AHOTAILISA

Henuco .M. «Cucrema reseparii nuisaxiB rpu "JlaGipuHT" Ha OCHOBI
texHoJorii Unity3D». HTYY «KIII im. Iropst Cikopcbkoro», Kuis, 2018.

JIMTIIOMHUIM TPOEKT MPUCBIYCHUIM pO3pOOII CUCTEMH, 1110 T€HEPY€E NUISIXU TPH
«JIabipuHT», 3 TEHEpalicl0 PO3MIMICHHS TEPEelKo 3 MPOCTAM 1 3PO3YyMUIMM
iHTEpdeiicom.

TexcTtoBa  mOKyMmMeHTamiss MICTHTH  1HQOpPMAII0 TPO  MPHU3HAYCHHS,
IIPOCKTYBaHHS, PO3POOKY, TECTyBaHHS Ta OCOOJHUBOCTI POOOTH 13 MPOTrPaMHOIO
cuctemoro. Benuka yBara Oyna npuzineHa BUOOpY TEXHIYHUX 3ac001B Ui peanizariii
Ta TPOEKTYBAHHIO, OCKUIBKM pO3pOOJIIOBaHA CHCTEMa SBISE CO0OI0 Tpy JUIs
BIINIOYUHKY.

KimrouoBi cioBa: rpa, nadipunt, Unity3D.

Po3mip nmosicHIoBaIbHOT 3alMCKU — 68 apKyIiliB, MICTUTh 32 UTIOCTpaIlii.



ANNOTATION

Denysov D.M. "The system of generating game paths” Labyrinth "based on
Unity3D technology». NTUU "lIgor Sikorsky Kyiv Polytechnic Institute”, Kyiv, 2018.

The diploma project is devoted to the development of a system that generates the
paths of the game "Labyrinth", with the generation of obstacles with a simple and clear
interface.

The text documentation contains information on designation, design,
development, testing and features of work with the software system. Much attention
was paid to the choice of technical means for implementation and design, since the
developed system is a recreational game.
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The size of the explanatory note is 68 sheets, contains 32 illustrations.



