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Modeling physical processes in game development is important for

improving the gaming experience and making it more immersive for players. By
using principles from different areas of physics, such as motion, forces, and light,
developers can create more realistic interactions and environments. Simulating
physical effects like fluid dynamics and material properties also helps in
producing accurate visual effects, which increases the overall realism of the game.
Game engines play a major role in bringing these physical processes into the
game, making both the graphics and mechanics feel more believable.

[Tpu po3poO1i KOMI'TOTEPHUX ITOP 3 METOKO MOKPAILIEHHS IrPOBOTO JIOCBIY
KOPHUCTYBadiB MPOTPAMICTH CTUKAIOTHCSA 3 YUCICHHUMH BUKIWKaMH. BakinBa
POJIb MPHU 1IOMY BIJBOJUTHCS MOJICTIOBAHHIO (DI3UYHUX MPOIIECIB, SKE I03BOJISE
CTBOPIOBATH JUHAMIYHI ITPOB1 MEXaHIKH, 1110 3HAYHO MOKPAIIlye IrPOBUH TIPOLIEeC
Ta MJBUIILYE PIBEHb 3aHYPEHHS TPaBlsl B IrpOBY peaibHICTh. DI3MUHI 3aKOHU
BPaxOBYIOThCSl SIK TIiJ] 4ac PO3pOOKH Bi3yallbHOI YACTUHU TPH, TaK 1 IS
MOJICJIIOBAHHI PyXy TMepcoHaxiB Ta o00’ekTiB. OCKIIbKM BUMOTH  JIO
PEANTICTUYHOCTI B Irpax 3pOCTalOTh, MUTAHHS MOJEIIOBAaHHS (PI3UYHUX TIPOIIECIB
1] 4ac iX po3poOKU CTa€ OCOOIUBO aKTyaJIbHUM.

MopentoBaHHs pyxy 00'€KTiB, HIEPCOHAXKIB Ta HABKOJIUIIHBOTO CEPEIOBHUIIA
noTpedy€e BUKOPUCTAHHS 1[1JI01 HU3KHU PO3JLIIB (Q13UKH:

- KIHeMaTHKa, SK PO3Ai MeEXaHIKM, MOTpiOeH [JIsi MOJCITIOBAHHS
MEpPEMIIICHHS] ITPOBUX IOHITIB, QK€ 3aKOHU KIHEMAaTHKU J1O3BOJISIIOTH
PO3paxoByBaTH MO3UIII0 00’ €KTIB, X MIBUAKICTh Ta MPUCKOpeHHs [1];

- JIUHaMiKa BIAMOBIJA€ 3a MOJEIIOBAHHS CHUJI, TaKUX SIK TpaBiTallis Ta
TEpTSl, 10 BIUIMBAIOTH HAa 00'€KTH;

- TPUHIUIY TEPMOIUHAMIKH aKTUBHO BUKOPUCTOBYIOTHCS Y CUMYJISIIIISIX
HaBKOJIMIITHLOTO CEPEJOBHINA, OCOOJHMBO B Irpax 3 BIIKPUTHM CBITOM, IS
BIJITBOPEHHSI TPOIIECIB TEIIOOOMiHY, 3MiH TEMIEpaTypu Ta BIUIMBY ITUX
¢dakTopiB Ha PyX 00'€KTIB;

- 3aKOHU CNEKTPUKH Ta MArHeTU3My BHUKOPHUCTOBYIOTHCS IS
MO/ICJIFOBAHHS €JIEKTPUUHUX Ta MArHITHUX SIBUILL B Irpax pi3HOTO KaHPy 3 METOIO
CTBOPEHHSI I0AATKOBUX PEATICTUYHUX (PI3UYHUX €PEKTIB.

CtBOpeHHs peandiCTUUHOI rpadiki B irpax TaK0XX BUMarae riinOOKUX 3HAHb
3 ¢13uKu. Takuil po3au, IK ONTHKA, BAKOPUCTOBYETHCS JIJISl MOZEIIIOBAHHS CBITIa
Ta peANICTUYHUX MareplaiiB 1 TEKCTyp. A TigpoJuHaMiKa, aepoJIMHaMIKa Ta
TepMOJMHAMIKa JIJI1 CTBOPEHHS MPABAOIOIIOHUX Bi3yalbHUX €(EKTIB.
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AHai3 KOMIT IOTEPHUX IrOp PI3HUX JKaHPIB MOKa3aB HACTYIHI OCOOIMBOCTI
BUKOPHUCTAHHS 3aKOHIB 1 IPUHIIUIIB (13UKH:

-y miaThOopMEHUX irpax 4acTO BHKOPUCTOBYIOTHCS MEPIIMMA Ta IPYTHid
3ak0OHM HBIOTOHA, 3aKOHMW BCECBITHBOTO TSDKIHHS, 30€pEXKEHHS IMITYJIbCY,
30epekeHHs eHeprii, TepTA Ta 3aKkoH [ 'yka; mpukiagaMu Takux irp € Super Mario
Bros, Rayman Legends 1 Hollow Knight;

- JIesKl IrpoBI >KaHPHU 3a3BUYal 3a0e3MeuyroTh Kpairy (Gi3uKy, HDK 1HII
[2]; Tak, y roHoyHux irpax tumy Gran Turismo 7 ta TrackMania peamnizaiis
3a3HauYCHUX (PI3UMYHUX 3aKOHIB YacTO € OLIBII CKJIaJHOI0, OCOOJMBO KOJH IIi
€JIEMEHTHU 1IHTETPOBaHI B TPUBUMIPHOMY ITPOCTOPI;

-y OarathoX Irpax 3 BIJIKpPUTHM CBiTOM (Di3uka pyxy abo B3aeMoii
00'ekTIB MOXe OyTH CIPOIIIEHA; HE3BAXKAIOUN HAa BAXJIMBICTh (DI3UUHUX 3aKOHIB
y CTBOPEHHI PEANICTUYHOrO IrPOBOTrO CBITY, PO3POOHUKH I1HKOJHM 3MYILIEHI
crpouryBaTd ab0 HaBITh ITHOPYBATH JAESKI 3 HHUX; L€ MOXe OyTH 3poOJeHO 3
METOI0 MOKpAILEHHSI IrPOBOTO JOCBIAY, ONTHUMi3alli NPOJYKTUBHOCTI Ta
3aJ0BOJICHHS] BUMOT TIEBHOTO KaHPY TPH.

3 PO3BUTKOM TEXHOJIOT1M PO3POOHUKH IrOp MarOTh MOKJIUBICTH 3aCTOCY-
BaHHS CyYaCHUX IHCTPYMEHTIB — ITPOBHX PYILIiB, II0 3a0€3MeUyI0Th IHTErpaLio
CKIAAHUX (PI3UYHUX MPOIIECIB y peaIbHOMY Yaci. 3aBISIKA MOTYXHUM PYIIisM,
takuM sik Unity a6o Unreal Engine [3], po3poOHUKH MarOTh MOKIIUBICTH JIETKO
MOJIeTIOBaTH (PI3MYHI MPOILIECH 3 TaKUX PO3JAUIB, K KiHeMa-THKa, JUHAMIKa,
OINTHKA Ta TEPMOJIMHAMIKA, TIPU I[LOMY JOCITal0Yd BHCOKOTO PIBHS peaiizMy y
B3a€MO/IIi 00’ €KTIB 1 Bi3yallbHUX e(eKTax.

OTxe, mpaBUJIbHE 3aCTOCYBaHHS MPUHIMITB (DI3UKKM B PI3HUX aCIEKTaX
pPO3pOOKH Ma€ BUpIIIATIbHE 3HAUECHHA JIJIs1 JOCSATHEHHS BUCOKOTO PIBHS peaiizMmy
B KOMIT'IOTEpHUX irpax. PeanicTU4HICTh (PI3UYHUX MPOLECIB B Irpax 301IbIIYE
3aHYpEHHS T'PaBlisl B IFPOBHIA CBIT Ta CYTTEBO MOKpAIILy€ BPAKEHHS, K1 OTPUMYE
rpaBelb miJ 4ac rpu. TakuM 4YMHOM, BIATBOPEHHS PEANICTUYHOTO (PI3UYHOIO
Cepe/IOBHINA € BAXKIUBUM €IIEMEHTOM ITPOBOTO TPOIECY Ta € KIOYOBUM
(akTOpOM MOMYJIAPHOCTI OaraTboX KOMI IOTEPHUX 1TOP.
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