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Crenpmax O.0. «Monaynb npouenypHoi renepaiii cBity RPG rpu 3 BukopuctanasIm
mrygHoro iHTenekTy». HTYY «KIII im. Irops Cikopcskoroy, Kuis, 2018.

JINMIIOMHUIT TPOEKT MPHUCBIYCHHUM pO3poOIl MOIYJII0 TeHepalii piBHIB Js
koMmi’torepHoi RPG-rpu, 1mo HajgaBaTuMe MOKIIMBICTH OTPUMYBAaTH HOBI PIBHI MpHU
KOYKHOMY TI€pEeXO0/Ii /IO BIAMOBITHUX JIOKAITIH.

TexcToBa HOKyMeHTallisi MICTUTh 1H(OpMAIIO PO MPU3HAUEHHS, MPOEKTYBaHHS,
pO3poOKy, TecTyBaHHS cucTeMH. Benuke 3HaueHHs OyJI0 HaJaHO BHOOPY TEXHIUHUX
3aco0iB JyIs peai3aliii Ta MpOeKTyBaHHS, OCKIJILKH PO3POOTIOBaHA CUCTEMA € CKIIATHOIO Ta
0araTopiBHEBOIO.

KirodoBi cnoBa: koM ’'rotepHa rpa, RPG-rpa, mponeaypua reneparist, Al, CH#,
Unity3D.

Po3mip nosicHioBanbHOT 3anUCKU — 64 apKy1iia, MICTUTh 37 UTtocTpaiti.



ANNOTATION

Oleg Stelmah. " The module for the procedural generation of the world of RPG games
using artificial intelligence."” NTUU "lgor Sikorsky Kyiv Polytechnic Institute”, Kyiv, 2018.

The diploma project is devoted to the development of a level generation module for
computer RPG-game, that will provide an opportunity to get new levels at each transition to
the corresponding locations.

Text documentation contains purposes, designing, developing, testing of the
developed system. Great importance was given to the choice of technical means to
implement, design, as developed system is complex and has a multilevel architecture.
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