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AKTYyanbHICTb

AKTyanbHICTb: Ha cborogHi irposa iHAyCTpida €
OAHI€ 3 NepeaoBuX iHOYCTPIN cdepn po3Bar.
KoXXHOro pokun BUXOAUTb OECATKUN MPOEKTIB KOXEH
HacCTYNHUIM 3 AKnX BinbLuMin 3a 06CArom Ta BMIiCTOM
HiX iHLWi, TOMY iCHYe rocTpa noTpeba B
aBTOMaTM3auii Ta CrpOoLEHHI CTBOPEHHS CBITIB,
irpoBMX nokauin ta ob'ekTiB AnNga irop.

B naHomy gMnnoMmHoMy NpoeKTi po3ibpaHi BCi
nepesaru Ta He4onNiKM NpouenypHoT reHepauii ons
CNpPOLLEHHSA CTBOPEHHS iIrpOBOro BMICTY,
NpoaHaniaoBaHO Ta NOPIBHAHO OCHOBHI anropnuTMun
npouenypHoi reHepadil.



MeTtaTa3aBgaHHS poboTu

MeTta:

BuBYeHHSA HannonynapHilWnx meToais
npouenypHoI reHepadii Ta iX BUKOPUCTaHHA
ANs CTBOPEHHS CBITY B irpoBin iHAYCTPIl, a
TakoX po3pobka Ta peanisauist ogHoro 3
METOAIB Ha NpakTuLi.

3aBpaHHSA:

AHani3 pisHMX MeToaiB NnpouenypHoI reHepauii
Ta IX BAKOPUCTaHHSA OJ19 CTBOPEHHS CBITY Y
Bieoirpax, ouiHka ix nepeBar Ta HeonikiB, a
TakoX po3pobka Ta peanisauisi ogHOro 3
METOAIB Ha NPaKTULi 3 BUKOPUCTAHHSM
Cy4aCHUX IHCTPYMEHTIB Ta TEXHOMOTIN.



PO3rnaHyTi
AJITOPUTM U

PucyHok 1- Po6ota Anroputmy
reHepauii pom6iB

- Tenepauis pom6iB

- 3ropTaHHS XBUJIbOBOT Q) yHKIIIT
- Iym Ilepauna

- Kuitunuunii aBTomar

- ®pakraibHUH MIYM

PucyHok 2 - Po6ota Anroputmy 3Xdy

rpi Bad Norse PucyHok 3- Po6oTaAnroputmy
wymy MepnnHa




Peanisayiss ogHoro 3
AaJTOPUTMIB Ha MPpaKTHUI1 3
BUKOPUCTAHHSIM CydacHH X
IHCTPYM EHTIB Ta
TEXHOJOT1HN

Ansa peanisadil 6yB obpaHuin anroputm
wymy lNepnuHa 4Yepes noro
NonynapHICTb Yy cdepi Ta rHYYKICTb.
3acToCyHOK ByB CTBOPEHUI B irpOBOMY
pywii Unity Ta HanncaHnn mosot C#. B
3aCTOCYHKY Byno CTBOPEHO
MOXIMBICTb BUOMpaTK BigobOpaXK eHHS
pesynbTaTy reHepauii Ha pi3HUX NOro
KpoKax.
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[Tepw i KPoOK: Bubip TEXHOIOT1H

Unity

[TonynsipHICTH

Benuka cninpHOTA

VYHiBepcanbHUM

Jlerkuii B BUKOPUCTAHHI 1JI IPOEKTIB

CepEeIHLOTO PO3MIPY

Unreal engine

Mae npocyHyTi MOXJIHUBOCTI
[lepenoBe pimieHHs B miaHi rpadiku
BukopuctoBye moBy C++



[eHepayida manu
mymy




KapTakonbopiB TakapTanagiHHA



PiHaNnbHU W pe3ynbTaT TaBUTNA4 3aCTOCYHKY
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Pe3synbTaTr poboTwH

Y pesynbTarti g4oCnigXeHHs 6ynn BUABMNEHHI HAaMNONyNApPHiLWi MeToaun npouenypHoOl reHepadii CBiTiB, SIKi
BMKOPUCTOBYKOTbCS B irpOBiN iHQYCTPIl, @ TAKOX Cy4aCHi IHCTPYMEHTU Ta TEXHOSOTIT, L0 A03BOSIATb
peani3ysaTtu NpoueaypHy reHepadito.

[Ticnsa NopiBHAHHSA Pi3HMX anropuTMmiB 6yB o6paHuii anropuTm reHepadii 3a gonomMmoroto wymy NepnvHa Ta
peanizoBaHui y popMi 3aCTOCYHKY. Pe3yrnbTaTtomM peanisauil anroputmy € roToBUn 40O BUKOPUCTAHHS irpoBUM
CBIT, SIKMN MOX e OYyTU AOMNOBHEHMIN Ta BAOCKOHaNeHnm po3pobHMKOM BignoBigHO Ao noTpeb Bigeoirpu.

OuiHka pesynbTaTiB pob0TH Ta NOPIBHAHHSA 3 IHWMMMK anropMTMamMm NpoueaypHoOT reHepadii 403BOAUIIo
BM3HA4YUTW NepeBarn Ta HegosiKu peasnisoBaHOro anropuTmy.



BN CHOBKMU

B naHin poboTi byno posibpaHe NOHATTSA BipTyanbHUX CBITIB Ta NpoueaypHoi reHepadil. [lepesarn Ta HeA4oNIKK
BUKOPUCTaHHS NpoueaypHOi reHepadii nig 4ac CTBOPEHHS Bigeorpu.

B po6oTi 6ynu posibpaHi OCHOBHI anropMtMu npoueaypHoi reHepadii, metogm ix poboTtu Ta peanisadii. byno
NOPIBHAHO Ui anroputMun Mixx coboto Ta 06paHnin oanH Ansi CTBOPEHHS NPOrpaMmHOro 3acTOCYHKY 3 NOro
BUKOPUCTaHHSAM.

Po3pobrieHunin 3aCTOCYHOK 3 BUKOPUCTaHHAM Wwymy NepnuHa HanucaHui Ha irposomy pyuii Unity 3
BUKOPUCTaAHHAM MOBM nporpamyBaHHs C#. 3aCTOCYHOK roTOBMIA 40 nogarnbLoi Moaudikauii X MeTotro
BMKOPUCTaHHSA B Bifeoirpax.



[lakyt 3ayBary
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