTEMM OCBIT/IEHHA Ta iHLWI enemMeHTH, AKi BiANoBiAatoTb 3@ NeBHI CKNAAHUKMK
Bi3ya/IbHOI YacTUHM rpu. LLi KOMNOHEHTM B3aEMOLIOTb MiXK CO6OtO Ta 3 iHWKMMMK cUCTe-
MamM B irpOBOMY ABUIYHI, TAaKMMU AK CUCTEMA LUTYYHOTO iHTENEKTY Ta CUCTEMA 3BYKY,
CTBOPHOKOYM irPOBUIA JOCBIA KOPUCTYBaYa.

®izuyHuli 0sueyH (aHrn. physics engine) — nporpamHe 3abe3neyeHHs, AKke Bigno-
Biga€ 3a cMmynAaLito peanicTyHoi §isMku B irpax. PismyHnin gBuryH gae amory ob-
yncnoBaTh pyx ob’eKTiB y rpi, IXHIO NOBEAIHKY Nif, Yac 3iTKHEHHS, rpasiTayii, TepTa
Ta iHWKX di3MYHUX B3aemoAin. O4HUM 3 HANNONYAAPHIWMX GiSUYHMX ABUTYHIB A1
2D-irop € Box2D, AKMI Hanucanu cnovaTky MoBOK nporpamysBaHHA C++, a Aani nop-
TyBa/M MPAKTUYHO Ha BCi MOMYAAPHI MOBW NPOrpamyBaHHA. [HWWM JOCUTb BiZOMUM
AsuryHom € Chipmunk2D, AKMIA BUKOPUCTOBYIOTb SIK OCHOBHMWI Y TakuX GpeimBOpKaXx,
AK Cocos2D (Helgason, 2013).

€ HM3Ka *KaHPIB, Y AKMX MacoBe 3aCTOCYBaHHA (i3MKM NOYaN0CA NOPIBHAHO HeLABHO.
Lle nepenycim wyTepu 1 irpu 3 BUAOM Bif, TPETbOI 0cob6U. CNeKTp BUKOPUCTaHHA ¢i3ny-
HUX eEeKTIB Y HUX AyrKe LWWMPOKUI — Bif JOCUTb NPOCTMX rag-dolls i LToBXaHHA ALWLMKIB A0
cnpob nobyaysaTh YacTMHY reimneto Ha npuHumnax ¢isukn (Half-life 2, Psi-ops i T.4.).
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3sykosuli dsuayH (aHrn. sound / audio engine) — nporpamHe 3abe3sneyeHHn, aKe
BignoBiaae 3a reHepauito, 06pobKy Ta BiATBOPEHHA 3BYKIB Y KOMN'IOTEPHMUX irpax. 3ByK
€ BA*K/IMBUM CKIAAHMKOM BigdyTTa iMepcii rpaBLiB B irpoBe cepefoBuLLe. 3BYKOBUM
OBUTYH Aa€ 3mMory po3pobHMKam CTBOPIOBATM Pi3HOMAHITHI epeKTH 3BYKY, AKi Aono-
MaratoTb nepeaaTtn atmocdepy rpm Ta niaAcuaoTb IHTEHCMBHICTb reiimnaeto. 3ByKoBi
OBUTYHU MOXYTb MaTW pi3Hi GyHKLi, Taki AK 06pobKa pisHUX TUNIB 3BYKiB (My3UKa,
3BYKOBi edeKTu, Aiasoru Toulo), 3MmillyBaHHA 3BYKIB Bif, Pi3HMX AXKepes, CTBOPEHHS
3D-3BYKy A1 Big4yTTA Nepeaadi NpocTopy B rpi Ta iHLWi.

leposuti wmyyHuli iHmenekm (aHrn. game artificial intelligence) — nporpamne 3a6es-
neyvyeHHs, AKe BiANOBIAAE 32 CTBOPEHHA PiISHOMAHITHUX a/ITOPUTMIB | NOBEAIHKM Heirpo-
BMX nepcoHaxiB (NPCs) y Komn'toTepHMX irpax. BUKOpUCTOBYETbCA ANS BOOCKOHANEHHSA
peanicTUYHOCTI NOBEeAIHKM NepcoHaXiB, irpOBOro cepefoBuLLLA Ta CTBOPEHHA pi3HOMa-
HITHMX cneuedeKTiB, Lo KOMMIEKCHO CPUAE NiABULLEHHIO PiBHS iMmepcii rpaBLiB.

[0 nosBu irpoBMX ABUIYHIB iCHYBaB iHAWBIAYyaNi30BaHUI NiaXia A0 CTBOPEHHSA HO-
BMX irop, 0cob6aMBICTIO AKOro byna onTMMi3auis nig KOHKPEeTHY naaThopmy, OCKiNbKM
anapaTtHe 3abesneyeHHA TOro Yacy 6yn0 06MeXKEHMM i Mano pi3Hi apxiTekTypu. Kox-
Ha rpa CTBOPIOBaNacA 3 ypaxyBaHHAM MOMK/IMBOCTEN KOHKPETHOI naatdopmm, Tomy
pO3p0o6HMKam AOBOAMNOCA AOKAAAATU 3HAYHUX 3YCUAb A5 AOCATHEHHA MaKCUMaslb-
HOI NPOAYKTUBHOCTI Ta AKOCTi rpu (Pattrasitidecha, 2014).

OfHaK nosBa irpoBUX ABUIYHIB, CTaHAAPTM30BaHMUX ANA PO3PO6KM irop, 3miHMAa
NpOoLLeC CTBOPEHHSA HOBUX irop, afKe po3pobHUKU OTPMMann 3MOry BUKOPUCTOBYBaTH
roTOBi Pill€HHA Ta iIHCTPYMEHTHU, ONTUMI3YHOUM Yac i 3ycnnna. CydacHi irpoBi ABUTYHU
TAKOX [At0Tb 3MOTY PO3POHHMKaM CTBOPIOBATH irpy ANA pPi3HUX NaaTPopm 3 BUKOPUC-
TaHHAM OZHOr0 Koy, Wo 3abe3neyye WBNAKE 1 ePeKTUBHE CTBOPEHHS rPu.

BiNbLWicTb irpPoBMX ABUIYHIB NiATPUMYIOTb Pi3Hi N1aTGopMM Ta NPUCTPOI, BKAtOYA-
FOUM MEepPCoHaNbHi KOMM'OTEPU, KOHCONI Ta MOBINbHI NPUCTPOI, WO 3abe3neyye rHyY-
KicTb M e(eKTMBHICTb B pO3pobL,i irop, a TaKOXK Aa€ 3MOry po3pobHMKam CTBOpOBaTH
irpy 4na pisHux naatdopm, HesBaKatoum Ha TMN anapaTHoOro 3abesneyeHHs, SKNM BU-
KopuctoByeTbca. OTXKe, irpoBi ABUTMYHM 3HAYHO CMPOLLYIOTb NPOLLEC CTBOPEHHA irop
i 3a6e3neuytoTb 6inbl WBKAKE I epeKTUBHE PO3POBAEHHSA irop AA Pi3HMX NAaTGOPM.

3a3Ha4yMmo, LLLO iIrpPOBi ABUIYHM CTa/Iv He MLe iIHCTPYMEHTOM A5 PO3PObKM irop,
ane  yHiBepcaibHUM iHCTPYMEHTOM A8 PO3POOKM Pi3HOMAHITHUX 3aCTOCYHKIB, LLO BU-
MaratoTb Bi3yanisaLii TEXHIYHMX NPOLLECiB, CMMYAALLT, Bidyanisauii AaHMX Ta CTBOPEHHA
iHTepdeicy KopucTyBaya. [0NOBHUM YUHHUKOM, AIKMIA NPU3BIB L0 TAKOrO PO3BUTKY irpo-
BMX ABUIYHIB, € iXHA BiAKPUTICTb | THYYKICTb. BiNbLICTb irpOBMX ABUTYHIB, TakMX AK Unity,
Unreal Engine, Godot, MatoTb BiAKPUTUIA KOZ, LLO AAE 3MOTYy PO3POOHMKAM HanallTo-
BYBaTM iX Nif, cBOi NOTpebu, BUKOPUCTOBYIOUM A1 CTBOPEHHA 3aCTOCYHKIB. IrpoBi ABK-
rYHU MatoTb baraTuit Habip IHCTPYMEHTIB i MOXMBOCTEN, WO AA€E 3MOrYy CTBOPHOBATU
Bi3yasibHO NpnBabamBi M edpeKTMBHI 3acToCyHKM. Lle 3abe3neyye, 30Kpema, MOXK/IUBICTb
BMKOPUCTaHHA pisHWX edeKTiB, aHiMaL,ili, cBiTna Ta TiHel Towwo (Gregory, 2014).

PosrnsaHemo geTanbHille XapaKTepPUCTUKM Ta BAACTUBOCTI CydacHUX GisMUYHUX ABK-
ryHiB. ®i3nMyYHi ABUIYHM MOXKYTb CUMY/IOBATW TaKi Gi3WYHI ABMLWA 1 CTAaHU: AUHAMIKY
abcontoTHO TBEpPAOro Tina; AMHaMiKy AedbopMoBaHOro Tina; AMHaAMIKY PiavH; AMHa-
MiKy rasis; MoBeAiHKY TKaHWH; NOBeAiHKY MOTY30K (TpocK, KaHaTh i T. n.). ®isnyHa cu-
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MYANSALLISA € BaXKJIMBUM CKAaAHMKOM BaraTbox irop, Ae rpaBuUsM Haga€eTbCA MOMXK/IMBICTb
B33aEMOLIATM 3 OTOYEHHAM i pi3HMMM 06’eKTamm B npoueci rpu. PisnyHa cumynsauis
BaXK/MBa /15 3abe3neyeHHA peanicTMYHOCTI NoBediHKN 06’ eKTiB.

Cnig, 3a3HauYmTK, WO He BCi irpu noTpebytoTb disnyHoi cumynsuii. Ue irpu, aki Bu-
KOPMCTOBYHOTb NPOCTILLi MeXaHiKu pyxy Ta KoNisili i MoxyTb 6yTn ob6pobneHi 6e3 ana-
paTHOI NiATPUMKM. BUKOpUCTaHHA Gi3MYHMX ABUIYHIB 3ai1eXuUTb Bif noTpeb rpu Ta
MOX/INBOCTEM anapaTHOro 3abesneyeHHs.

PaHiwe ¢isnuHa cumynsuis B irpax 3abesnedysanaca AnLie 3a JONOMOIOK pecyp-
CiB LEeHTPasbHOro NpoLLecopa, Lo NPU3BENO A0 3HAYHUX 0BMekKeHb LLoA0 KibKOCTI
06’€eKTiB, AKi MOXyTb BYTU CMMyNbOBaHi OAHOYACHO Ta PiBHA AeTanisauii camoi cu-
mynsauii. OgHaK 3 NOABOK anapaTHOI NiATPMMKM Pi3nYHMX ABUTYHIB, TakMx AK Nvidia
PhysX, moxkansocTi ¢pisnyHoi cumynawii 3HauyHo 36inbwmnnanca. PisnyHnn 4BUryH moxke
BUKOPUCTOBYBaTK pecypcu BigeoKapT Nvidia ans ob6pobku ¢isnuHmux edekris y pe-
anbHOMy yaci. Lle gae 3mory 3meHLWMTU HaBaHTaXKeHHA Ha LEeHTpasbHUIA npoLecop
i 36INbLWNTK KiNbKicTb 00’EKTIB, AKI MOXKYTb OYTU CMMY/bOBAHI OAHOYACHO, @ TAKOX
piBeHb geTanisauii cumynsauii. Taka anapaTtHa NigTPMMKa Gi3UYHUX ABUTYHIB SAE 3MO-
ry po3pobHMKam CTBOPIOBATK BiNbll PeanicTUUHi irpm 3 6inblumm ynciom ¢GisnyHmMX
edekTiB. Hanpuknag, GisnuHy cMMynaLito MOXHa BUKOPUCTATU ANA CTBOPEHHA pea-
NICTUYHUX PYXiB MEPCOHAXKiB, B3aEMOZ,i 3 0OTOYEHHAM, 06p0obKM KoNi3ilt | BUDYXiB.

3arasiom ¢isMYHMIN ABUTYH B irpoBii po3pobLi BUKOHYE ABi OCHOBHI GyHKLi: BU-
ABNEHHSA 3iTKHEHb MiXK 06’EKTaMM M iMiTaLLito cUA | pyXiB YHACNIAOK UMX 3iTKHEHb. s
BUAB/NIEHHA 3iTKHEHb BUMKOPUCTOBYIOTb NiACUCTEMY 3iTKHEHb 3 ABOMA OCHOBHMMM Na-
pameTpamu — WBUAKICTIO pobOTHM 11 TOUHICTIO BU3HAYEHHA 3iTKHEHb. HegocTaTHA Tou-
HiCTb MOXKe NPU3BECTU 40 NePEeKpPUTTA 06’EKTIB i NPONYCKY 3iTKHEHb Y pasi 3HayYHo pis-
HUX PO3MipiB i WBMAKOCTEM 06’eKTiB. 1A NpUcKopeHHA poboTK NigcncTemm 3iTKHEHb
BUKOPUCTOBYHIOTb Pi3Hi MeToamM po3buTTa NpocTopy Ha NianpocTopw, Taki Ak quadtree
Ta octree. CucTeMn 3iTKHEHb MPaLOOTb 33 MPUHUUNOM AUCKPETHO-TOYKOBMX B3a-
EMOZiN, TOMY 3iTKHEHHA LWBWAKO pyXxomux ob’ekTiB MOXKyTb He ¢ikcyBaTuca. Ana
YHUKHEHHA TaKux apTedakTiB AesAKi cuctemm 3iTKHEHb BUKOpUCTOBYHOTL Continuous
Collision Detection (CCD) — meTog, AKMI NonArae B NepesipLi 3iTKHEHb MiXK BUTATHY-
TUMM 06CAramm, WO NPeacTaBAsAoTb PyX 06’ EKTIB 32 BECb YAaCOBUM KPOK.

BinbLwicTb Gi3MYHMX ABUTYHIB MOXKe CUMY/OBATK Gi3nKy TBEPAOrO TiNa, AKe He 3Mi-
HIO€ CBOLO GOpPMY, TAaKOTO AK LLErNa, CTiN, CTiHA i T. N. Pi3nKy TBEpPAOro Tizla BUKOPUCTOBY-
tOTb y BinbLIOCTi irop yepes ii NPUAHATHY NPOAYKTMBHICTL. [na npeacTaBaeHHA obcary
TBEPAMX Ti/1 BUKOPUCTOBYOTb MPUMITUBHI Tifla, TaKi AK NPAMOKYTHUKM, chepu, LnaiHapu,
KOHYCM ToLL0, abo 6iNbl CKAaAHI ONyK/i UM HeoNyKi baraTorpaHHWKK. binblw cknagHi
Tina MOXyTb ONMCYBaTUCA 33 AONOMOTrOH0 anpoKcUmau,ii npumiTmeamm. Matepian Teep-
ONX TiN ONUCYETbCA MapameTpamm, TaKUMM AK KoedilieHT TepTa (4Ba TMNK: KoedilieHT
TEPTA CMOKOO Ta KoediLieHT TepTs pyxy), NPYKHICTb TOWO. Pyx TBepANX TiN ONUCYETbCA
33 AONOMOIOH NiHINHOI, KyTOBOI LWBWAKOCTI Ta MPUCKOPEHHSA, @ iX NapameTpn MOXKHa
BCTAaHOB/IIOBATM 3a AOMOMOrol0 nporpamm abo $isvUYHUX CUA, SIKi BNIMBAOTL HA NpU-
CKOPEHHA Ti abo imnynbCiB, AKi BNAMBAOTb Ha LWBUAKOCTI. TBEpAE TiZI0 TAKOXK MA€E mMacy.

di3nMyHa noBegiHKa NepcoHaxiB y Bigeoirpax, 30Kpema epeKT TKaHUHHOI NANb-
Ku (rag-doll), peanisyetbca Ha 6a3i ¢isuku TBepaoro Tina. OgHak ANs UbOro noTpiob-
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HO BMKOPWCTOBYBATM HE TiZIbKN TBEPAI TiNa, a i 3uneHyBaHHs (joint) abo obmeKeHHs
(constraint). I>KOiHT — Lie TOYKa 3’€AHAHHA ABOX TBEPAMX TiJl, AKA HAKNALAE OOMENKEH-
HS Ha iX MONOXEHHS B NpoCcTopi abo Ha X WBUAKOCTI WoAo oaHe ogHoro. Peraonu, Ha-
npuKknag, peanisytotbca 3a gonomoroto ball-joint i hinge-joint. Ball-joint o6mekye ne-
peMmilleHHA Tin i ix NOBOPOTM MO TPbOX 0cCAX, a hinge-joint — noBopoTM TiN WOAO oaHe
04HOr0 HaBKOJIO OAHIET OCi. 3aCTOCYBaHHA AMKOIHTIB AyKe LUMPOKE Ta He 0BMENKYETbCA
TiNIbKM peanisauieto pergonis (Baraff, 1977b).

Kpim ¢i3nkm TBEpAOro Tina, pisHi GisnyHi ABUIYHM MOXKYTb peanisoByBaTh 404aT-
KOBi MOM/IMBOCTI: creuiafbHy NiATPUMKY CMMyAnaLil pyxy aBTomobinis, cumynsuito
BOAM M iHLWMX PiAMH, CUMYNALIO TKAHUH | 04ATY, CUMYAALID YaCTUHOK, A0AATKOBY
NIATPMMKY ANA CUMYNALIT NepCoHakiB — BMCOKOPIBHEBI KOHTPONEPU MEpPCOHAXIB,
BOyaoBaHy nigTpnmky rag-dolls, niaTpumKy aHimau,i.

OCHOBHMMM eTanamMu CTBOPEHHA irPOBOro ABUIyHA Ha OCHOBI Gi3NYHMX NPOLECIB €:

— BM3Ha4YeHHA i3MYHUX 3aKOHIB, fAKi ByayTb BMKOPUCTOBYBATUCA B rpi (Hanpu-
Knaz, 3aKoHM HblOTOHA, 3aKOHU TEPMOANHAMIKK, 3aKOHU eNEKTPOANHAMIKN);

— po3pobKa anropuTmis, AKi ByayTb 3acTOCOBYBATUCA ANA MOAENOBAHHA ¢i3ny-
HMX NPOLECIB Y Ipi;

— peanisauia anroputmie y nporpamHomMy 3abesneyeHHi, AKe BUKOPUCTOBYETHCA
ONA PO3PO6KU rpu;

— TeCcTyBaHHA Ta ONTUMI3aL,ifa irpoOBOro ABUryHa;

— po3pobKa rpu Ha H6asi cTBOPEHOrO irpoBOro ABMryHa (etan po3pobku rpadiky,
3BYKOBOIO CYyNpoOBOAY 1 iHLWWNX eNeMeHTiB rpu).

CTBOPEHHA irpoOBOro ABUryHa Ha OCHOBI Qi3MYHUX NPOLLECIB BUMAra€e BpaxyBaHHA
Pi3HOMAHITHMX }i3MYHMX 3aKOHIB, AKi MOB’A3aHi 3 PyXom TBEPAMX TiN, B3AEMOJIEIO 3i
CTAaTUYHMMM Ta AMHAMIYHUMM 06’ EKTaMM, a TaKOXK 3i 3MiHOO dopmu Ta 06’emy TBEp-
anx Tin. Came gns AOCATHEHHA LMX Linel po3pobneHo cuctemy ¢isMyHoro mogento-
BaHHA, AKa 6a3yeTbCA Ha NpuHLUMNax GisvKKM TBEpAOro Tina.

Hanpuknag, po3rnaHemo Kiflbka peasbHUX ABWUIYHiB, HAaBeAEMO XapaKTepUCTUKM
Ta CTBOPEHI Ha iXHi OCHOBI irpy, aasKe KOMepL,iMHO YCMilWHI NPOEKTM € MigCcTaBoO AN
NoAa iblLLOro BUKOPUCTaHHSA CaMe LiMX ABUTYHIB Ha npakTuui (Actaxos Ta bonTay, 2022).

Tak, Unity (a6o Unity3D) € ogHMM 3 Halibinbll NONYyAAPHUX irPOBUX ABUTYHIB, AKMI
BMKOPUCTOBYIOTb AJ/1f CTBOPEHHA irop Ha pisHMx nnatdopmax, Takmx sk Windows,
macOS, Linux, Android, iOS, Xbox, PlayStation Towo. ApxiTektypa Unity3D 6a3yeTtbcsa
Ha KOMMOHEHTHOMY NiaxoAi, LWo Aa€ 3Mory po3pobHMKam Nerko cTBOPHOBaTU Ta Mo-
OnbiKyBaTU pisHi enemeHTU rpu. [BUryH nigTPMMYE pi3Hi MOBM NPOrpamyBaHHs, TaKi
AK CH#, JavaScript, Boo, Lo pobuTb 10ro 4oCTYNHUM N5 LUMPOKOTrO Koa PO3POOHMKIB.
Unity3D Haniyye BeNMKY CMiZIbHOTY, AKA HAAA€E KOPUCTYBaYam BE3KOLITOBHY i NAaTHY
[0MOMOry, HaBYa/IbHiI Kypcu Ta Bigeoypoku. HasasHicTb 6e3nnaTHOi Bepcii gae 3mo-
ry HaBYaTUCA Ta EKCNepPUMEHTYBaATU 3 ABUIYHOM 6e3 BEIMKUX BUTPAT Ha NporpamHe
3abe3neyeHHA. TOXK He AMBHO, WO ABUIYH, cTBopeHMin y 2005 poui, y 2013 poui Ha-
pPaxoByBaB Ki/IbKiCTb 3apeeCcTpoBaHMxX KopuctyBadiB Unity3D y po3mipi 2 minbioHiB
(Unity, Source, 2015), w0 3acBia41a0 NONYAAPHICTb ABUTYHa cepes, PO3POBHUKIB irop.
3a gonomoroto Unity3D MoxHa cTBoptoBaTu aK 2D-, Tak i 3D-irpu pisHMX »KaHpiB (Big,
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nnatdopmepis 4o WyTepis i MacwTabHMx RPG). [IBUTYH TaKOX NiATPUMYE CTBOPEHHSA
Pi3HMX IHTEPAKTUBHMX 3aCTOCYHKIB i BipTyanbHoi peanbHocTi (Hocking, 2018).

MpuKnagamu BNPOBaSKEHHA CTanM Taki Bigomi irpu sk Endless Legend, Endless
Space, Temple Run Ta 6araTo iHWMX.

Biaomum npoayktom Microsoft € irposuit asuryd MoneGame/XNA, AKuiA cTBO-
punu Ha ocHoBi .Net Framework. o noasn Windows 8 aABuryH AaBaB MOX/MBICTb
po3pobku irop ana scix nnatpopm Windows. Micna Biamosm Microsoft y noganbuiin
NiATPMMLI NPOEKTY CTBOPEHO Bepcito MonoGame, AKa € NONy/APHOIO Ta PO3BMBAETb-
€A | HMHI 3aBAAKM NONYAAPHOCTI Ta NpocToTi irposoro AsuryHa XNA.

[o ocobamnsocteit MonoGame 3apaxoBytoTb BiHOCHO HU3bKWNI NOPIT BXOAKEHHS,
OCKi/IbKM NpocTUit iHTepdeiic Aae 3mory WBMAKO PO3NoYaTh Npouec po3pobku irop;
BiAKPUTMI Kog — MonoGame € BiIbHUM i BIAKPUTUM NporpamHmnm 3abesneyeHHsm Ta
NigTPUMYE CNiBNPALLIO 3 iHLWMMW BIAKPUTUMM NPOEKTaMU; iHTerpyeTbes 3 Visual Studio,
LLLO AA€E 3MOry 3pyyHO po3pobnsaTtu irpu gnsa nnatdopm Windows, Xbox, PlayStation;
OKpiM 3a3HayeHux, NiATPUMMYE LWe Taki naaTtdopmu, ak macOs, Linux, Android, iOS,
Nintendo Switch; mae WMpoKuit iHcTpymeHT ana po3pobku 2D- i 3D-rpadiku; niatpu-
MYE pi3Hi GyHKUi: ayaio, di3nKy, MeperkeBy rpy, WTYYHWUIN iIHTENEKT, WO HaJa€ Aono-
Mory B po3pobui cknagHux irop 3 6aratema ¢yHkuismu (Bpecnaseup, 2018).

MpuKknagM BNPOBAA)KEHHA — irpoBi MPOAYKTW, Taki AK Transistor, Bastio, Fez
Magicka 1 iHLwi.

KomnaHis Epic Games € po3pobHMKom gobpe BigoMOro ta nonyaspHoro B npo-
decinHomy cepepoBuLLi po3pobHUKiIB irposoro asuryHa Unreal Engine. Mepesaru:
6aratodyHKLiOHaNbHICTb, OCKiNIbKM Unreal Engine nigTpMMYye CTBOpPEHHA irop pisHUX
YKaQHPIB i PiBHIB CKNAAHOCTI; rpadivyHa AKICTb — 3aBAAKU Cy4aCHUM rpadiyHMM TexXHOo-
noriam DirectX, OpenGL; kpocnnatdopMHicTb — NiATPMMKa CTBOPEHHSA irop Aas naat-
dopm Windows, Mac, Linux, Xbox, PlayStation, Nintendo, iOS, Android, AR i VR; Unreal
Engine NponoHye NOTYXXHi Bi3yasibHi epeKTH, BKAOYAKOUYM peanicCTUYHE OCBITAEHHA,
BOAY, BOTOHb, AWM, TYMaH, TiHi 11 iHWe; 3abe3neyye WBMAKOAiO; Mae BOyAOBaHY CU-
CTeMy Bi3yasibHOro nporpamyBaHHA Blueprints, Aka gae 3mory po3pobHUKam CTBOPIO-
BaTW CKNAAHI QYHKLLT Ta NOTiKY rpun, He 3aiMatovmncb NPorpaMmyBaHHAM Ha C++, Ta iHLWI
nepesaru i ocobamsocri (batiHa yknag,, 2021).

Bigomi BnpoBaarKeHi irposi npoaykTu: cepii irop Toma Clancy’s Splinter Cell Series
Ta BioShock, Might & Magic Heroes VIl Ta iHwi (BaTiHa yknaga,, 2021).

Bigomuit y cepenoBuLLi SK NOYaTKIBLiB, TaK i NpodecimHUX po3pobHUMKIB irpoBui
AsuryH Construct 2, 0cobaMBOCTAMM AKOFO € NPOCTOTA BUKOPUCTAHHA; iHTErpaLia 3 iH-
LWMMM NPOrpamMmamMu; BEMKA KiNbKiCTb FOTOBUX pilleHb; NigTPUMKa i3nKuM; NigTpUMKa
MepEXKEeBOI rpu; € IHCTPYMEHTU 414 PO3BUTKY. Lle fae 3mory po3pobHMKam 3aBasAKM
BOYLOBaHUM IHCTPYMEHTaM TeCTYBaTH py, LWBUAKO BUABAATM Ta BUNPABAATU NOMUA-
Ku (BaTiHa yknag., 2021). Ha cborogHi Wwe Hemae irop, po3pobaeHux 3 BUKOPUCTaHHAM
LbOro ABUryHa.

HarinowupeHiwnmmn GpisM4HUMMU ABUTYHAMMU E:

— PhysX — ocHOBHM1 KOHKYypeHT Havok, eauHunic y cBiTi Gi3NYHMI ABUTYH, WO MaE
anapaTHy NiaTPUMKy. Ha cborogHi PhysX 3aiimae nepue micue 3a nonynspHicTio ce-
pen GisMYHUX ABUTYHIB;
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— Bullet Physics Library — gpyruii 3a nonynspHicTtio cepeg, BifibHUX Qi3n4HUX ABK-
ryHiB;

— Open Dynamics Engine — TpeTili 3a NonynspHicTio cepes, BiIbHUX Gi3UUYHUX ABK-
ryHiB;

— Tokamak — ¢isnyHUIM ABUTYH 3 BIAKPUTUM BUXIAHUM KOAOM;

— Newton Game Dynamics — cno4aTKy nponpietapHuit, a 3 atoToro 2011 poky —
BiNbHWUI QI3UYHUI ABUTYH;

— Box2D — mynbtunnatdopMeHHUN ABUTYH ANA CUMYANALIT Gi3UKKM TBEPAUX Tin;

— Havok Physics — ¢isnuHuiA gBUMYH, AKMUIA BUKOPUCTOBYHOTb Y BUNAAKAX, KOW He-
0b6XxigHO peanisyBaTv B rpi CKNagHy cUMyAALi0 Pi3HUX Gi3UUYHUX BNAMBIB Yy peXUMI
peanbHOro Yacy. AKWO NAAHYIOTb PeanicTUYHy Ta BUAOBULLHY rpy, 6e3 3acTocyBaHHA
Havok Physics He o6iliTuca. Lieit ABUryH € MynbtMnnaTGopMeHHUM i BUKOPUCTOBYETb-
€S AN CTBOPEHHS irpOBMX 3aCTOCYHKIB HE TiIbKM A1 KOMM'1OTEpIB, a 11 ANA BCiX aKTy-
aNIbHUX iIrPOBUX KOHCOJIEN, BKAOYAOUM NOPTATUBHI Ta riGPUAHI NPUCTABKM.

[na onvcaHux BuULLLEe ABUIYHIB HaBegeMO NPUKAAZL BUOOPY HalbinbLw onTMManb-
Horo. [InA OUiHKM ONUIAHUX | anpPioOpHMUX BUMOT BUMKOPUCTAEMO METOZA PEeNTUHIOBOI
OLLiHKK. Lle 03HayvaE, AKLLO ABUTYH BiANOBIAAE TaKilh BUMO3I, BiH OTPUMYE A,04aTKOBUM
6an penTuHry. na KOXHOI 3 LMX XapaKTEPUCTUK BUKOPUCTAEMO TPUDBaNbHY LIKany
OL,iHIOBaHHA:

1. OnuinHa BUMmora:

0 6aniB — AKLLO ABUTYH He BiANOBIAAE BUMO3i;

2 6a1n — AKLLO BignoBigaE.

2. [JokymeHTauia:

1 6an — maike HeMa€e JOKYMeHTaL,ii y BiaKpuTomy goctyni;

2 6anun — xopoLua AOKYMEHTALLiA aHIMiACbKOO MOBOIO;

3 6anun — JOKYMeHTaLis A4OCTyMNHa pPigHO MOBOIO.

3. IcTopia 3acTocyBaHHA:

0 6aniB — Hemae Bigomux irop;

1 6an — 1-5 Bigomux irop;

2 6anun — 5-9 Bigomux irop;

3 6ann — 10 i binbwe Bigommx irop.

Ha cborogHi 3a gonomoroto ¢isnyHoro asuryHa Havok Physics cTBopeHO noHag,
niBTOpPM COTHI irop. € HaBiTb iHbOpMmaUia, wo came Havok Physics 6yB 4acTKoBO iHTe-
rpoBaHuWM y BioOMMIA ABUTYH Source, y Ty YacTUHY, LLO BianoBigae 6esnocepeHbo 3a
disnKy mogeneit. Takox MOro BUKOPUCTOBYIOTh i B iHWMX BUAax npodecinHoro npo-
rpamHoro 3abesneyeHHs, Takux ak 3ds Max i Maya. BUKOpPUCTOBYIOTb MOrO i B pPi3HUX
peanicTUYHUX CUMYAATOPaX i TpeHaXkepax, Wob HABYUTMCA BOAUTM HA3EMHUIN TPaH-
CNopT i NinoTyBaTK aBiacygHa. TaKoXK € TPUBUMIpHWUIA rpadiyHni aeuryH Havok Vision
Engine i nporpama ana peanisauii irpoBoro wrty4yHoro iHTenekty Havok Al.

OAHUM 3 K/IOYOBUX eNeMEHTIB PO3pobKM irpoBOro ABUIyHa € anropuTm pospa-
XYHKY KOni3iit mixk TBepanmm Tinamum (Curtis, Tamstorf and Manocha, 2008). Y pobori
3anponoHOBaHO BUKOPUCTaHHS aAropuTMy AMCKPETHOI Moaeni, AKMin 3abesneyye Bu-
COKY TOYHICTb 06UYMC/IeHb KONI3ii, @ TaKOX ONTMMI3aL,it0 Yacy, AKUN BUTPAYAETLCA Ha
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obumcneHHaA. Kpim Toro, po3pobaeHo anropuTmMmn Ana MoAeN0BaHHA PYXy TBEPAUX TiN
3 ypaxyBaHHAM BMAUBY CUAN TePTA, NOBITPAHOIO ONOpPY M iHWKNX GiI3UYHUX YNHHUKIB.

[na sBubopy 3acobis po3pobKKM iIrpoOBOro ABUTNyHa BUKOPWUCTAHO MOPIBHANLHO-
aHanNiTUYHUI MeTog, BigobparkeHuii y Tabanu,i 1.

Tabauys 1
MopiBHANBHO-aHANITUYHMIA meToa
BM6opY 3acobiB po3pobKu irposBoro ABUryHa
. Construct

XapaKkrepuctuka Bumorn Unity Unreal | MonoGame 2
Pexkum peHaepuHry | 3D N v N -
Di3NYHUIA ABUTYH N v N N
LLinboBWIA KaHp RPG v v N N
Linbosi nnatpopmmn | Windows, OSX v v v v
MoBa po3pobKu C# abo JavaScript v v v v
IHTerpauis 3 IDE Visual Studio v v v -
OC ans po3pobKu Windows v v v N
LlinboBa ayautopis fij: npogeciona- v v v -
Lina Be3KoLWToBHO v v v -
AKICTb JOKYMeHTaU,i 3 3 3 3
PiBeHb cymicHOCTI 3 2 1 1
IHTepdeiic  KopucTy- 3 3 ) 3
Baya
IcTopia 3acTocyBaHHA 3 3 2 0
OCTaTOYHUI PENUTUHT 12 12 8 He niaxo-

ONTb

[Kepeno: pe3ynbtatv BAACHUX AOCNIOXKEHD.

LLle oaHWMM BaXKNMBUM CKNAAHUKOM irpOBOro ABUIyHa € CUCTeMa AUHAMIYHOI PiANHM.
Po3pobneHo anroputmm, AKi 4at0Tb 3MOTY MOLENHOBATU NOBEAIHKY PiAMHM 3 ypaXyBaH-
HAM BNAMBY rpaBsiTaLii, CUAM TUCKY M iHWKX di3MYHMX YMHHUKIB. Lie gae 3mory gocartm
6iNbLL BUCOKOI peanicTMYHOCTI B rpadiyHoOMY BigobOparkeHHi Boay 1 iHWKX PiAMHHKX ce-
penosuLL,. 3anponoOHOBAHI HOBI NiAXOAM A0 MOAENIOBAHHA iIFPOBOro ABUIyHa AAt0Tb 3MO-
ry NiZTPMMYBaTH PiSHOMAHITHI reoOMeTpUYHI GOpMMU, BKAKOYAKOUM NPAMOKYTHUKM, KO Ta
6araTokyTHMKM. [Mig Yac gocniaxKeHb PO3rIAHYTO Ta BUPILLEHO 3aBAAHHS PO3PO6KM cucTe-
MW AMHAMIYHOI 3MiHM POpPMU TBEPAMX Tif, AKa 6 Aana 3mory mogentoBat aedopmaltito
TBEpAMX TiN Nig Yyac 3iTKHeHHSA 3 iHWKMK 06’ekTamu. Lie 3abesneuye cTBOpeHHn GinbLu pe-
aNiCTUYHMX CUEH, NOB’A3aHMX 3 PYMHYBAHHAM Mig, Yac 3iTKHEHHS 06’€eKTiB.

Ona peanizauii irpoBoro ABMryHa BMKOPMUCTAaHO MOBY MporpamyBaHHA C++, AKa
€ OAHI€EI0 3 HaMbIiNbLW NONYNAPHMX MOB NPOrpamyBaHHA B ranysi po3pobKku Komn'to-
TepHUX irop. na peHaepuHry rpadikm 1a GpisMyHOro mogentoBaHHA BUKOPUCTAHO Bia-
KpuTi 6ibnioTekn OpenGL. 3aBASKM LLbOMY MepeBarod OTPUMaHOrOo irpoBOro ABUryHa
CTana MigTPUMKA PiSHOMAHITHMX rpadiyHMX edeKTiB, TaKUX AK, HaNPUKAaL, BOAAHI
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XBWA, CHIr, AWM 1 iHWi. CTBOPEHO HM3KY AEMOHCTPALLIMHUX CLUEHApIIB, AKI iNtOCTPYIOTb
Pi3HIi MOX/IMBOCTI HOBOTO iIrPOBOrO ABUrYHA.

Hanpuknag, nig Yac BuABAEHHA ABML 3iTKHEHb O6’eKTiB y cTBOptoBaHOMY oi-
3MYHOMY ZIBMTYHi MOXHa abcTparyBatuca Big KoHUenuii pisHMx ¢popm i BpaxoByBaTu
TiIIbKM HOPMasb MiXK TOYKaMM i Te, HACKiNIbKM MMBOKO 06’ekTM nepebyBatoTb OAMH
B 0ogHOMY. Y KOXKHOi dpopMKn Mae ByTu CBil TMN KoMalaepa, LWo MiCTUTb Ti BNACTUBOCTI,
i 6a3a anna 36eperkeHHA. byab-AKMA TMN KONanaepa NOBUHEH MAaTU MOXK/IMUBICTb Nepe-
BIPUTWU HAABHICTb 3iTKHEHHS 3 ByAb-AKMUM iHWWUM TUMOM, TOMY AoAatoTbcs QYHKUiT A0
6a3u KOXKHOro 3 HUX. LLi pyHKLIT npuiimaTtumyTb Transform, Tomy Konangepm 3amoXKyTb
BMKOPWUCTOBYBATM BiZHOCHI KoopauMHaTW. MporpamHnin kog, byae maTtv BuUrnaL;:

struct Collider {

virtual CollisionPoints TestCollision(

const Transform* transform,

const Collider* collider,

const Transform* colliderTransform) const = 0;

virtual CollisionPoints TestCollision(

const Transform* transform,

const SphereCollider* sphere,

const Transform* sphereTransform) const = O;

virtual CollisionPoints TestCollision(

const Transform* transform,

const PlaneCollider* plane,

const Transform* planeTransform) const = 0;

K

CTBOPMMO ABa TUNM KoNalaepiB i NOgMBUMOCA, AK BOHM B3aeEMogitoTb. Chepa BuU-
3HAYAETbCA AK TOYKA i pajiyc, a NAOLWMHA — AK BEKTOp i BiacTaHb. [lepeBn3HauYMmo
¢dyHKUiT 3 Collider. 1na KoXXHOro Konaaepa MoxHa BUOpaTK, AKi iHWI Konakaepu BiH
BMABUTb, 3aMOBHMBLUM 260 3anNLWIMBLUM Li GYHKLiT NOPOXKHIMK. Y LLbOMY pa3i Ham He
NOTPIOHI 3ITKHEHHA MiX NJOWMHAMMK, TOMY NOBEPTAEMO MOPOIKHIO TOUKY 3iITKHEHHA.

struct SphereCollider

: Collider

{

vector3 Center;

float Radius;

CollisionPoints TestCollision(

const Transform* transform,

const Collider* collider,

const Transform* colliderTransform) const override

{

return collider->TestCollision(colliderTransform, this, transform);

}

CollisionPoints TestCollision(

const Transform* transform,

const SphereCollider* sphere,
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const Transform* sphereTransform) const override

{

return algo::FindSphereSphereCollisionPoints(

this, transform, sphere, sphereTransform);

}

CollisionPoints TestCollision(

const Transform* transform,

const PlaneCollider* plane,

const Transform* planeTransform) const override

{

return algo::FindSpherePlaneCollisionPoints(

this, transform, plane, planeTransform);

}

b

BUCHOBKU. PO3rnAHYTO HaABHI Ha CborogHi irposi ABuryHn. OKpemo npoaHaniso-
BaHO BMAM Gi3MYHMX ABUIYHIB Ta ONMCAHO iXHi 0ocobaunBocTi. 3pobaeHo cnpobu cTBo-
PEHHA iIrpPoOBOro ABUryHa Ha OCHOBI $i3MYHMX NPOLECiB, WO AA€E 3MOry CTBOPHOBATH
6inblu peanicTMyHi irpoBi cepegoBuULLA 3 BUKOPUCTAHHAM PiSHOMAHITHUX edeKTiB, CU-
MyntoouM GisnMYHI npouecu B rpi. IrpoBuUiA ABUIYH, CTBOPEHWUIA HA OCHOBI HOBMX igeMn
Ta iHHOBALMHUX MiAXOAIB A0 BUpilLEHHA NPobaemu, BUKOPUCTOBYE anropuTmMu pos-
paxyHKy KONi3ili i AMHaMiYHOro MoaentoBaHHA TBEPAMX Tifl Ta PiAWH, WO 3abesneyye
BMCOKY TOYHICTb i peanicCTUYHICTb MOAENOBAHHA.

HoBuit nigxia Aa€ 3mory poswmnpoBaT MOKIMBOCTI irpoOBOro ABMryHa Ta niatpu-
MYBaTWU PiSHOMaHITHI cueHapii irop. Cnig 3a3HaunTK, WO TPUBAKOTL NoAaablli JOCAI-
OYKEHHSA LWOoA0 PO3LUMPEHHA CNEKTPA MOXKANBOCTEN KOMMN'tOTEPHOT rpadikM Ha OCHOBI
irpoBOro ABWryHa, BUBYAETbCA MOMKIMBICTb 3abe3neyeHHA HOBUX ePeKTiB HA OCHOBI
Taknx GisMYHUX NPOLECIB, AK NIATPUMKA M’SIKUX Tin, 6inbll TOYHa CUMYAALIS PiANHU
Ta MOBITPAHMX MOTOKIB TOLLO.
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PHYSICS IN GAMES. CREATION A GAME ENGINE BASED
ON PHYSICAL PROCESSES

The purpose of the research is to analyze existing game engines and study the possibilities
of developing and implementing a game engine based on physical processes using a new
approach that will expand the capabilities of game environment modelling.

The research methods are based on the implementation of general scientific and specific
methods, including analysis, synthesis, comparison, analogy and modelling, system-structural
analysis, methods of theoretical systematization and generalization of results, and scientific
modelling, which allowed for a meaningful analysis of the subject matter.

Scientific novelty. A new approach to the creation of a game engine based on physical
processes, which uses algorithms for calculating collisions and dynamic modelling of solids and
liquids, is proposed.
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Conclusions. The currently functioning game engines are analyzed and the characteristics
and features of physical engines are described. It is emphasized that the physics engine in
game development performs two main functions: detecting collisions between objects and
simulating forces and movements resulting from these collisions. In addition to simulating
the physical processes of solids, physics engines can implement additional features: special
support for modelling the movement of solids, water and other liquids, simulation of fabrics
and clothing, various particles, additional support for character simulation — high-level
character controllers, built-in support for rag-dolls, and support for animation. A new approach
to creating and using a game engine based on physical processes is described, which allows
creating more realistic game environments using a variety of effects, simulating the physical
processes in the game. The game engine, created on the basis of a new approach to solving the
problem, uses algorithms for calculating collisions and dynamic modelling of solids and liquids,
which expands the capabilities of activity modelling, ensuring high accuracy and realistic
visualization of processes. The new approach allows expanding the capabilities of the game
engine and supporting a variety of game scenarios.

Keywords: physics engine; dynamics; object collision; OpenGL library; PhysX; Havok
Physics; Construct 2; Unreal Engine; MoneGame / XNA.
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