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B ymosax pozeumxy Al, GameDev ma xibepbesnexu sunukac nompeoda y po3yminHi Mamemamuyno2o anapamy,
NPUXOBAHO20 30 NPOSPAMHUM KOOOM. [locniodicenns cnpsamogane Ha NOOONAHHS PO3PUBY MIIC AKAOEMIYHUM BUKIA-
OaHHAM MamemamuKky ma npuxkiaoHumu eumoeamu IT-indycmpii. Poboma npucesauena ananizy Mincoucyunii-
HapHux 36 ’A3Kie Midic po3oinamu ma memamu yHOAMEHMANbHUX MAMEMAMUYHUX OUCYUNTTH MA CIPYKMYPHUMU
enemenmamu paxogux oucyuniin y niocomosyi baxanaspie komn'romepnux nayxk. Pozensoacmocs npaxmuuna imn-
JleMeHmayin mamemamuyno2o anapamy 6 makux cgepax, ax Data Science, komn'tomepna epaghixa, xidepbesnexa
ma po3pobxa izcpogoco wmyunoco inmenexnty. Ocobnugy yeazy npudineHo 6npo8aONCeHHIO PO38 A3AHHS PeanbHUux
iHJICeHepHUX KeliCié 8 HA8UANbHUIL npoYec.

Memorw pobomu € demoHcmpayis ma awnaniz npoekyii Ha akmyanvhi IT-mexHonozii ma y KOHKpemHi iHoce-
HePHI HABUYKU KAACUYHUX MAMEMAMUYHUX MeOoPill i KNI0U08UX pO30iie MameMamuynux OUCYUNIin. eneMmeHmapha
Mamemamuxa ma mpusoHomMempis, euwja mamemamuxa (MiniiHa anrcebpa ma mamemMamudHull auaniz), meopis
timogipHocmeti, UMOBIPHICHI NPOYecU ma MamemMamuyna CMmamucmuka (OKpemy y8azy npuoiieHo GUKOPUCTNAHHIO
3AKOHI8 PO3NOOINY. HOPMAAbHUL PO3Nn00ia, po3nodin Ilyaccona), meopisa ingopmayii, OucCKpemna mamemamura
(30Kkpema, meopis epagis), meopia yucen i Kpunmozpaghia ma YuUcerbHi Memoou.

Pezynomamom oocniodcennss cmana po3podbxa mampuyi RPAKMUYHUX [THIICEHEPHUX KelCi8, KA 6CMAHOBIIOE
npsmy 8ION0GIOHICMb Midc mamemamudnum konyenmom ma IT-mexnonocicio. 3anpononosanuil nioxio 00360s€
cpopmysamu y cmyOeHmie YinicHUll iH#CeHepHULl C8imoaniod, niogUUMU MOMUBAYII0 00 8UEUEHH: (YHOAMeH-
ManbHux OUCYUNIin ma 3abe3nevumu nio2omoeKy KOHKYpeHMOCHPOMOICHUX (axieyis, 30amnux cmeopiogamu ma
VCBIOOMIEHO BUKOPUCIOBYBAMU ONMUMI308AHT] MA HAOTIIHI NPOSPAMHI NPOOYKIMU.

Kniouosi cnosa: IT-océima, niocomoska (haxieyie KoOMn 10mepHuUx HAyK, Meopis UMOSIpHOCHEU, OUCKPEemHd
Mamemamuxa, meopis epagis, niniline npoepamysannsa, Big Data, npoyedypua 2enepayis, meopis ieop, Kpunmo-
epadhisi.
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Mpyronenko Oksana, Parashchuk Stepan, Izvalov Oleksii. Integration of fundamental mathematical
disciplines into the practical training of computer science specialists: methodological aspect

In the context of the development of Al, GameDev and cybersecurity, there is a need to understand the
mathematical apparatus hidden behind the program code. The research is aimed at bridging the gap between
academic teaching of mathematics and the applied requirements of the IT industry. The work is devoted to the
analysis of interdisciplinary connections between sections and topics of fundamental mathematical disciplines
and structural elements of professional disciplines in the training of bachelors of computer science. The practical
implementation of mathematical tools in such areas as Data Science, computer graphics, cybersecurity, and the
development of gaming artificial intelligence is considered. Special attention is paid to the implementation of
solving real engineering cases in the educational process.

The aim of the work is to demonstrate and analyze the projection onto current IT technologies and into specific
engineering skills of classical mathematical theories and key sections of mathematical disciplines: elementary
mathematics and trigonometry, higher mathematics (linear algebra and mathematical analysis), probability theory,
probabilistic processes and mathematical statistics (special attention is paid to the use of distribution laws: normal
distribution, Poisson distribution), information theory, discrete mathematics (in particular, graph theory), number
theory and cryptography and numerical methods.

The result of the research was the development of a matrix of practical engineering keys, which establishes a direct
correspondence between a mathematical concept and IT technology. The proposed approach allows students to form
a holistic engineering worldview, increase motivation to study fundamental disciplines and ensure the training of
competitive specialists who are able to create and consciously use optimized and reliable software products.

Key words: IT education, training of computer science specialists, probability theory, discrete mathematics,
graph theory, linear programming, Big Data, procedural generation, game theory, cryptography.

Beryn. Cyuacna mapaaurma IT-ocBiTu Bumarae Bixoay Bij aOCTpakTHOTO BUKJIQJAHHS Mare-
MaTuku. CTyIeHTH YacTo He OauaTh MPSMOTO 3B'A3KYy MK CyXUMHU (opMylaMu Ta HaAMCAHHAM
MIPOTPaMHOTO KOIy. AKTYaJbHICTh 1HTErpamii MaTeMaTHYHHMX JWCIMIUIH Yy MiATOTOBIN (axiBIliB
KOMIT'FOTEPHUX HayK 3yMOBJIEHA CTPIMKHUM PO3BUTKOM 1H(OpMALIHHUX TEXHOJOTIH, 3pOCTaHHAM
BHUMOT JI0 aHAJITHYHUX HABUYOK Ta 3/1aTHOCTI MPAIFOBAaTH 3 BEIUKUMHU 00CATaMH JTaHUX.

Cy4vacHu# pHHOK TIparii HoTpedye CIemiaiicTiB, sSIKi BOJOIIOTh HE JIMIIE MPAKTUYHUMU HAaBUYKaAMHU
MporpaMyBaHHs, a ¥ 3[aTHI 3aCTOCOBYBAaTH MaTeMaTH4HI METOIU JUIsl MOJENIOBAHHS, ONTHUMIi3alli
Ta MporHo3yBaHHA. ToMy nuTaHHs iHTerpauii MmareMaTuku B [T-ocBiTI € HaA3BUYAHO aKTyalbHUM
Ta BXJIMBUM ]IS 3a0€3MeYeHHs] KOHKYPEHTOCIIPOMOKHOCT] BUITYCKHHUKIB Ta 1XHbOi TOTOBHOCTI JI0
BHKJIMKIB IIU(PPOBOi EKOHOMIKH.

AHani3 gocaimkens i myomaikaniii. [Ipo6nemy migrorosku daxisuis IT-cdepu, mo norpedye Bo-
CKOHAQJICHHSI MaTEMaTHYHOI CKJIaJI0BO1, PiBHSA C(hOPMOBAHOCTI iH(MOpMAIITHO-IIM(PPOBOT KOMIIETEHT-
HOCTI [5; 6], po3mupeHHs 1 MOrHONIeHHS BUBYCHHS MaTEMaTUYHUX JAUCLHUILUIIH PO3IIAIAIN aBTOPH
po6it [2, 7-9]. MeTonuky AOCHIKEHHS MDKIUCIUIUTIHAPHUX 3B’ S3KiB MPH IMATOTOBII (haxiBIIiB
IH)KEHEPHUX CIEIliaJIbHOCTEN HaBeneHo B podoTtax [1; 3; 4]. 3okpema, BIOCKOHAIICHHS] HaBYaIbHUX
MporpaM MaTeMaTUYHUX JTUCHUILIIH U1 PO3BUTKY KPEaTUBHOTO MHUCIIEHHS (paxXiBI[IB KOMII FOTEPHUX
Hayk po3rsiaae rpymna aBtopiB Turosa O., JIy3zan I1., Cocuuneka H., Kynemog C., Cynpyn O. [10].
AJle HEe TIPOCIIIIKOBYIOThCS JIIHIMHI 3B’SI3KKM 0€3MOCEPEIHbO 3 PO3/iiaMu 0a30BHX MaTeMaTUYHUX
JUCIUILIIH, 10 BXOIATH JO OCBITHBO-TIpOo(deciiiHol mporpamMu OakanaBpa cremiaJbHOCTeH 122—
Komn'torepni Hayku Ta 123— KoMIT'roTepHa iHXKeHepisl.

[TpoBenenuii aHai3 TOCIHKEHB 1 TyOJTiKaIIii [TOKa3aB, 1110 1S HAITPSIMOK JTOCIT1PKSHHS B3aEMO3B’ SI3KIB
MK (pyHIaMEHTaIbHUMU Ta ()aXOBUMH TUCIIMIUTIHAMU CTaBUTh HOB1 BUMOTH 110 [ T-0CBITH.

Marepiaan Tta Meroau. Meroau aHaiizy 1 CUHTE3Yy Ta MOPIBHSIHHS 3aCTOCOBAHI 1O PO3MISAY
Tpanchopmariii KIIaCHYHUX PO3JILJIIB MATEMAaTHKK Y KOHKPETHI HABUYKH MTPOrpaMicTa Ta pe3yJibTaTh
Horo mpaii.

1. Enemenmapua mamemamuxa ma mpuecoHOMempis.: KIHeMamuxka 6ipmyanibHux ceimis

YacTo CTyIeHTH MOJIOJIIMX KYPCIB ITHOPYIOTh WIKIJIBHY MpOrpamMy TPUTOHOMETPIi, BBaXKatO4H ii
"mpoinerum etanom". IIpore y po3poo6i irop (GameDev) TpuroHomeTpudHi QYyHKIII € OCHOBOIO
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pyxy Ta B3aemofii 00'ekTiB. Ha BigMiHy Bijl aOCTpakTHUX 3a/1a4 HA JOBEJIEHHS TOTOXHOCTEH, Y IIpoO-
rpaMyBaHHI TPUTOHOMETPISl BUPIIIYE 3a/1adyy MEPEeTBOPEHHS KyTiB Y BEKTOpU PyXy 1 HaBmaku. Pyx
o0'exTa, TOOTO peanizallis MepeMillleHHs IepcoHa)a i MEeBHUM KyTOM HEMOXJIMBA 0€3 pO3yMIHHS
MIPOEKITIH BEKTOPA IMIBUAKOCTI HA OC1 KOOPAWHAT: vy = v - cos(a) Ta v, = v - sin ().

Oyukuis atan2 (apkranreHc ABox apryMmeHTiB (Math.atan2(y, x))) € oqHi€0 3 HaMOLIBII BUKO-
pucToByBaHMX (PyHKIIN y cTangapTHux Oi0miorekax moB (C++, C#, Python, JS). Bona no3Bosmse
BU3HAYUTH KyT IIOBOPOTY 00'eKTa (HampuKiaa, TapMaTy TaHKa abo MOy NepcoHaXka) 0 Il 3a
KOOpJIMHATaMH MHIII, aBTOMAaTUYHO BPAaXOBYIOUH 3HAKU YBEPTEH KOOPAMHATHOI IUVIOLIMHH, IO PATYE
KOJ| BiJ rpoMi3akuX ymoB if-else.

VY npouenypHiii aHiManii uist cTBopeHHs edexty "nuxaHHs" iHTEepdeicy, maaBaHHs 00'€KTIB Y
BOJI1, PO3paxyHKy Bigmadi 30poi (recoil patterns) abo reHepariii XBuib BUKOPUCTOBYIOTHCSI CHHYCO1-
nanbHi QyHKUIT (sin(time)). Po3ymiHHS niepiony, aMILIITY/Id Ta YaCTOTHU KOJIMBaHb J03BOJISIE IPOrpa-
MICTy CTBOpIOBaTH ">kuB1" aHiMallii 03 BUKOPUCTAaHHS BaXXKUX rpadiuHUX ACETIB.

2. Buwa mamemamuxa

Jis nosHouinHoi miaroroBku Computer Science ¢axiBusi (0COOIMBO B KOHTEKCTI TEM
3D-monentoBanHs, mryunuid iHTenekt (LI) Ta Data Science) kpuTHUHO BaXJIMBUM € OOrOBOPEHHS
Takux (yHIaMEHTAJIbHUX po3AUIiB (cTOBMIB) BHIloi Maremaruku, K JiHiiHA anredbpa Ta MaTema-
trnuHui anamnis (Calculus).

JliniiiHa anrebpa € HaWTOJIOBHILINM eJIeMEeHTOM /i1l 3D-MOo/1eII0BaHHs Ta KOMII ' FOTEpHOT Tpadiku.
Komm'torepHa rpadika HeMoxnBa 6e3 MaTpHlilb, BEKTOPIB, KBATEPHIOHIB Ta JIIHINHUX NEPETBOPEHD
(oGepranns, MaciiTadyBaHHs, nepeMinieHHs ). B ML/AI: Poborta HelipoHHMX Mepex — Lie Mo CyTi
MHO’KEHHS BEJTMYE€3HUX MaTpHIlb. be3 po3yMiHHS BIaCHUX BEKTOPIB Ta BIACHUX 4Kcen (eigenvectors/
eigenvalues) HEMOXIIMBO 3pO3YMITH, SIK MPALIO€, HAPUKIIAL, METO roioBHUX KoMIoOHEHT (PCA)
JUISL 3SMEHILIEHHS pO3MIPHOCTI JaHUX.

B cyuacHomy Machine Learning onrtumizaiiisi 6a3yeThCcsi Ha TaKWX HaMpsIMKax MaTeMaTHYHOTO
anamzy (Calculus), sk 3HaxomKeHHs rpaaieHTa. [loHaTTs noxiaHoi, rpaaienTHOro ciycky (Gradient
Descent), yacTKOBUX MOX1THUX — II€ IBUTYH, SIKUW HaB4ae Helipomepexki. B cBoro yepry y GameDev
¢13uuH1 py1ii irop 6a3yroTbes Ha IudepeHIialbHUX PIBHAHHAX Ta IHTETPyBaHHI (HANPHUKIaA, pyX
Ti7 Ta OamicTUKA).

3. Teopis iimogipnocmeti ma mamemamuiua Cmamucmuxa

OpnHuM 13 HaOUTBII 3aTpeOyBaHUX HAIPSIMKIB CHOTOJHI € poOoTa 3 OazaMu JaHuX. Y XOJl AHC-
Kycii OyJ10 BU3HaU€HO, 1110 6a30B1 MOHATTS Teopii HMOBIPHOCTEN € KPUTHUHUMU Ui po3yMiHHA Big
Data Ta cucteM MacoBOro 00CIIyroByBaHHS.

Taki 4nCIOBI XapaKTEPUCTUKUA BUIIAJKOBUX BEJUYHH, SIK TOHATTS MOJIH, MEiaHM, JUCTIEPCii Ta
CEPEHbOr0 KBAIPATUYHOIO BIIXWIEHHS HE € IPOCTO aOCTPAKTHUMH BeMMYMHAMU. [l po3pOoOHUKIB
cepgiciB Ha kiTant YouTube abo Netflix 11e iHCTpyMeHTH aHaNI3y «yTpUMaHHS ayJUTOPI» Ta aHaJI3y
MOBEIHKY KOpUCTYBayiB. Hampukia, aHami3 KBaHTWIIB JO3BOJISE BIACIATH aHOMAJIbHO KOPOTKi abo
JIOBT1 cecli meperisiay, 1omoMarae TOUHIIIe HaJallTOByBaTH PEKOMEH IalliiH1 anroputMH (puc. 1).

VY xomm'torepHii rpadiii Ta 3D-MoaenoBaHH ITUPOKO 3aCTOCOBYIOTHCS 3aKOHH PO3TOALTY BUIA -
KOBHUX BeJMYMH. OKpeMuil i1HTepec CTAHOBUTH 3aCTOCYBAHHSI 3aKOHIB PO3MOALTY BUMAAKOBUX BEJH-
YUH y TponenypHiii rerepanii kouteHty (PCQG).

PiBHOMIpHMIT po3monin - HaWmpocTimui Tl BUmaakoBocTi (rand()), Sk, OAHAK, BUIVISLAAE
HETIPUPOIHO MPHU CTBOPECHHI OPTaHIYHUX 00'€KTIB.

Hopwmanbuauii posnonin (I'ayca) BUKOPUCTOBY€EThCS JUIsl TeHepallii JaHamadriB (BUCOTH Tip) Ta
PO3KHIY XapaKTePUCTUK ITPOBUX TIEPCOHAXKIB.

Posznoxin [TyaccoHa € 0CHOBOIO /1Jisi BUPIIIEHHS MPOOJIEMH 3 HABEACHOTO MPHUKIIATY 3a7adi MOJIe-
JIOBaHHS «MOCUIKM Ha nmoHuuKy» (Blender Guru tutorial context). PiBHOMIpHMIT po3noaul mpu-
3BOAMTH 110 3JIUMAHHS OO'€KTIB Ta YTBOPEHHs MOpokHed. HaToMiCTh BUKOPUCTAHHS aJrOPUTMIB,
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3acHoBaHUX Ha po3noxit [Tyaccona (Poisson Disk Sampling), no3Bosisie JoCsTTH PiIBHOMIPHOTO, ajie
BHIIQIKOBOTO TTOKPHUTTSI IIOBEPXHI, 1110 € CTAHAAPTOM Y CydacHii KoMI'toTepHii rpadir (puc. 2).
Po3snopain yacy nepebyBaHHs kopucTyBayiB Ha BebcaiTi

KinbKicTe

F — Mopa (Mode)
KOpUCTyBadiB m
oot MepiaHa

500
400
300
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Yac nepebyBaHHA Ha canTi (x8HsHM)

Mopa = 3 xB .
e h_ﬂemaﬂ@ = 7 XB

Puc. 1. I'icrorpama po3noaisty yacy nepedyBaHHsi KOpUCTyBauiB Ha BeOcaiiTi
i3 3a3HaYeHHAM MOJIHU Ta MeJiaHu

Puc. 2. Po3nogin 00’extiB y nporpami 3D-monemoBanns Blender 3a muckom Ilyaccona

BurmaikoBi mporiecu Ta Teopisi MacoBOTO 0OCITyTOBYBaHHS 3HAUIIUIA CBOE 3aCTOCYBAHHS Y POOOTI
KOMIT FOTEPHHUX Mepexk. Tak, CTamioHapHi BUIAIKOBI MPOLIECH € MAaTeMaTHYHOI0 MOJICIUTIO /ISl TIPO-
€KTYBaHHS apXiTEKTypH CepBepiB. 3a/1ada OIIHKK HEOOX1THUX MOTY>KHOCTEH 71 BeOcaiTy, o0 BiH
BUTpHUMAB MiKoBi HaBaHTaxeHHs (DDoS-araku ab6o «edexr YopHOT N'ITHHILI), BUPIIIYETHCS METO-
IaMu Teopii MacoBoro oocmyroByBaHHs. [10Tik 3asBOK Ha cepBep MOJICIIOETHCS K HAMIIPOCTIIINN
noTik momiit (morik ITyaccona).

Perpeciitauii aHaii3 Ta KOpeNsiiiHi 3B’sI3KM HEOOX1IHI AJIi MOAETIOBAHHS, 30KpeMa, y Oi3Hec-
iHpopmarui. BuBuatoun mucuuiutiny «bizHec-iHpOpMaTHKa», CTYACHTH BUKOPUCTOBYIOTh KOPEIIs-
HiHHO-perpeciiiHmii aHai3 JJs MPOrHO3yBaHHS peallbHUX MPOIEciB. B AKOCTI mpuKiagy HaBEIEHO
MIPAKTUYHY 33724y 3 aHaJli3y JaHUX CEPBICIB BEJIOMPOKATY: 3JICKHICTh TIOMUTY BiJI JIOKAIi1 CTAHIIIT,
MOTO/IM Ta Yacy JOOH J03BOJISIE ONTHMI3yBaTH JOTICTUKY TEPEMIIICHHS BEJIOCUTIEIB (€IEKTPHIHUX
CaMOKaTiB) MK CTAHIIISIMH.
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4. Teopis inghopmayii

Teopist iHpopmalii — micTok Mixk iiMoBipHicTIO Ta Data Science. Cyuacna niaroroska I'T-haxiBus
HeMOXXJInBa 0e3 ocHOB Teopii iHpopMmartii Kimona llennona. 1ls qucnuminina 1eMOHCTpYE, SIK Jiora-
pubmMu Ta IMOBIpHOCTI TpaHCHOPMYIOThCS Y €(hEeKTUBHICTh 30€piraHHs Ta rnepenadi JaHuX.

BuBuenHs Teopii iHpopmallii Hajae CTyAeHTaM PO3YMIHHS MOHSATTSI €HTPOIMIl, 110 JO3BOJISE iM
3pO3yMITH MEX1 CTUCHEHHs 1H(popManii. AnroputMu apxisauii (ZIP) a6o xonxyBanus menia (JPEG,
MP3) 6a3ytoTbcs Ha BUJAICHHI HAAJIUIIKOBOCTI JaHuX. Pozyminns anroputmy Xaddmana (Huffman
coding) € yyA0BUM MPHUKIAIOM 3aCTOCYBaHHs O1HapHUX JepeB Ta KMOBIPHICHOTO MIAXOAY AJIsS MiHI-
Mi3arii 00csTy mam'sri.

VY KOHTEKCTI IITYYHOTO IHTEJEKTY Teopist iHpopMalii MOSICHIOE, SIK Mepexa «BUUThCS». DYHK-
1ist BTpat nepexpecHoi enrpomnii (Cross-Entropy Loss), sika € cranmapToMm aiis 3aaa4 kiacudikarii
B Deep Learning, ¢pakTHyHO BUMIPIOE BIICTaHb MIX MepeadaueHuM po3MoJijIoM HMOBIpHOCTEH Ta
peanbHuM. be3 po3ymiHHS Jorapu@MiuHOT IPUPOAU 111€1 METPUKH CTYAEHTY Ba)KKO 3pO3yMITH IOBeE-
JHKY TpaJlIlEHTHOTO CIIYCKY P HaBYaHHI MOJIEII.

5. luckpemna mamemamuxa: 102iKka, MHOJICUHU MA Kpunmozpagis

Komm’rorepHa auckpeTHa mareMaTrka popMye «aIroOpuTMIYHHMNA CKEIeT» MHUCIEHHS Oy/b-sSKOro
po3poOHMKa, 30KpeMa po3poOHMKa MporpamMHOro 3ade3mneueHHs. Po3mistHeMo aesiki 1 po3aum B
CBITJII KOMIT FOTEPHUX TEXHOJIOTIH.

Teopiss MHOXXMH € OCHOBOIO Yy 0azax ganux Ta 3D-reomerpii. Omepaiii HajJ MHOXXHHAMU
MaloTh NpSIMY NPOEKII0 B IHXeHepHl 3agadl. 3okpema, SQL-3anutH, Taki sk omnepauii JOIN,
UNION, INTERSECT € npsmoro peani3ali€lo TEOPETUKO-MHOXMHHHUX OMNeEpalii Ta iX 3aKOHIB.
V¥ 3D-mopentoBaHH1 OynieBi onepaiii HaJ MHOXKMHaMU (00'€ JHAHHSI, PI3HULIS, IEPETHH) BUKOPHUCTO-
BYIOTBCS 1Tl CTBOpeHHS ckiaaaux ¢popm 3 mpumituBiB CSG (Constructive Solid Geometry). Hampu-
KJ1aJ, 11100 3p0OUTH OTBIP y CTiHI, HEOOX1AHO BiJl 00'€KTa «CTiHAY BIAHATH 00’ €MHUN 00'€KT «Iapa-
JIeneninemn.

HeBia’emMHOI0O 9acTHHOIO KOMyBaHHS € OyieBa anreOpa Ta alropuTMH omnTumizaiii komy. Po3sy-
MIHHS 3aKOHIB Jie MopraHa, Tu3'FOHKTUBHUX Ta KOH'IOHKTUBHUX HOpMaJIbHUX (DOPM JJO3BOJISIE CIIPO-
IIyBaTH CKJIaaH1 JJoriuHi ymoBH B kol (if, while). Lle ve numie nmokpariye untadensHicTh Koay (Clean
Code), ane i1, y BUMajgKy HU3bKOPIBHEBOTO MporpamyBaHHsS a00 po3poOKH MiJ MIKPOKOHTPOJIEPH,
CYTTEBO €KOHOMHUTH TaKTH IIPOLIECOpa.

KomoGinatopuka ta ocHoBH KibepOe3neku. KomOinaropHuii anamni3 € 6a3010 11 po3yMiHHS CTiii-
KOCT1 Kpunrorpa@iuHux cucreM. Ha NpakTUUHUX 3aHATTAX CTYAEHTH PO3PAaXOBYIOTH EHTPOIIIO
MaposiB: nepexij Bia andasiTy 3 26 cuMBoIIiB A0 adaiTy 3 uudpamu Ta creniabHUMU CUMBOJIAMH
(HanpuKIaa, 72 CUMBOJIN) TIPH JIOBXKKHI napoist L 30iblnye ckiiaaHicTh nepedopy Big 26" 1o 72%. 1le
HAOYHO JIEMOHCTPYE CTYE€HTaM CKJIaJHICTh KOy Ta Ba)KIMBICTb IMOJITUKH O€3IMEKH.

Teopist rpadiB € OIHUM 3 HaWOULIBII 3aCTOCOBHUX PO3IUIIB KOMII FOTEPHOI TUCKPETHOI MaTema-
TUKU y pi3HOMaHITHUX HanpsiMkax Computer Science.

Po3ninu Teopii rpadis, 30kpeMa MapLIpyTH Ta Baru Ha rpadax, € GyHIaMeHTOM poOOTH HEHpOH-
HUX MEpPEeX y IITy4HOMY 1HTeJeKTi. Tak, aJirOpuTMH MOUIYKY LUISXY € MEPBUHHOIO OCHOBOIO Bij
KJIACUYHOI 3aJ1aul KOMiBOsDKepa 10 anroputMmiB A* (A-star), ajke Bce 1e 0a3yeTbCsi Ha 3BaKEHUX
rpadax. CTyaeHTH peai3yIoTh Il aITOPUTMU SIK JIJIs IOTICTUYHMX 3a7a4d (HaBIraropH, 10CTaBKa), TaK
1 17151 IepeMILLEHHS IOHITIB y CTpaTeriuHuX irpax.

HepesHi koHiryparii, T-pakropu3zalii, TpOXO)KEHHS T'JIOK, PIBHIB Ta pO3rajly’KeHb Ha JiepeBax
Jla€ MOKJIMBICTH PO3YMITH 1 3HAXOAUTH BCl MOXKJIMBI BapiaHTH PillieHb MPAaKTUYHUX 3aJ1a4 Ta IrPOBUX
CUTYyalilil. Y4acTb CTYACHTIB Y pi3HOMaHITHUX KOHKypcax, Takux sik IBM "Ponder This", yacto Buma-
rae HeECTaHJIapTHOTO BUKOpUCTaHHs rpadiB. 30kpemMa, AepeBHI KoHQIrypaiii Ta renepariis jga0ipuH-
TiB OyJIM 3TaJlaHi B 3a/1a4i, JIe TeHepallis 1/1eaIbHOTO JIAOIPUHTY 3BOJIMIIACS 10 TOOYIOBH KICTSIKOBOTO
nepeBa (spanning tree) Ha rpadi kmituH. Takox gepeBa pimenb (Game Trees) € 0CHOBOO JjIsl CTBO-
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peHHs 0OTIB y irpax 3 MOBHOIO 1H(GOpPMAIIEIO TaKuX, K «XPECTUKU-HYIUKNY, Bi3yai3allis JepeBa
pilIeHb K01 MpeACTaBlIeHa Ha PUC. 3, IaXH Ta 1HIII.

Puc. 3. /lepeBo pimensb 1Jist rpu «XpeCcTHKU-HYJIMKI

5. Hocniosxcenns onepayiti ma memoou onmumizayii

B xoMmI1’ roTepHOMY IIporpaMyBaHHI ITUPOKO BUKOPUCTOBY€ETHCSI MATEMaTHYHE MOJICITIOBAHHS CUTY-
aIliif, 1e HeoOXiIHO 3HANTH oNTHUMalbHE (HalKpallle) pillleHHs IPU OOMEKEHHUX pecypcax (BUXITHUX
nanux). JIiHiiHe MporpaMyBaHHs J03BOJIsIE€ BUPILTYBaTH 0€3114 MPAaKTUUHUX 33]a4, 30KpeMa €KOHO-
MIYHHX Ta TOOYTOBUX.

Knacuuna «3amgaya npo HarutiuHUK (prok3ak)» (Knapsack problem) abo TpancnopTHa 3aia4a pos-
IJISIAI0THCS He JUIe TeopeTUdHO. CTyIeHTH BUaThCs PO3B'sI3yBaTH iX JEKIIbKOMA IIISIXaMH:

1) aHaNITUYHO, BUKOPUCTOBYIOUM JIOTIYHI MIpKyBaHHS Ta METOIU JIHIMHOTO MpOrpaMyBaHHs
(cuMIIIEKC-METO/I 1 METOJ MOTEHIIIANIB);

2) IHCTPYMEHTAJIbHO, BUKOPHCTOBYIOUM HAAOYyIOBY Ul TOHIYKY pO3B’si3Ky «Po3B’s3yBau»
(Solver) B MS Excel mis mBHIKOro NPOTOTUITYBaHHS;

3) mporpaMHoO, peai3ylouH CUMILIEKC-MeTo/ a0o kaiOHi anroputMu MoBamu Python ta C++.

[TakeT 3aBaaHb Ui CTYJCHTIB TAaKOXK BKJIOYAE 33/1a4y MPo Mpu3HadeHHs (Assignment problem) —
ONITUMAJILHUM PO3MOALT CHIBPOOITHUKIB MO 3aJadyaX Ha OCHOBI iX €()eKTUBHOCTI, 10 € aKTyaJIbHUM
Uit MeHeKMeHTY [ T-npoekTiB.

Teopis irop Ta MyabTHareHTHi cucreMu. Ha crapmmx kypcax (30kpema, B paMKax JUCLHUIUTIHUA
«ITyyHuil 1HTENEKT») Teopis Irop MepexoquTh y MPaKTUUHY IUIOmUHY. CTyIeHTH po3poOisioTh
IHTENIeKTyalIbHUX areHTiB Juisd irop. HaBuaneHuii nmpomec Oyly€eThCsl IOETaIHo:

I. CtBopenHns 60ta, 110 podbuts Bunaakosi xoau (Random Walker).

II. CtBOpeHHs 60Ta, 110 aHati3ye notouHy curyanito (Greedy strategy).

1. CtBopenHs Oorta, 110 mpopaxoBye xonu Hanepea (Minimax algorithm).

@diHaIOM HaABUAHHS € MPOBEJICHHS TYPHIPY MK HpOTrpaMaMu CTYAEHTIB, IO JOJA€ EIEMEHT
reiimicikarii B 0cBiTHIHN npouec (puc. 4).

0 (max) ,__,%
I (min) El

; oy
2 (max) /- /®
3 (min)
Py ™

i [ [

dmx) O O OOO @OO®

Puc. 4. llpukaan cxemu podotu aaropurmy Minimakcy
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6. Yucenvni memoou

Kommn'torepu He mpatfioroTh 3 JINCHUMHU YHCIIaMH 17eaibHo TouHO (Tpobema 0.1 + 0.2 !=0.3). La
0COONIMBICTD 30epekeHHs JIMCHUX yucen y 6iHapHOMY (hopMaTi 13 0OMEKEHHSIM JAOBKUHU MaHTHUCU
MO’KHA MTPOLTIOCTPYBaTH HaBiTh y Excel 1 uIst CTyIeHTIB HETEXHIYHUX CIelladbHOCTEeNH (MapKETHHT,
MEHEIKMEHT). Po3misiaemo ysBHY cuTyallito: y 0aHKY aKilisi — KOJKEH JIeHb IPOIIIl Ha paXyHKY 3011b-
urytotbes B 11 pasiB, a 6aHk 3a 1e 6epe oHy rpuBHIO. [IpONOHYyEMO CTyeHTaM po3paxyBaTH, SK
3MIHUTBCS CyMa BKJIaJly MPOTATOM MICALA, SIKIIO CIOYaTKy BoHa ctaHoBmiIa 10 koniiiok (0.1 rpusHi).
Jlia uporo y koMipky Al BBoautbes yucio 0.1, a y komipky A2 BBonuThcs popmyna: = Al * 11 — 1.
3 4KMCTO MaTeMaTUYHOI TOYKHU 30pY CyMa He MOBUHHA 3MiHIoBaTUCS, OCKUIbKK 0.1 * 11 —1=0.1. 3minun
TaKOX 1 HE IOMITHI, SIKIIIO CKJIOHYBaTH (popmyity 3 KOMipku A2 Ha KijbKa paakiB Huxk4e. [Ipote, mpu
MOIAJIBIIIOMY KJIOHYBaHH1 TOXMOKA CTaHe BCE OLIBIIT sIBHOIO (pHC.S).

A 10 o.iooooo01g 20 493.9198573
1 0.1 11 0.100000209 21 5432.11843
2 0.1 12 0.100002304 22 59752.30274
3 0.1 13 0.100025341 23 657274.3301
4 0.1 14 0.100278748 24 7230016.631
5 | 0.1 15  0.103066233 25  79530181.94
& 0.1 16 0.133728561 26 874832000.3
7 0.1 17 0.471014168 27 9623152003
8 0.1 18 4.181155845 28 1.05855E+11
g 0.100000002 19 44.9927143 29 1.1644E+12
10| 0.100000019 20 493.9198573 30| 1.28084E+13

Puc. 5. Hakonnyenns noxuoku nporsarom 30 kpokis

ToMy BaxJIMBUM € pO3YMIHHSI NMOXMOOK OKpYIJIEHHS, anmpokcuMarii (QyHKIiH, 1HTeproasauii —
1€ Te, 110 BiJIPi3HsIE 1HXKEHEpa BiJl KOJepa-MovaTKiBIIsg, 0COOIUBO B HAYKOMICTKOMY CO(]TI.

7. Teopis yucen.

Skmo paimie Teopis yucen BBakajacs "HaluMcTIIIOW'" Ta HaWOUIBII aOCTPAKTHOIO raity33io
MaTeMaTuku, To B enoxy Onokueitny Ta HTTPS Bona crana ocHOBOIO 1M POBOT Oe3mneKu.

MogaynbHa apudpmetnka: Onepailis 3HaX0/PKEHHS 3aJIMIIKY Bif AuieHHs (modulo operation, %)
€ KIIOYOBOK uisi moOymnoBu I1ukiigyHuX Tpyn. OOmin wmouamu [idbdi-IT'enmana, mo 3axurmiae
3'€eIHAHHS Y MECEHJKepax, 0a3yeTbcs Ha CKIIAQAHOCTI 3a/1a4l JUCKPETHOrO JIorapuMyBaHHS y CKiH-
yeHHUX Nojsx. CTyIeHTH MaloTh YCBIJIOMHUTH, 1110 Oe3rneka iXHix OaHKIBCHKMX TpaH3aKIlii Tpuma-
€THCSI HAa CKJIQAHOCTI 0OEPHEHUX MaTeMaTUYHUX ONeparlii.

Enintuyni xpusi (ECC): CyuacHi crannaptu mu@pyBaHHs BIAXOAATH Bia KilacudHoro RSA y 6ik
eMNTUYHUX KpuBUX. TyT anredpaiyHa reoMeTpist 3yCTpid4aeThCsl 3 TEOpi€ro MmojiB. Po3ymiHHS Tpy-
MIOBOTO 3aKOHY JI0JaBaHHS TOYOK Ha KPUBIiH 103BOJIsSE CTBOPIOBATH KIIIOU, SIKI IPU MEHII1H TOBXHHI
(1 MEHIIMX BUTpaTax MPOILIECOPHOTO Yacy cMapT@OHIB) 3a0e3MeUyr0Th BUILY CTIHKICTb, HIK (aKTo-
pu3allis BETUKUX YUCEL.

llem-¢gynkuii Ta xomizii: [punnun ipixie ("3aga4a npo KPOiaHMKiIB Ta KIITKH'") 3 KOMOIHATOPUKU
3HAXOAUTH MpsIME BiJIOOpPaKEHHS y PO3YMiHHI KOi31i rem-¢yHKiii. Lle KxpuTHYHO BasKIMBO SIK JUIs
cTpykTyp nanux (Hash Map), Tak 1 ju1st uisticHocTi nanux y Onokueitn-cuctemax (Proof-of-Work).

Pe3yabTaru. 3a pesynbraTaMu JOC1HKEHHS T00yJ0BaHa MAaTPUILISi IPAKTUYHUX 1H)KEHEPHHUX Kel-
CiB 3a po3aiiaMu mMareMaruku (Tadiu. 1), siki BIPOBaJKYIOTbC y HaBuaibHMM npoiec ExoHomiko-
TEXHOJIOTTYHOTO 1HCTUTYTY iMeH1 PobepTra EnbBOpTI Ta MpONMOHYIOTHCS JUIsl BHPOBAXKEHHS Y 1HIIUX
BUIIMX HaBYaIbHUX 3akianax IT-cnpsimyBaHHs.

78



HAYKOBI 3ATTUCKHN

Cepis: Mpobnemu npupodHU4Y0-MameMamu4HoI,

mexHos102i4HOi ma npogbeciliHoi oceimu

Bunyck 1(7)

Tab6mums 1

MareMaTHYHHH KOHIIENT

TexuoJorii I'T/chepa
3aCTOCYBAHHS

IIpakTuuHuii inkeHepHUii Keiic

Enemenrapna

MareMarukKa

TpuronomerpuuHi pyHKIi
(sin, cos, arctg)

GameDev, UI/UX

Po3paxyHok 1mospoTy cHapsizia (OanicTuka), HOBOPOT rapMaru
TaHKa 32 KypCOPOM MHIII, CTBOPCHHS TUIABHOT aHIMaIlii
iHTepdeiicy (" muxaHHA" KHOIKH).

Intepriomnsinis (Jliniitna, be3ne)

Komm'totepHa rpadika

[InaBHUit pyx KamepH, o0y 0Ba KPUBHUX Y BEKTOPHUX
penaktopax (Figma, Adobe Illustrator).

JliniiiHa anrebpa

Marpuui ta onepartii Hag HUIMH

3D-rpadika (OpenGL/
DirectX), Heitpomepesxi

Tpanchopmariist 06'ekTiB y mpocTopi (MOBOPOT, MaciuTao).
Y ML — nie map Heiipomepexi (MHOXKEHHS Bar Ha BXOJIH).

Bekropu (Hopmaizaris,
CKaJAPHUI T0OYTOK)

GameDeyv, [TonrykoBi cuctemMu

Buznauenns, un 6a4nTh BOPOT rpaBIst (KyT MK BEKTOpaMM).
Pospaxynok ocBitienns (Lambert shading). [Tomryk cxoxocti
tekcriB (Cosine similarity).

BnacHi uucna ta BEKTOpH

Data Science, Google

Aunroputm PCA (cTHCHEHHS JaHUX 31 30€peKeHHSM CyTi),

(Eigenvalues) PageRank pamKyBaHHS BEO-CTOPIHOK Y TIONIYKY.

MaremaTiu4Hui aHai3

Toxita Ta rpaicHT Machi'ne Learning (Deep Anroputm 3BOPOTHOTO NMOIIMPEHHS OMIITKH (Backp{opagation)
Learning) — HaBYAHHS HeHpoMepeki Yepe3 MiHiMizalio QyHKIIT BTpar.

UncenbHe inTerpysants ®iznuni pyurii (PhysX, PozpaxyHok no31f1ui'1' TiJla HAa OCHOBI IIBH/KOCTI Ta MPUCKOPEHHS
Havok) y KOXHOMY KaJpi I'pH.

Teopist IMOBIpHOCTEH Ta CTaTHCTHKA

Hopmanbuuii po3noain (I'ayca)

Game Design, [Tpouexypna
reHeparis

Ieneparis peanictuunoro nanamadTy (BUCOTH Tip), PO3KHI
XapaKTePUCTUK MePCOHaXiB (11100 He BCi Oyin OJHAKOBI).

Posmonin I[Tyaccona

DevOps, ApxiTtekrypa
cepBepiB

MonenroBaHHS YeprH 3aluTiB 10 BeO-cepBepa, 3axucT Big DDoS
(BHSABIICHHS aHOMAITiH y Tpadiky).

BaiitecoBa iiMOBipHICTB

Ki6ep0Oesmneka, I111

PoGora ciam-¢inbTpiB (HMOBIPHICTB, 110 JIUCT € CIIAMOM 3a
HAsBHOCTI MEBHUX CITiB).

Jluckperna

MaTreMaTuKa

Teopist rpadis (MOUIyK HIISXY,
A* anroput™ [lelikcTpn)

Jlorictuka, GameDev (Al)

[TobynoBa mapuipyTy B Google Maps a6o nasiraropi. [Tomryx
NUISIXy OOTOM y JIabipuHTI rpy.

JHepesa (binapHi, B-nepesa,
Quadtrees)

Bbasu ganux, 3D-onrumizairis

Tanexcanis 8 SQL (mBuakuii momyk). BincikaHHS HEBUIUMHX
00'exTiB y irpax (Frustum Culling) ans nigaarts FPS.

Bynesa anredpa ta 6iToBi
ornepanii

CucreMHe nporpaMyBaHHSI,
Embedded

Po6Gora 3 mpaBamu goctymy (Unix chmod), Mmacku mepesx
(Subnetting), onTuMizaris am'sTi Ha MIKPOKOHTpOJICpaXx.

Teopis uncen ta kpunrorpadis

MonynbHa apudMeTHKa
(3aJMIIKN BiJ] JIICHHS)

Kpunrorpadist, broxueitn

Oo6min kirouamu Jliddi-Tenmana, renepartis aapec
KpUIITOraMaHiliB, pobora xenr-tabmuip (Hash Map).

Enintuuni Kpusi

CyuacHuuii 3axuct (HTTPS,
TLS)

udpysanus moBigoMiIeHb y MeceHKepax (Signal,
WhatsApp), iudpoBi mignucu.

Teopist iHpopmanii

Entpomis [llenHoHa

Data Science, CTrucHEeHHsI
JTAHUX

Anroputmu apxiBaii (ZIP, RAR). [ToGynoBa nepes pimens y
ML (BuOip HaiKpaIoro 3anuTaHHs Jisl MOALTY JaHHX).

Bincrans JleBenmreiina

NLP (O6pobxka TekcTy)

ITepesipka op¢orpadii (aBTOKOPEKIIist), MOIIYK HETITKHX
nIyOrikatiB y 6a3ax JTaHHX.

YucenbHi METOIM

[TnaBatoua Touka (IEEE 754)
Ta TOXUOKH

FinTech (bankiBcekuii codr)

Pozyminns, gomy 0.1 + 0.2 != 0.3. 3anoGiranns Brpari rporueit
IIPH TPAH3AKILSIX Yepe3 OMHIIKN OKPYIJICHHSL.

BucHoBku. [HTErpaliis MaTeMaTnyHO1 MiATOTOBKY 3 Kypcamu niporpamysanHs (C++, Python, JS)
3abe3nedye (opMyBaHHS LUIICHOTO 1H)XXEHEpHOro cBiTonsiay. CTyneHTH, siKi pO3yMilOTh MaTema-
TUYHY NPUPOAY AJITOPUTMIB (BiJl Teopii WMOBIpHOCTEH y reHepallii 300paxkeHb 10 Teopii rpadis
y MmoOyI0OBI MapuipyTiB), 3/1aTHI CTBOPIOBATH OUIbIN €(PEKTUBHMIA, ONTHMI3OBAHUNM Ta HAAIMHUI
MporpaMHuil MpoayKT. Marematuka nepectae OyTH aOCTpaKII€O 1 CTA€ MOTYKHUM 1HCTPYMEHTOM

y pykax IT-¢paxiBus.
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