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Anomayia. Onucano npobremu i3 AKUMU CIUKAEMbCA HAYKOGeYb, WO NpacHe po3pooumu
mamemamuyri abo no8ediHKo8i Mooeni OJisi CKIAOHUX 00 €KMi6 peaibHO20 C8IMYy, MaKux K
FPV oponu, asmomobini abo inwi pyxomi 06 ’ekmu, Ha AKi NOWUPIOIOMbCSA 3AKOHU DI3UKU
min. 3anpononosano suxopucmanns ieposux pywiie (maxux sx Unity 3D, Unreal Engine)
OJ151 eMYNI08AHHS NeBHUX Olll HAO 00 €KMOM, i3 YPAXYBAHHAM 1020 (PIZUYHUX 81ACMUBOCIEL.
Ha npuxnaoi pobomu i3 cnpowernoio moodennto FPV opona npooemoncmposarno npuxinao
imepamuenoi po3pooKU MAmMMOOei.

Knrouosi cnosa. ¢izuune mino; mamemamuuna mooenw; ieposuti pywii; FPV; Unity 3D;
Unreal.

Berynna yactuHa. Y 3B’S3Ky 13 CTpIMKMM po3BUTKOM TexHojorii Il y cBiTi, BUHHKae
MiABUIIEHUHA TOMHUT Ha WOTO BIPOBA/DKEHHS y BCl Cepu CydacHOro >KUTTS. Bim Tak, okpim
mporpaM y cMapTdoHi, BeOcaiTiB, un iHIUX moAioHux ¢opmatiB BrpoBamkeHHs I — monut Ha
PO3pOOKY MOJIeNIell TOPKAETHCS 1 TAKMX 00’ €KTIB, IK aBTOMOO1LITi, O€3MUIOTHI JITABHI allpaTH, TOIIO
— ¢akTHYHO O00’€KTIB HAa SKI MOIIMPIOKOTHCA (DI3UYHI BIACTHBOCTI Mpu B3aemojii 3 HumH. lle
MOXKYTh OyTH CHJIM TSKIHHS, TEPTS, OMOpy, Ta iHmi. OcoOIuBICTIO pOOOTH 13 TAKUMU CUCTEMAaMU,
0COOIIMBO 1I€ CTOCYETHhCS CTYIEHTIB a00 HAyKOBIIB-MIOYATKIBIIB, € BHCOKHH I[IHOBHI MOPIT
BXO/pKeHHs. Hampuknan, nemeBuil aBToM0O1Ib, a TakoX Horo mMoaudikaiis pisHUMH CEHCOpPaMHU
MO)ke OOINTHCS y JeKiiIbKa THCsSY gonapiB ado Oinbmie. briJIA B cepenubomy komrye 300 — 500$
[1], mpoTte Woro ierko BTPATHUTH YW 3HUINUTH B XOJi MPOBEICHHS EKCIepuMeHTIB. Jlis
3a0e3neyueHHs peaizallii 1/1ell HayKoBLS 32 YMOBU OOMEXEHUX PECYpCiB, MOXIIMBO BUKOPUCTAHHS
CEepEIOBHUIIL 1110 CUMYJIIOIOTh MEBHI (PI3MYHI 3aKOHH, @ TAKOXK JI03BOJISIIOTH HE TypOyBaTHCS 3a LIHY
obnamHanHs [2]. Ha chorosHi, TAKMMHU BIaCTHBOCTSIMH BOJIO/IIFOTH CYYacHI BiJICOIrPOBI pyIii, Taki
sk Unity 3D, a6o Unreal Engine 5 [3].

MeTo0 nocigKeHHs] € IPOJEMOHCTPYBaTH IEpeBard BUKOPUCTAHHS CY4YacCHUX IrPOBUX
pyLIiB Ul CTBOPEHHS I1HTEPAKTHBHOIO CEpEJOBHUINA IPOBEJCHHS EKCIEPUMEHTIB Hal
MaTeMaTHYHOIO MOJIEJUTIO IEBHOI BIACTUBOCTI 00’ €KTa (hi3UYHOTO Tija.

OcHoBHa yacTuHA. [IpUHIMT MOJAENIOBAHHS HE € HOBUM Yy 1H)KeHepii. Tak MojentoBaHHs —
11l BUBYEHHS O0'€KTa IUISXOM CTBOPEHHS Ta JOCIIIKEHHS Horo komii (Mojeni), ska 3a CBOIMHU
BJIACTUBOCTSIMH BIJITBOPIOE BJIACTUBOCTI 00'€KTa, MO JOCTIDKYETbCA. [HOMI OCTIKEHHS 3a
JOTIOMOTOI0  MOJIeTIe € €IMHO MOXKIMBHUM  CIIOCOOOM  €KCIIEPHMEHTAILHOTO  BHUBYCHHS
TEXHOJOTIYHUX mporeciB [4]. V Bumaaky po3poOJieHHS MaTeMaTu4yHoi Mojeni Jjis poOoTH i3
METOAaMHU Ta 3aco0aMy HITYYHOTO 1HTEJNEKTY, MOJEIIOBAHHS BiJIpa€ KIIOUOBY POJb, OCKUIBKU
OMHI 1 Ti caMi EKCIEPUMEHTH MOXYTb IIOBTOPIOBAaTHCS HE3JIIYEHHY KUIBKICTh pa3iB 13
MiHIMQJIPHUMHM 3MiHaMH — BCe€ Ul JOCSTHEHHS ONTUMAJIbHOTO pe3yibrary. Po3poOka
MaTeMaTHUYHUX Mozelel s 00’ €KTIB (PI3UUHUX T1J CTUKAETHCS 13 HACTYITHUMHU MPOOIeMaMH:

- He Bci BmacTuBOCTI peanbHOro 00’ €KTy He0OX1/IH1 IS OMpAIlOBAaHHS;



- OOMexeHHs pecypciB Ha PO3poOKy HE Ja€ MOXJIHMBICTH OTPHUMATH HE3MIYEHHY KIJTbKiCTh
00’€KTiB, TaKuX K aBTOM0O1TH 260 FPV npom;

- Buxin 3 magy abo BTpara 00’€KTa TOCIIHKEHHS MOXKE MTPU3BECTH JI0 3aTPUMOK Y HAYKOBOMY
porieci;

- CkimanmHICTh ITEpaTHBHOI PO3POOKH MaTMOJIENeH, KOJM HEOOXIIHO OJpa3y BpaxOBYBaTH
BEJIMKY KiJIbKICTh BX1JIHUX MAapaMeTpiB.

OmHUM 13 METO/IIB €eKOHOMIT pecypciB HAYKOBIIA, a TAKOXK CIPOIICHHS PO3POOKH MaTMO/IENICH,
MOXe OyTH BHUKOPHUCTAaHHs IrpoBUX pyIiiB. Tak, IrpoBHil pymiiii — I1¢ MpOrpaMHHMA pyIIii,
[EHTpaJIbHA MTPOrpaMHa YaCTHHA OY/Ib-sIKOi BiJICOrpH, SKa BiJIMOBIIAE 3a BCIO 11 TEXHIYHY CTOPOHY,
JI03BOJISIE TIOJIETIIUTH PO3POOKY TIpu HUIIXOM yHiikamii Ta cucreMarusaiii i BHYTPIIIHBOT
cTpyktypu. Jlo  QyHKUiOHanTy  IrpOBHUX  pyHIiiB  BXOIATh Pyl  pEeHIECPUHTY
(«Bi3yanizaropy), hisudHUi pyIii, 3ByK, CACTEMa CKPUIITIB, Ta iHIII KOMIIOHeHTH [5]. HaitOinbi
BUKOPHCTOBYBaHUMH irpOBUMH pyluisiMu Ha nanux MmomeHt € Unity 3D ta Unreal Engine [3].

BpaxoBytoun Toil (axT, 10 OJHUM 13 KOMIIOHEHTIB pyIlid € (i3uYHUNA pyIIid — HAyKOBEIb
€KOHOMHUTh CBOi PECypCHM Ha CTBOpPEHHs (I3UYHOI MOMENi peallbHOTO CBITy. Jls HayKOBIISI
3IMIIAETHCSA HEOOX1THUM HAJUIMTH CBiH 00’€KT peaJbHUMH (Pi3MYHUMH BJIIACTUBOCTSIMH, TAKUMH
SK Bara, omip BITpy, TOIIO. Marouu pymriii peHIepUHTY — MOXXJIMBE EMYJIFOBAaHHS Ta BUPILICHHS
TaKMX 3a]a4 K po3Mi3HaBaHHS 00pa3iB, Ta IHIIKX, 110 MOTPEOYIOTh POOOTY Kamepu. 3HOBY K TaKH,
0e3 pU3UKy BTPATH JIOPOTrOBAPTICHOTO OOJIaIHAHHS.

3Baxkaroun Ha Te, mo pyuriit Unreal Engine matusno nmigrpuMye Moy Python [6], a Takox Te,
o MoBa Python e crangapTom iHAYCTpii A1 BHPIIICHHS 3a/Ja4 MAIIMHHOTO HABYAHHS Ta 1HIIIOTO
HII-monentoBanHs [7] — Ui HAyKOBLS BiJAKPUBAETHCS HATUBHHIA 3aci0 TecTyBaHHS €()EKTHBHOCTI
H0Tr0 MOJIEIIEH.

B skocti mpukiany Oyae mpoaeMOHCTPOBAHO BUKOpUCTaHHs pyiris Unreal mist BupimieHHs
HACTYITHOT 3a/1a4l: pO3Mi3HaBaHHS ONEePaTUBHOI IpaHulli 3 gornomorow FPV.

Ha pucynky 1 300paxena Bi3yaizallis TOT0, 1[0 MU XOYEMO JOCSATTH Y peaTbHOMY JKUTTI.
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Puc. 1. Konnenr-apr Bizyamnizanii rpanuis 3001 ounma BITJIA

Ha pucynky 2 300pakeHa eMyJsilis MpOIeCy PO3Mi3HABaHHS T'paHUIll (B IIbOMY BHUIAIKY
JOPOTH) 3 I0IIOMOTOI0 IFPOBOTO PYIIis.
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Puc. 2. JlemoHcTpallig eMyJIFOBaHHs POIIECY PO3Mi3HABAHHS JOPOTH y iIrpOBOMY PYIIil
Unreal

SIK BUIHO 3 PUCYHKY 2 — MOJENIb MOXKHA MOYMHATH PO3POOISATH a TaKOX HABYATHU Y JIEIIO0
CIPOIICHUX YMOBax: BIJACYTHOCTI BI3yaJIbHUX IIyMiB, MEHIIOI KUIBKOCTI 0O0’€KTiB, OLIBII
BUpaXeHH KOHTpacT. [Ipm mpoMy ekcriepuMeHTanbHO Ham «FPV» moxe pyxarucs mo KapTi,
BHKOHYBAaTH PI3HOMaHITHE MaHEBPYBaHHS TOINO, 3 METOIO OMNpAIIOBAaHHS BJIACHE HABITYBaHHS Y
npocropi. Takok y I[bOMY BHIAJKy JOPSYHHM € 3aCTOCYBaHHS iTepaTUBHOI po3poOku [8] — mo
MPHUKJIATy MU MOKEMO J0AAaTH IHTEHCHUBHE OCBITJICHHA, JUIsl TOro o0 y Kamepu Oyio Oinblie

30BHIIIHIX ITYMiB sIKi HE00X11HO npodinbTpyBaTu. Jlane yckiaaHeHHs 300paXeHO Ha PUCYHKY 3.
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Puc. 3. ItepatuBHa po3poOKa — yCKIaHEHHS POIECY PO3Mi3HABAaHHS OaKaHOTO 00’ €KTY 3
JIOIIOMOT'OX0 OCBITJIEHHS



BucHoBkM. BukopucTanHs irpoBHX pYIIiiB y HAyKOBUX IMPOEKTaX MOXKE MaTu CBOI IepeBaru
SIK y TPOIIECi HAJaroKEHHsT MaTeMaTHYHOT MOJIei Ta i1 HaBYaHHs, TaK 1 JUIsi eKOHOMI1 (DiHAHCOBUX
Ta TPYJOBUX PECYpPCiB HAYKOBIIIB Y MOCSITHEHHI moctapieHoi 1imi. CydacHi irpoBi pymrii MIiCTSTh
BEJIMKY KUIBKICTh €MYJIAIii pearbHOro CBITY, IO JO03BOJISIE TOYaTH POOOTy HaI 00’ €KTaMu
G13UYHOrO TiNIa 13 HU3BKUM MOPOToM BXony. i CKIaAHUX MaTEeMaTHYHUX MOJENel 3’ SBISEThCS
MO>KJIUBICTB X 1TEPaTUBHOIO PO3BUTKY 0€3 OCTpaxy LIO JI0 BTPATU JOPOTOLIHHOrO o0najHaHHs. Y
MaiiOyTHROMY HaBU€HI MOJENI IrpOBOr0 PYIIis MOXHA BHKOPHUCTOBYBATH SIK OCHOBY IS
TECTYBaHHSI peajbHUX 00’ EKTIB.
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Dmytro Maherovskyi

Using game engines to develop and improve mathematical/behavioral models of objects in physical
space

Abstract. Challenges which are faced by scientists seeking to develop mathematical or behavioral models for
complex real-world objects such as FPV drones, cars, or other moving objects governed by the laws of
physical physics are described. It is proposed to use game engines (such as Unity 3D, Unreal Engine) to
emulate certain actions on the object, considering its physical properties. An example of iterative
development of a mat model for a simplified FPV drone model, an example is demonstrated.

Keywords: physical body; mathematical model; game engine; FPV; Unity 3D; Unreal.



