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Juniomuas pabora comepxut: 49 crtpanmm, 18 pucynkoB, 1 Tabmuiy, 2
MPUJIOKEHUS, 5 UCIOJIb30BAHHBIX JTUTEPATYPHBIX UCTOYHUKOB.
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O0beKTOM HCC/IeI0BAHUSA SIBJSAIOTCH WIPHl B BUPTYaJIbHON pPEaJbHOCTH,
UTPBI B )KaHPE XOPPOP.

Heabrw IUIJIOMHON Pa0dOTHI SIBJSAETCH U3YYUTh TEXHOJOTHH IS
pa3pabOTKH WIP B BUPTYaJbHOW pPEAThbHOCTH W TIPOBECTH aHAIU3 ISl BBIOOpA
TEXHOJIOTH, KOTOphle Haubojiee MOIXOAAT M CO3JAAHUS WIP B BHUPTYAIbHOM
peanbHOCTH. Pa3paboTka UTPOBOTO MPUIIOKEHHS B BUPTYyaJIbHOM peatbHOCTH.

B pe3yabTaTe UCCIACI0OBAHMSA TOTYyUYCHBI CIICIYIONIAE PE3YIHTATHL:
e PaccMOTpeHBI IPENMYIIECTBA U HENOCTATKY PA3JIMYHBIX UTPOBBIX ABUKKOB;
® ONUCaAHbI TEXHOJIOTMH Pa3pabOTKU UTPOBBIX MPUJIOKEHUN;
e pas3paboTaHa UTPOBOE IIPUIIOKEHUE B BUPTYyaIbHOU PEaIbHOCTH;
® IPOBEIEH aHAIN3 KOHKYPEHTOB;
® IIPEIIOKEHBI BADUAHThI NAJIIBHEUIIIETO PA3BUTHUS ITPOEKTA.
ObJiacTh MPUMEHEHUSI B TEPBYIO OYEpeab WHIYCTPUs pasBiedeHuil. Mrpa
HAI[EJICHA HA OXBAT UTPOKOB CO BCETO MUPA.

I[I/IHJIOMHEUI pa60Ta BBITTIOJJTHCHA aBTOPOM CaMOCTOATCIIBHO.



THE ABSTRACT

The thesis contains: 49 pages, 18 figures, 1 table, 2 annexes, 5 used literature.
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The object of research are games in virtual reality, games in the genre of horror.
The aim of the thesis is to study technologies for developing games in virtual reality and
to analyze to select the technologies that are most suitable for creating games in virtual
reality. Development of a gaming application in virtual reality.

As a result of the study, the following results were obtained:

e The advantages and disadvantages of various game engines are considered;
e technologies for developing gaming applications are described;

e developed a game application in virtual reality;

e analysis of competitors;

o suggested options for further development of the project.

The scope is primarily the entertainment industry. The game aims to reach players
from all over the world.

Thesis is performed by the author independently.



