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AHOTALIS

bakanaBpceka kBamiikaifiiiHa podota MiICTUTh 73 cTOpiHKH (opmary A4,
BKIItoyae 19 pucyHkiB, 1 TaOnuItO, COMCOK BUKOPUCTAHUX JKEpen Hamiuye 18
HaliMEHYBaHHSI.

JlocnimkeHHss mpucBiueHO po3podii 2D roguelike rpu 3 mpouemypHoro
reHepaiiero piBHiB. OCHOBHOIO METOIO POOOTH € CTBOPEHHS MPOTPaMHOTO MPOAYKTY,
AKUU TOeNHYye B coOl €JIEeMEHTH BHIAJKOBOI TeHepallii, O00iOBOI MEXaHIKH,
JMHAMIYHOT CKJIQJHOCTI Ta TMOBTOPIOBAHOCTI, BHKOPHUCTOBYIOUM CydYacHi 3aco0u
IpOTpaMyBaHHSI I CTBOPSHHS irop.

Byno peanizoBaHo apXiTeKTypy I'pH 3 PO3AUICHHSIM Ha JIOTTYHI MOMIYJI1: TeHEepallis

piBHIB, OoOlOBa cuHcTeMa, YNPaBIIHHS TpaBIEM, IITYYHUH I1HTEJIEKT BOPOTIB,
iHTepdetic kopuctyBava. [lo6ynoBano UML-niarpaMmy kjacis, 1o OMMCY€ OCHOBHI
00’€KTH Ta B3a€EMO3B’SI3KM MDK HHUMU. PiBHI TE€HEpPYIOThCA TPOIEAYPHO 3a
JIOTIOMOTOI0  MOAM(IKOBAHOTO QJITOPUTMY TIOLIYKY B DIHOWHY, IO J103BOJISIE
dbopMyBaTH YHIKaJIbHI KAPTH 3 TapaHTIEIO 3B’ SI3HOCTI Ta BapPiaTUBHICTIO.
Unity Oyno oOpaHO SIK OCHOBHHUH pyIIil JUid peanizaiii Tpu 3aBASKH HIMPOKUM
MOXKJIMBOCTSIM Bi3yasizarii, po6ori 3 Tilemap, migTpumii aHimarli, ¢Gi3UKa Ta
B3aeMomii 3 KopuctyBaueM. MoBa mnporpamyBaHHs C# BHUKOPUCTOBYETbCS IS
peanizamii JIOTiKA B3aeMOJli MDK 00’€KTamMHu TpH, OOpPOOKH 3ITKHEHB, peaizarlii
MITYYHOTO 1HTENEKTY Ta O0MOBOT CHUCTEMHU.

[IpoBeneHo TecTyBaHHA CTAOUTBHOCTI TEHEpallii pPIBHIB 13 BHKOPUCTAHHIM
¢ikcoBaHux seed-3HaYCHB, & TAKOXK MOPIBHSITLHUHN aHAIIi3 3aCTOCOBAHOTO AJITOPUTMY
3 iHmmMu migxomamu (BSP, Perlin Noise) 3a kputepismMu peirpaOenbHOCTI,
30aJ1aHCOBAHOCTI Ta TTTUOMHU TEUMILICIO.

PesynbraroMm poOOTH € (QYHKIIOHAJIBHUN NPOTOTUI TPH, L0 JAEMOHCTPYE
MOXJIMBOCTI TPOIEAYypHOI TeHepallii, THYYKOCTI apXITeKTypH Ta TOTEHINAT 0
MaciluTa0yBaHHS.

Kirouosi cnosa: roguelike, 2D-rpa, nponienypHa resepaitiis , TeHepalisi piBHIB,

seed.



ABSTRACT

The bachelor's thesis contains 73 pages in A4 format, includes 18 figures, 1 tables
and the list of references contains 18 items.

The research is devoted to the development of a 2D roguelike game with
procedural level generation. The main goal of the work is to create a software product
that combines elements of random generation, combat mechanics, dynamic
complexity, and repeatability, using modern programming tools for game
development.

The game architecture was implemented with a division into logical modules:

level generation, combat system, player control, enemy artificial intelligence, and user
interface. A UML class diagram was constructed, describing the main objects and the
relationships between them. Levels are generated procedurally using a modified
depth-first search algorithm, which allows for the creation of unique maps with
guaranteed connectivity and variability.
Unity was chosen as the main engine for the game's implementation due to its
extensive visualization capabilities, work with Tilemap, support for animation,
physics, and user interaction. The C# programming language is used to implement the
logic of interaction between game objects, collision handling, artificial intelligence,
and the combat system.

The stability of level generation was tested using fixed seed values, and a
comparative analysis of the applied algorithm with other approaches (BSP, Perlin
Noise) was conducted based on the criteria of replayability, balance, and gameplay
depth.

The result of the work is a functional prototype of the game that demonstrates the
capabilities of procedural generation, architectural flexibility, and scalability
potential.

Keywords: roguelike, 2D game, procedural generation, level generation, seed.



|G A PP PP PUPPP PP 4
1 AHAJI3 TIPEAMETHOT OBJTACTI ..ottt 6
1.1 AHani3 KII0YOBUX XapaKTEPUCTHUK IFPOBOro xaHpy roguelike Ta TeHaeHI1H HOTO
POBBHITKY. «.1ttveeetteeeesssassnsssseeeetseee s s s e et e e e e e e s s s e b e e e et e e e e e e e s e b e e e et e e e e e e e e s nnnnre e 6
1.2 Ananiz MeToAiB MpoLeAypHOT reHeparlii irpoBux piBHiB y roguelike-irpax ...... 9
1.3 Anasi3 cyyacHuX irpoBux 3aco0iB Ta irop >kanpy roguelike ............cccoocvverenn, 15
1.4 BUCHOBOK JIO POBIULY 1 .ovviiiiiiiiiiiiiiiiiii et 19
2 ITIPOEKTYBAHHSA ROGUELIKE T'PU 3 ITPOUEAYPHOIX I'EHEPALIIEHO
PIBHIB. ... 21
2.1 TIpoekTtyBanHs apxiTektypu roguelike rpu 3 mporeaypHOIO TeHepali€o ....... 21
2.2 Po3po0Ka anropuTMy NpoIeaypHOi reHepalii iIrPOBUX PIBHIB ........cccerriuveeresn. 24
2.3 PO3POOKA MOJTYITIB KEPYBAHHST «..vvvveeierrrreeessnrnreeesssnsnneeeessannsneeessanssnneessannnsneens 27
2.4 BUCHOBOK JTO POBIUTY 2 .uuuvtutterieeeeeessssiittnseeeseessesssssssssssssessssssssssnsssssssssseeeens 30
3 IPOI'PAMHA PEAJIIBALIA I'PU B )KAHPI ROGUELIKE ... 31
3.1 O0rpyHTYBaHHS BUOOPY ITHCTPYMEHTIB TEXHIUHOT PEATIZAIIT «vvvvveervevvvvvneee 31
3.2 IIporpamua peamizaiiist rpu B skaupi Roguelike.........c.cccoovieiiiiciiicce, 32
3.3 TectyBaHHI ROQUITKE TPH......vvviiiiiiiciiiic e 44
3.4 BUCHOBKH IO POBIIIITY 3 1uutvtriiriieeeessiissttinsseeeessesssssssssssssessesssssssssssssssssesesens 48
BUICHOBK .....oooiiiiiiii e 49
CITMCOK BUKOPUCTAHOI JIITEPATYPHU.......ceoeiiiirirereieieeieeeeee s 51
JNOJATOK A. ITIpoTokou nmepeBipku KBai(PiKAIHHOT POOOTH . ..vvvveeeeeriiiriiivrnnnnn. 54
JOJAATOK B. THCTPYKITIST KOPHCTYBAUA ...ceevvvviiriereeeeessssssssnsnssnsesssessssssssssssseees 55
JNOJIATOK B. ®parMeHT JIiCTUHTY MTPOTPAMHOTO KOLY -.vvvvveeesanrrrreeesannnnneeessanens 56

JOJIATOK I'. T'padiTHa HACTHHA ......evvvieeiiiiiieeeiiiiiieeeesaiieeeeesaisneeeesssneeeeeeeseeees 67



BCTYII

AKTyaJIbHiCTh  JOCHiAKeHb. [HAYyCTpis BiA€OIrop €  ONHIED 3
HalIMHAMIYHIIMX 1 HaMNepCneKTUBHIMUX cdep cydacHUX 1HQOpMaALIHHUX
TeXHOJOT1M. BoHa MOCTIMHO pPO3BUBAETHCS 3aBISAKA CTPIMKOMY 3POCTaHHIO
OOYMCITIOBAJIBHUX — MOTY>KHOCTEH, JOCTYMHOCTI 1HCTPYMEHTIB pO3pOOKH Ta
3pOCTalOuoOMy 1HTEpecy 3 OOKy KOpHCTyBauiB pizHoro Biky. OcoOiauBoi
NOMYJISIPHOCTI HAOYIW 1HJI-ITPH, K1 3aBASKH KPEATUBHOCTI PO3POOHMKIB 37aTHI
3aMpoINOHyBaTH yHIKaJIbHI I'POB1 MEXaHIKW Ta HEMOBTOPHY aTMocdepy.

OcTtanHiMH pokamMud Ha (QOHI 3pOCTAIOUOTO  KOMEPIIMHOTO  TUCKY
“BHCOKOOIOPKETHI MPOEKTU BEIMKUX CTYHIN Aenalll 4acTilie BTpayaroTh JOBIPY
IPaBI[IB 4Yepe3 OJHOMAHITHUM TEeUMIUICH, HaAMIPHY MOHETH3AIlll0, YWCIIEHHI
TEXHIYHI mpoOiieMu Ta Opak iHHOBalli. Y TOM yYac SK BETUKI KOMIMaHii 4acTo
OpIEHTYIOTBhCS Ha MPUOYTOK 1 MAcOBICTh, “He3ajekKHI PO3pOOHMKHU (IHII-CTYIi)”
CTBOPIOIOTH IrPH 3 MIMOOKUMHU MEXaHIKaMU, HECTAHIAPTHUMHU 1/IEIMH Ta BUCOKOIO
yBaroto g0 neraineit. lle mo3Bossie iM OTpUMyBaTH CXBaJIbHI BIATYKH TPAaBIliB Ta
3/100yBaTH BU3HAHHS B IrPOBIH CIIUIBHOTI.

VY cyyacHoMy iH(MOpMAIIIITHOMY POCTOPI BiIEOITpU CTalU HE Juiie GopmMoro
po3Barv, al BaXKIMBUM 3aCO00M TBOPYOTO CaMOBUPAKCHHS, HaBYaHHS Ta
MOJICITIOBAHHS CKJIAIHUX CUCTEM.

Onna 3 OCHOBHUX TpoOJIeM, siKa ICHYE y OUIBIIIOCTI peanizalliii momioHoro
KaHpy, — OOMEXEeHa BapiaTUBHICTh KOHTEHTY, III0 BHHHKA€ BHACIIJOK
BUKOPHCTAaHHS MPUMITHBHHUX 200 MIa0JOHHUX METOJIB IporeaypHoi reHepartii. Lle
3HIDKYE pPEIrpaleNbHICTh TPHU, BUKIWKAE BITYYTTS IOBTOPIOBAHOCTI, a TaKOX
YCKJIQJHIOE CTBOPEHHS 30aJJaHCOBAaHUX 1 BOJHOYAC IIKaBUX piBHIB. Kimacuuni
Metonu, SK-0T BSP-po30outts um mym Ilepnina, xou 1 3a0e3medyroTh TEBHY
BapiaTMBHICTh, YaCTO HE TAPAHTYIOTh ITPOBOI JIOTIKHM, 3pYYHOI HaBiramii Mix
KIMHaTaMU YU TJIMOMHU FEHMILIEIO.

[IponienypHa reHeparlis KOHTEHTY € BaXXJHMBOIO TEXHOJOTIED B Cy4acHIM

IrpoBi 1HAYCTpii, SKa JI03BOJIIE AaBTOMATUYHO CTBOPIOBATH BEIUKI OOCSITH



VHIKaJIbHOTO ITPOBOr0 cepenoBuila 0e3 HEeoOXITHOCTI PYYHOrOo MPOEKTYBaHHS
KOXXHOTO €JIEeMEHTA. 3aBISIKU [[bOMY PO3POOHUKH MOXYTh 3MEHIIUTH BUTPAaTH Ha
CTBOPEHHS KOHTEHTY, a TpaBlil — OTpUMAarTH OaraTuii 1 JUHAMIYHUHN JOCBI.

3anporioHoBaHa y Mexax 1Iiei poboru 2D roguelike-rpa momomoxke
onTUMI3allii MPOLETYPHOi TeHepallii pIBHIB Uepe3 aJrOpUTMIYHHUM MiJX11 Ha OCHOBI
30€peKEeHHSI CTPYKTYpPHOI 3B’SI3aHOCTI 3 JIOTIYHUM pO3TAllyBaHHS KIMHAT Ta
KOHTEKCTHOTO PO3MIILLIEHHsI ITpOBUX 00’ €KTIB a Takoxk 1HTerpauii 3 FSM nmns
peanizanii IHTeIeKTyaIbHOI MOBEIHKY BOPOT1B P13HOTO THITY.

MeTtor0 aocCJiIKeHHs1 € TOKpalleHHs IrPOBOro JOCBiAY rpaBuiB y 2D
roguelike-irpax. Jlocartu nporo miaHyeTbhes MUISIXOM MOKPAIIEHHS Ta ONTUMI3allil
aJrOpUTMIB MPOLEAYPHOI reHepallii piBHIB.

IIpexmeToM m0C/IiTKEHHST € METOH, AJITOPUTMH Ta apXITCKTYPHI pillleHHS,
110 3a0e3MeuyoTh po3poOKy (HYHKIIIOHAIHHOTO, MAaCIITA00OBAHOTO Ta BapiaTUBHOTO
I'POBOTO CEPEIOBHUIIA 3 BUCOKUM PIBHEM peirpadesbHOCTI.

006’exTOM 0CJiKEeHHsI € TIpoliec CTBOpeHHs 2D-rpu y kaHpi roguelike 3
BUKOPUCTAHHSIM IPOIIEIypHOI reHepallii piBHiB, KEpyBaHHSIM IpaBIEM, BOPOTaMHU Ta
peaizaiiiero 601M0OBOI CUCTEMHU.

3amayi MoaabIIoro JOCTIHKEHHS:

1. Bukonatu mporpamuy peamzaiiro 2D roguelike-rpu 3 BHKOpUCTaHHSIM
aJTOPUTMIB MPOIIETYPHOI reHepallii piBHIB.

2. [IpoBecTH TecTyBaHHS pealli30BaHOI ITPU B PI3HUX KOHDIrypaIisix piBHIB i3
BUKOPHUCTaHHSIM (pikcoBaHMX seed-3HAUYeHb JJIA TEPEBIPKH CTaOLIBHOCTI Ta
BapiaTHBHOCTI;

3. 3ailCHUTH MOPIBHAJILHUAN aHAJ3 OTPUMAHUX PE3YJBTaTIB 13 KIAaCUIHUMHU
Meromamu reHeparii BSP, Perlin noise Ta iHmmM#M migxomamu 3a KpUTEPisIMU
peirpabenbHOCTI, 30a1aHCOBAHOCTI Ta TNIMOWHU TEUMILICIO;

4. OdhopmIiIeHHS TTOSCHIOBAILHOT 3aITHCKHU.



1. AHAJII3 IIPEJMETHOI OBJIACTI

1.1 AHaji3 KJIIOY0BHX XAapaKTePUCTHK IirpoBoro :xaHpy roguelike ta

TeHJAEHUI HOro PpO3BUTKY

Xanp roguelike minHo 3akpinuB 3a co00I0 MICIIC B Cy4aCHOMY irpOBOMY
cBiTl. BiH He nuIIe BMIKUB MICS MOSBU Ha 30pi 80-X, aje W MepeTBOPUBCS Ha
3HAYHUM IJIaIIapM JUIsl He3aJe)KHUX TBOPIIB Bifgeoirop. Bee mouanocs 3 Rogue
(1980), rpu, mo BuU3HAUMIIA CTAaHIAAPTH: BUMAJKOBA I'eHEpallis JOKallii, BUCOKa
CKJIQJHICTh, OCTATOYHA CMEPTh Irepost — caMme 11 €JIEeMEHTH 3aKialu (yHIaMEeHT

*aHpy. Bix Ha3Bu 1€l rpu i minuia Ha3ea “roguelike” [1].

The slime scored an excellent hit on you

Level:4 Hits:17(18) Str:16(16) Gold:221 Armor:5  Guild Novice

Pucynok 1.1 — Enemenr reiimiuieto 3 rpu Rogue

Po3pobxka irop y crtuii roguelike — 11e J10BOJII KOMIUIEKCHHM IPOIEC, IO
noTpedye BUKOPUCTAHHS CHENMUBIYHUX TEXHIYHMX TMPUKHOMIB, PETEIHHO
MPOAYMAaHOTO TeiMAn3aliHy Ta TIHOOKMX 3HaHb anroputMmizaiii. OnHieo 3
HaWBaXTUBIIINX PHC IIHOTO KaHPY € BIPOBAHKCHHS MTPOIICYPHOI T'eHepaIlii piBHIB,
sKa 3a3BHYal JOCATAETHCA MUISIXOM 3aCTOCYBaHHS aJITOPUTMIB Ha Kmtant random
walk, binary space partitioning, cellular automata, wave function collapse [2].
BuxopuctanHs TakMx aJropuTMiB Jla€ MOXJIMBICTH (OpPMYBaTH HENIHINHI,
VHIKaJIbHI MPOCTOPOBI CTPYKTYpH PIBHIB, IO TO3WTHBHO BIIMBAE Ha

PI3HOMAHITHICTH IrPOBOTO JOCBITY.



3HauHy poJib y po3po0ii roguelike irop Bigirpae 0anaHcyBaHHSI CKIaAHOCTI.
VYV 3B’43Ky 3 HAsBHICTIO MEXAaHIKM NEPMAHEHTHOI CMEpPTI, Ba)XIUBO JOCSATTH
piBHOBar Mi>K BUKJIMKOM JUJIS TPABIS Ta MOKJIUBICTIO JOCSITHEHHS MOCTYITOBOTO
nporpecy. CTBOpeHHSI TeUMIUIEHHUX CIIEHapiiB Mae 3a0e3neuyBaTH IMiJIBUIIICHHS
CKJIaIHOCTI1 BIITIOBITHO JI0 3pOCTAaHHS HABMYOK KOPHUCTYBada, YHUKAIOUH IIPH IILOMY
e(heKTy «HeCTpaBeUIUBUX TTOPAZ0K) .

MoTtuBallis 10 TOBTOPHOTO MPOXO/HKCHHS TAKOXK € KPUTUYHUM KOMITOHEHTOM
npoektyBaHHs roguelike irop. Ile mocsraerbcs yepe3 BIPOBAIKCHHS MEXaHI3MIB
PO30JIOKYBaHHSI HOBOTO KOHTCHTY, BUIQJIKOBHX TMOJiH, adbTCPHATHBHUX MUIAXIB
MPOXOKEHHS Ta 0araropa3oBOro BUKOPUCTAHHS 3MIHHUX iIrpOBUX YMOB [ 3].

3 TEeXHIYHOI TOYKH 30py, JJIA CTBOPEHHS NPOEKTIB y cTuii roguelike
3aCTOCOBYIOTh IIMPOKUN CIEKTP MPOTPAMHUX IHCTPYMEHTIB, 3 AKUX HAMOLIbII
HOIIUPECHUMM €:

Unity — irpoBuil pymriii, mo 3a0e3nedye mATpUMKY 2D-rpadiku Ta
IPOIIOHY€E O€3J11Y TOTOBUX pillleHb [4];

Godot Engine — Ge3KOIITOBHUM 1 BUIKPUTHH PYIIIii, AKUH Haa€ MOKIMBOCTI
THYYKOTO ITpOorpaMyBaHHS Ta 3py4HHUH iHTepdeiic penakTopa [5];

1. TIponenypHa renepaiist piBHIB.
2. CKIIaJIHICTh 1 «HECTIPABEIJIUBICTHY
3. BumankoBicte. PosramryBaHHS BOpOTiB, IrpoBHUX OO0'€KTiB, NPUMIIICHb

IIUTKOM TiAmopsigkoBane BumaakoBocTi. Lleit dakxrop HemepemnbauyBaHOCTI

KIIIOYOBA pUCa KaHPY.

VY 2008 pomi, mig vac koHdepeniii International Roguelike Development
Conference, Oymo mpesentoBano TepMin ‘“Berlin Interpretation”. Ile cmpo6a
OKPECTUTHU PAMKH KaHPY Yepe3 CyKYMHICTh MeBHUX BUMOT. Aie Bxke 3 2010-x crano
04eBUIHO, 1110 roguelike 3a3Hae TpaHchopmairiii. 30KkpeMa, BAHHKAIOTh MPOEKTH, SKi
MOETHYIOTh KJIACHYHI OCOOJMBOCTI 3 HOBATOPCHKUMU MIIXOAaMH — iX Ha3WBAIOTh
roguelite. BoHr MOXyTh MaTH MOJIETIIIEH1 MEXaHIKA CMEPTI1, 30€PEKEHHS I0CSITHEHD

a00 HaBITh 0OIOBY CHCTEMY B peajlbHOMY 4aci 3aMICTh HOKPOKOBOI.



CydacHe IrpoBa CHUIBHOTA J€ajli YacTillleé BiAY4yBa€ po3dapyBaHHS BIJ
BEJIMKOOIOMKETHUX MPOEKTiB (AAA-Irop).

Irpu, Ha sKi TMOKJIAAAalOThCA 3HAYHI HaJil, BUIYCKAIOTHCA B TEXHIYHO
HEJJOCKOHAJIOMY CTaHl — 3 TMOMMJIKAMH, IMOTaHOK ONTHUMI3alli€l0 Ta HESKICHUM
KOHTEHTOM. YacTo CTBOPIOETHCS BPaKCHHSI, 1[0 TeMEpH BUCTYIAIOTh y poJIi Oera-
TECTYBAJIbHUKIB, II€ ¥ CIUIA4yIOTh 3a 1€ MOBHY LiHY. KpiM TeXHIYHUX mpobiieM,
IHAYCTpisS CTpaXkJaa€ Bii MepeHACHUYCHHS KJIOHAMH, OJHOTUITHUMH (PpaHIU3aMH,
arpeCUBHOI0 MOHETH3AIlI€I0, CE30HHUMU TMPOITyCKaMU Ta MIKpOTPaH3aKIIIsIMU, SKi
nenanai OuUlbllle 3aMiHIOIOTH CaM ITpOBUN mpoliec. Yce Iie MiApUBaEe JOBIPY 10
BEJTUKHUX CTY/IIH.

Ha npoMy Tii iHAiI-ClleHa TepeKUBaE CHpaBKHE MigHeceHHs. HeszamexHi
PO3POOHUKH, HE OOMEXKECHI KOMEPIIIHTHUMHU paMKaMH, MOXYTh CTBOPIOBATH MPOEKTH
3 IyIIEI0: OPUTiHANbHI, IMIMOOKI, a TOJIOBHE — YeCHI1 nepe] rpaBiieM. Came B sKaHpi
roguelike GaraTo 1HI-X1TiB 37100y BU3HAHHS 3aBISKHA YHIKQIBHOMY FeHMILICIO Ta
BHCOKIiH peirpadeIbHOCTI.

Jlo HaltOUIBII Bpa)karouMX MPUKIIAIIB OCTAHHIX POKIB BapTO 3apaxyBaTH:

1. The Binding of Isaac: Rebirth (2014) — moxmypa rpa Ha periurio3Hux
MOTHBax 3 TMPOIEAYPHOIO TEHEpAIEI0 PIBHIB Ta IITMOOKOI PIZHOMAaHITHICTIO
npeaMeTiB[6];

2. Dead Cells (2018) — nunamiuna roguelite-MeTpoinBaHis;

3. Enter the Gungeon (2016) — sckpaBuii myTep 3 BEIUKOIO KUTbKICTIO 30pOi
Ta adCypJIHUM I'YMOPOM.

CydacHi TeHICHITIi pO3BUTKY >KaHPY JEMOHCTPYIOTh, IO ChoroHi roguelike
11e HE JIUIIE 130METPUYHI Mi3eMEIUIS 3 MKCETbHUM 300pakeHHsIM. JKaHp aKTHBHO
MPAKTUKYE EKCTICPUMEHTH 3 TikaHnpamu. Hanpukman:

Slay the Spire — koneKIiOHyBaHHS KapT MOEIHYETHCS 3 TAKTHYHOIO CUCTEMOTO
0010;

Cult of the Lamb — rpa, o noegnye cumynsatop GepMu, MEHEKMEHT KYIIbTY

Ta eneMeHTH roguelike.



i npoekTH HE MPOCTO 30€PiraroTh KAaHPOBY IIEHTUUHICTb, aJie i BUXOIATH 32
il paMKu, TpUBAOIIOIOYM HOBY aylMUTOPiI0 Ta BIAKPHUBAIOYM HOB1 OOpii irpoBOro

JIA3ANHY.

1.2 AnaJji3z meroniB nmpoueaypHoi resepauii irposux piBHiB y roguelike-

irpax

[IporienypHa reHepaitist irpoBOTO CepeIoBHIIA CTala HEBIA'€EMHOIO YaCTHHOIO
cTBOpeHHs cydyacHux roguelike irop. Ilei migxia 103BOJIsIE CTBOPIOBATU YHIKAIBHI
I'POBI1 CBITH JIJIs1 KO’KHOT'O TTPOXOXKEHHS, 1110 3HAYHO 301bIIye peirpadenbHicTh. Ha
BIIMIHY BiJ] PYYHOTO MPOEKTYBaHHS P1BHIB, MPOIIElypHA T€HEPAIlisi EKOHOMUTH Yac
PO3pOOHUKIB 1 BOJHOYAC 3a0e3Meuye JuHAMIYHE Ta aIalTUBHE Oy/lyBaHHS IIPOBOTO
CBITY.

Po3rnsiHeMo OCHOBHI cmocoOH, $IKI BHUKOPUCTOBYIOTBCS I CTBOPEHHS
JIBOBUMIPHHUX PIBHIB 13 KIMHATaMH, KOpUIOpaMH, NeperkogaMu Ta ob'ekTamu, a
TaKOXX MPUHITUIIY X TPAKTUYHOTO 3aCTOCYBaHHS B roguelike-irpax.

BSP (Binary Space Partitioning) — oauH 13 HaUNOMMPEHIMINUX aJITOPUTMIB.
Moro cyTb monsrae B MOCIIZOBHOMY PO3ILICHH] IrpOBOI IIOMMHY HA IPIMOKYTHI
migo0aacTi dyepe3 PEeKypCUBHHH MOALT MPOCTOPY, YEPryrodd TOPHU3OHTAIbHI Ta
BEPTUKAJIbHI pO3pi3u. Y KOXKHIM yTBOPEHIM 30HI (OPMYIOThCS KIMHATH, SIK1 TOTIM
3'eqHyIOTBCS Kopuaopamu. Lleit metom 3abe3medye CTPYKTYpOBaHUN piBEHB 13
KOHTPOJIbOBAaHUMH PO3MIpaMH MPUMIIEHb Ta TAPaHTOBAHOKO 3B'A3HICTIO BCiX 30H.
BSP Haiikpame WAXOAUTH 7S CTBOPEHHS UITKUX, JIOTIYHO TOOYIOBaHUX
NPUMIIICHh THUITY MiA3eMeNb, Yd TEXHIYHUX CIOpya. MIHOCOM METOny €
reoMeTpUYHa MependauyBaHICTh, fKa MOTpeOye AOJATKOBOI JAEKOpPaTUBHOI abo

MexaHI9HOT 00poOKH [6].
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Pucynok 1.2 — Po3ainenss miomuHu anroputmom BSP

KimiTHHKOBI aBTOMAaTM 4YacTO BHUKOPHCTOBYHOTBCS JIII  MOJICITFOBAHHS
OPUPOIHUX JaHMAPTIB. ANropuT™M 0a3yeTbcs Ha CITII KIITHH, CTaH SKUX
3MIHIOETHCS 32 IEBHUMHM TTPaBUJIaMH 3aJI€KHO BiJl CTaHy CyCiaHIX KIiTHH. Criodarky
CITKa HANOBHIOETHCS BUIAJIKOBUMH 3HAYCHHSIMH, 1 MPOTATOM KIUIBKOX iTeparlii
(bOpMYIOTBCS IITTICHI 30HHU, 10 HAraayoTh MeYepy YU NpupoaHi TyHenl. Lle miaxin
CTBOPIOE OpraHiuHEe cepeoBuIIe Oe3 MPaBUIBHOI TeOMETPii, ajie MOXKe TPU3BOIUTH
710 YTBOPEHHS 130JIbOBAaHUX JIUISHOK, IO BUMAarae J0JaTKOBHUX MEXaHI3MiB

NePEBIPKHU MPOXiTHOCTI.

:III-
Pucynoxk 1.3 — IIpukinag BUKOpUCTaHHS METOMY KIITHHOTO aBTOMATy “‘Tpa

KATTS

MeTon BUMAIKOBOTO ONyKaHHS TPYHTYETHCS Ha XaOTHYHOMY 3allOBHEHHI
npocTtopy. BipTyanbHuil areHT mo4nHae pyx 13 MEBHOI TOUKHU 1 BUIAJKOBO 3MIHIOE
HaIpsIMOK, 3ajiMiIaioyu micis cede mpoxif. Tak yTBOPIOETHCS 3BUBHCTa MeEpexa

KOPHUIOPIB, sIka CTBOPIOE €(PEeKT HEeCTHoMIBaHKH s TpaBiid. MeToa 1aeanbHO
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MIAXOAUTH IJI JTa0IpUHTO-MOAIOHUX PIBHIB, MPOTE MOXE CTBOPIOBATH TYMUKHU a00

HEMPUAATHI AJI TP AUISTHKH, TOMY 4acTo MOTpedye J0oAaTKOBUX MoAudiKaliiii[7].

Pucynox 1.4 — 3pa3kok kapTu, CTBOPEHOT 32 JOMIOMOTOI0 AITOPUTMY

BUITaJKOBOI'O 6J'Iy1(aHH$I

[loOynoBa piBHIB Ha ocHOBiI rpada kimMHaT (Room Graph) nepenbauae
CTBOPCHHSI JIOTIYHOI CTPYKTYpH, J€ By3JaMH CIYI'yIOTh KiIMHaTH, a peOpamu —
3B'SI3KM MK HUMH. Takuil MiAXiJq JD03BOJISIE BU3HAUUTH CIICHAPIH TPOXOIKEHHS,
pO3TaIlyBaHHs KIFOYOBHUX IIOMiM, aJbTEPHATHBHI NUISXH Ta pPO3TaTyXKeHHSI. Y
roguelike irpax 1e jgae MOXJIMBICTH peali3yBaTH CKJIAIHINII MEXaHIKH: CHCTEMHU
BHUOODY, JTOT1UHI TACTKH, CFOXKETHI po3rairy:keHHs. [lepeBara MeTony — KOHTPOJIb HaJl
I'POBOIO JIOTIKOIO, @ HEJOJIIK — CKJIAAHICTh MPOCTOPOBOI peaizallii 6e3 KoHMIIKTIB

y citii [7].

Crapb Bin

CrapT

MacTka

Pucynok 1.5 — I'pad ximuar
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Anroputm  momyky B riaubuny (DFS, Depth-First Search) wacro
BUKOPHUCTOBYETHCS K OJUH 13 0a30BUX MIAXOIB 10 MPOIEAYPHOI reHepaliii piBHIB
y dopwmi rpada kimHaT. OCHOBHA 17iesl MOJSATAE B MOCTYNOBOMY JIOJJaBaHHI HOBUX
KIMHAT 70 IFPOBOTO MPOCTOPY UY€pe3 PEKYpCHUBHE 3arjuOJICHHS: MOYMHANOYM 31
CTapTOBOI TOYKH, AJIFTOPUTM OOMpAaE OJMH 13 JOCTYNHHUX HAMpPSMKIB (HaNpUKIa,
Bropy, BHU3, JIIBO, BIPABO) 1 CTBOPIOE HOBY KIMHATY, ICJISl YHOI'O BUKOHYE TOW caMuit
npotiec 13 Hei. Komu Bei cyciau 3armoBHeH1 400 JOCITHYTO 3a/1aHO1 KUThKOCT1 KIMHAT,
IrOPUTM TOBEPTAETHCS JI0 MONEepeAHbOl KIMHATHU (OEKTPEKIHT) 1 MPOAOBXKYE
reHepario.

Takuit minxig pgae 3Mory mnoOyayBaTH 3B s3HMM Tpad mDpUMILLIEHB,
3a0e3reuyoun TMpU 1IbOMY TMPOCTOTY peaiizaiii Ta KEepoBaHY BaplaTHBHICTh
CTPYKTYpPH PIBHSA. AJNTOPUTM JIETKO KOMOIHYEThCS 3 IHIIMMHU METOJaMH
(Hanpukian, MWAOJIOHHOK TEeHepali€ld BMICTY KIMHAT abo Kiacudikaliero 3a
TUnaMu: 60ioBa, OOHyCHa, O0COBA).

OcHoBHuME TiepeBaramu DFS €:

— rapaHToBaHa 3B’ SI3HICTh KIMHAT, 1110 BUKJIIOYAE MOSIBY 130JbOBAHUX 30H;

— MPOCTOTA KOHTPOJIIO CKIIAJIHOCTI PiBHS IIJIIXOM OOMEKEHHS IITMOMHU ab0

KUJTBKOCTI KPOKiB;

— MmITpUMKa TeHepaiii Ha ocHOBI Seed, mo [103BOJIIE CTBOPIOBATH

JeTepMIHOBaHI1 PiBHI.

Jlo MOTeHIIMHNX HEeMOMIKIB MOKHA BITHECTH: HENIHIWHICTh PO3TAIlyBaHHS
KIMHAT y CITIIi, KA 1HOJII TPU3BOJAUTH 10 TPYAHOIIIB 3 BIIOOpaKEHHAM KapTH, Ta
HEBHUCOKY CTYIIHb CHUMETpii Yy 3reHepoBaHii CTpyKTypi 0€3 m0JaTKOBOI
MOCTOOPOOKH.

IymoBi (dyHKIIIT, 30KpemMa MepiliH-IITyM, TeHEePYIOTh TICEBIOBHUIIAIKOBI, alie
MJIaBHO 3MIHIOBAaHI JaHi, IO JM03BOJs€ (GopMyBaTu mpupomHi daHmmadru. Y
roguelike irpax uel MeTon piIkO BUKOPHUCTOBYETHCA JUIsi O€3MOCEPEIHBOTO

(dbopMyBaHHS KIMHAT, aJieé 4aCTO 3aCTOCOBYETHLCSA /11 CTBOPEHHS JOJIATKOBUX IIapiB
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KapTH — pIBHIB CKJIQAHOCTI, THUIIB O1OMiB, KJIIMaTUYHUX YMOB. OcoOauBO

e(eKTUBHUYN NEPIIH-IIYM Y BIAKPUTHX CBITaX 13 30HAJIBHUM MOALIOM.

T T
- = .

Pucynoxk 1.6 — I'eneparrist 30H 3a JOTIOMOTOIO MIEPIIH-IITYMY

BaxnuBo ycBimoMIIIOBaTH, IO B peajbHUX MPOEKTaX KOAEH 3 OMHCAHUX
aJrOpUTMIB HE 3aCTOCOBYETHCS OKpeMo. Bpani irpu 3a3Buuail MO€IHYIOTh CUIIbHI
pucu aexkuibkox metoaiB. Hampuxman, BSP mMoxke BU3HauaT 3arajibHy CTPYKTYpPY
piBHS, a KIIITHHKOB1 aBTOMAaTH — JeTali3yBaTu BHYTPIIIHE HATOBHEHHS KIMHAT. Take
KOMOIHYyBaHHS 3a0€3Meuye SK JOTTYHY 3B'SI3HICTh, TaK 1 Bi3yaJIbHY PI3HOMAHITHICTb.

OT1xe, anropuT™Mu IpoLEAypHOT reHepallii € 6a30t0 , 7151 po3pOOKH PIBHIB Yy
roguelike irpax. Ix BuOip Ta BTiNEHHS CYTT€BO BIUIMBAIOTH HA SKICTH IPOEKTY,
BH3HAYAIOYM BapiaTHBHICTh, CKIAIHICTh 1 JMHAMIYHICTH IrPOBOTO IIPOIIECY.

VY mporeci peanmizaitii rpu B xaHpi roguelike mianyeThcst 3acTOCyBaTH METO
JETEPMIHOBAHOI MpPOIEAYpHOI TreHepalii KiMHAaT Ha OCHOBi (QikcoBaHUX seed-
3Ha4YeHb Ta anroputMmy momyky B mubuny (DFS). [Ins omiaku edeKTUBHOCTI
00paHOTO METOMy IOIUILHO 3MIMCHUTH TOPIBHAJIBHUN aHai3 3 KIACHYHHUMHU
ajropuTMaMu reHeparii piBHiB, Takumu sk BSP (Binary Space Partitioning), Perlin
Noise, Ta HIMMH TIAXOJAMHU, M0 3aCTOCOBYIOTHCA Yy PO3POOIl MPOIETYPHHUX
CBITIB.

[TopiBHSUTBHI KpUTEPIT:
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1. PeirpabenpHiCTh — 31aTHICTh CTBOPIOBATH YHIKaJbHUW ITPOBHUM NOCBIA MpuU
KOKHOMY ITPOXOJI’KEHHI;

2. 30anaHCOBAHICTH PIBHIB — JIOT1YHE PO3MIIIEHHS KIMHAT, BOPOT'iB 1 HArOpOJ;

3. I'muOuna relMIuiel0 — PI3HOMAHITTA B3a€MOJIIN, MPOCTOPIB Ta TAKTHUHUX

MOYJIUBOCTEMN T'PaBLA.

Tabnus 1.1 — [HopiBHSAIBHUEN aHATI3 METO/IIB MPOLIETYPHOI FeHepalii

Meton I'nnonna

.. | PeirpadenbHicTts | 306anaHcoBaHiCTh . KomenTap
retepaiii reiiMinJieio
[Mpocrwii y peanizauii, 3a6e3mneuye
DFS + Seed Bucoxka Bucoxka Cepenns CTaOIIbHY CTPYKTYPY Ta XOPOIILY

3B’ S3HICTh

[Tnpoko 3acTOCOBYETHCS B
kiacuuHux roguelike (Harp.
BSP Bucoxka Cepenns Bucoxka Dwarf Fortress), nae 3mory
OynyBaTH J1aOipHHTH, 30HU Ta

3aITH

EdexruBuuii 115 miaBHAX
Perlin Noise Cepenns Huzbka Bucoxka npupoaHux ¢opm (JaHmmadry,
0ioMH), IPOTE MEHIII TIPUAATHHIA

JUIS 4iTKUX KIMHAT
YacTo BUKOPUCTOBYETHCS LIS

Cellular Cepennst Cepennst Cepennst reHepaiii NeYepHUX CHUCTEM,
Automata CKJIJIHIIINI KOHTPOJIb Hall
CTPYKTYPOIO
Pyuna po6ora 3 mabnonamu
Prefab- Husbka Bucoxa Husbka JIO3BOJISIE CTBOPUTH YiTKi
based CTPYKTYpH, OJJHAK BTPAYa€ThCs
BapiaTUBHICTh
Wave [loryxHuii, ane cknagHui y
Function Huzbka Bucoka Bucoxka peadizattii, morpedye
Collapse HaJIAIITYBaHHS TPaBHII

OO6panwmii miaxing Ha ocHoBi DFS-00x01y 3 (hikcoBanuMu seed-3HaueHHSIMU
3a0e3nedye BUCOKY peirpabenbHicTh 1 epeadadyBany 30a1aHCOBaHY CTPYKTYPY, 11O
€ TOCTaTHIM JUIsl TPU CEPENIHbO1 CKIIaTHOCTI B skaHpi roguelike. Y mopiasiaHi 3 BSP,
Halll METOJ € TPOCTINIUM Yy peaii3allii, MpoTe MEHII THYYKHUM I CTBOPCHHS
PO3TATY)KEHHUX ITPOBUX MPOCTOPIB.

ITepexin mo ORI CKIAAHUX aNropuTMiB, Takux sk Wave Function Collapse
a6o BSP, nominpHumii Ha eTamni MaciTadyBaHHs TPH 200 ITiJT YaC CTBOPEHHS BEIIMKUX

Ta HEJIHIMHUX JIOKaI[ii 3 0araTopiBHEBOIO MNIUOUHOIO.



15

1.3 AHaJi3 cyyacHuMX irpoBux 3aco0iB Ta irop xkanpy roguelike

Ornsaatoud pUHOK BIZEO Irop 3a JOMOMOror Imiargopmu Steam MOXKHA
3adikcyBaTH 3aKOHOMIPHICTh, IO J€AaJll YacTIlIe 1HJ1 MPOEKTU MOTPAIUISIOTH Y
TOMH MPOAAXKIB 1 3HAUHA KUIBKICTH 11€ came irpu >kHaHpy roguelike .

Ha ocHoBI1 BinkpuTux gaHux Steam, a TaKOXX aHaJ3y KIFOUOBHUX MPOEKTIB 3a
KUTBKICTIO pPEleH31d, aKTUBHOCTI CIUIBHOTH Ta NPUCYTHOCTI y CTPUMIHTOBHX
cepBicax, MOKHAa BUOKPEMHUTH HHU3KY irop, 10 CTali KyJIbTOBUMHU B MEKax >KaHPY.
Po3rinsHeMo HaWMTOMYNISIPHIIII 3 HUX SKi BIUTMBAIOTh HE TUIBKHA HA PO3BUTOK KaHPY
roguelike a ¥ B 1IoMy 1H1 pO3pPOOKH.

The Binding of Isaac: Rebirth — me ogna 3 HaiiBimOMIIIUX Irop KaHPy
KJTFOUOBUM YMHHUKOM, 1110 3a0€3IeUrB I'pi KYIBTOBUH cTaryc, cTajia ii Hecro/iBaHo
MOOKa Ta THyYKa MEXaHiKa, TPUXOBaHa ITiJl BI3yaJbHO CIIPOIIECHUM IIKCEIbHUM
nu3aitHoMm. HesBakaroum Ha 30BHimmHIO TIpocToTy, The Binding of Isaac: Rebirth
noeHye B cobi eneMenTn dungeon crawler, twin-stick shooter Ta >xanp roguelike,
AKUNU poOUTH i1 AOCTYMHOIO MJii HOBAuyKiB 3aBISKH CBOId MOMYISAPHOCTI, ajie
CKJIAJHOI Ta BUHArOpPOKYBaJIbHOIO /IS JOCBIAYEHMX TpaBliB. BoHa crana
IPUKJIAJIOM TOTO, SIK aBTOPCHKHH IMIJIXIM 10 JKaHPY, TU3aiiHy Ta MEXaHIKU MOXKE HE

JUIIe KOHKYPYBATH 3 BEJIUKUMHU CTYIIsIMHU, a i opMyBaTH BIacHY CIUIBHOTY [8].

Pucynok 1.7 — Bupiska 3 ritmmnero rpu The Binding of Isaac: Rebirth

OnHuM 13 TOJOBHUX IHHOBAaLIMHUX PIlIEHh y TPl € CHCTEMa MPOLEeaypHOT

re”epailii piBHiB. KojkeH piBEHb CTBOPIOETHCS JTMHAMIYHO, IUISIXOM BUIAJKOBOTO
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dbopmyBaHHs rpada KiMHaT, y SIKOMY KOXKHA BEpIIMHA — 1€ 3a3/1aJIeTi/lb CTBOpPEHA
KIMHAara 3 MeBHOI0 (DYHKLIOHAJIBHICTIO (HAaropoga, Mara3ut, 00C, CEKpeTKa TOLIO).
Anroput™m reHepaiii 3abe3neuye CTPYKTypHY LUTICHICTb PIBHS — TapaHTYIOUU
3B’SI3HICTh yCIX 30H 1 MOCTYINOBE YCKJIAJHEHHS Ha KOXHOMY moBepci. KiMHaTu
0oOHMpaIOThCSL 3 BEJIUKOTO HAOOpY IIA0JIOHIB, SIKI JIOMOBHIOIOTHCS BUIAJKOBUMHU
BOpOTaMH, TMpEAMETaMH, TMacTKaMd 4Yd edeKkTaMu. 3aBISKH I[bOMY KOXXHE
OPOXOJIKEHHSI CTa€ YHIKAJIbHUM, a KUIbKICTb MOXJIMBHX KOMOIHAIIIM MepeBUIye
MUIBHOHM BapiaHTIB.

BaxxnmBo 3a3HauMTH, 1110 Tpa HE 0OMEXYETHCS JIHIIE TeHEPAIIEI0 CTPYKTYPH
KapT. BumagkoBOCTi MigAarOThCS TaKOXX BOPOTH, TPEAMETH, ITOKPAIICHHS,
Mo (DiKaTOpH MOBEIIHKU MEePCOHaXa. YCi 11l KOMIOHEHTH B3aEMOA1I0Th MK COOO0I0
— CTBOpIOIOYM €(deKT “IrpoBoi Ximii’, Je KOXKHA Jis MOXE MaTH HECIO/iBaHi
Hacniaky. bamanc rpu qocsraeThest He yepe3 JKOPCTKY CKITaIHICTh, a 9epe3 BUCOKHIMA
CTYIIHb PU3UKY Ta BUHaroponau. Hampukian, rpaBeib MOxe 0OpaTH pU3UKOBaHY
TUJIKy TPOXO/KEHHSI, SIKa MPHU3BEJE 10 OTPMMAHHS CHJIBHIIIMX MpPEAMETIB, abo XK
3QJIUIIUTUCS Ha OE3MEYHOMY MapIIpyTi, aje 3 MEHIIMMH IIaHCAaMU Ha MEepPEMOTY.
Benmuka ponb y 1IbOMY HaJIeXKUTh CHCTEMI TOPTIB 13 «JIUSBOJIOM», SIKa JO3BOJISIE
OOMIHIOBAaTH YaCTUHY 3710POB’S TIepCOHAXa HA MOTYXKHI MOCUJICHHS. Takui miaxis
CTUMYJIIOE€ TAaKTHYHE MUCJICHHS Ta IOCTIMHE yXBaJieHHS pIillleHb Y CTPECOBHUX
cutyarisx. llle onniero npuunHOO KynbToBOCTi The Binding of Isaac € ii Tematnyna
cMUTHBICTh. CIOXKET, IO MOOYJ0BaHUI HABKOJIO 010JIIIMTHUX MOTHBIB, IUTAYUX TPABM,
pemniriiiHoro (hanatu3My Ta adCypay, CTBOPIOE TITMOOKO CUMBOIIIYHUMN CBIT, y SIKOMY
rpaBelb KOXKHOTO pa3zy B3aHYpPIOETbCA TIUOIIE — SIK y TOpsSIMOMY, Tak 1 B
MeTapOpUUYHOMY CEHCI.

Posrnsinemy iHmy rpy Noita e HEMMOBIPHO TEXHIYHO CKJIaJHA rpa TOMY, IO
BOHA MOJICITIOE YBECH CBIT SIK CUCTEMY, B K1l KOJKEH ITIKCENb Ma€ (Pi3nuHy MpUpoy.
T'omoBHOIO OcoOmmBicTIO Noita € TMOBHA CUMYJIAIS MaTepiaIbHOTO CepeAOBHINA:
BO/a, JlaBa, ra3, CIK3, KUCIOTHI PEYOBUHHU, BHOYXOBI Marepialid, EJIEKTPHKa,
noniMop(iH Ta 1iHII CyOCTaHIli MOBOASTHCA 3TiAHO 3 BIACHUMHU (HI3UUYHUMU

BJIACTUBOCTSIMH [9].
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Pucynoxk 1.8 — Ilpuknaz ¢pi3uuHOiT B3a€EMOA1T €IEKTPUKH 3 BOAO0 Y Noita

CBIT Tpu MIAAAEThCH MOCTIMHUM (PI3UYHUM TpaHcopMmalisiM, 1 HaBITh
HEe3HauHi Jii rpaBiisg a00 BUMAJAKOBI B3aEMO/IIi MK €JIEMEHTAMH MOXYTh MPU3BECTU
10 HenepeadauyBaHuX HaciiAkiB. Lle 3abe3neuye BUCOKHI piBeHb BapiaTMBHOCTI,
HaBITh MIPU OBTOPHOMY MPOXOKEHH1 OTHUX 1 TUX CAMUX JIJISTHOK.

Ha Biaminy Bifg Oararb0X IHIIKUX TPOEKTIB, J€ MPOLEAypHA TeHepallis
0OMEXY€eTbCsI CTBOPEHHSAM KapTu a0o0 HabopoM KiMHaT, y Noita Bcs JIOTIKa CBITY
noOyqoBaHa HABKOJO JAMHAMIYHOI, JETepMIHOBAaHOI TreHepallii, sika 3abesreuye
MIOBHY BIITBOPIOBAHICTH Ta BapiaTUBHICTD.

CBIT rpu noaiieHuH Ha O10MH, KOXKEH 3 IKUX Ma€ BIAaCHUM HaOip mapameTpiB:
TUIl TPYHTY, Marepiajlid, BOPOTH, OO'€KTH, OCBITICHHS, PO3MIPH TIPOXOJIB.
Hampukian, nepmri piBai (Mines, Coal Pits) MaroTh ciT9acTy CTpyKTYpy 3 BEITUKOIO
KUTBKICTIO MaTepiaiiB, sKi JIETKO MiAAal0ThCs PYWHYBAHHIO, TOJ1 SK TJIMOIII IIapu
(Snowy Depths, Hiisi Base) MicTaTh OUIbII TBEP1 MOPOAH, CKIQAHINI MAPIIPYTH 1
HeOe3MeyH1 eJIeMEHTH OTOYCHHS (eIeKTpUYHI Kabemi, TOKCUYHI OaceiiHu, BUOYXOB1
MPUCTPOI TOIIIO).

I'enepartis BinOyBa€eThbcsi Ha OCHOBI MEPIUHOIOMIOHOTO TICEBIOBUITAIKOBOTO
mymy (Perlin-like noise) i3 3acTocyBaHHSIM HIHM3aWHEPCHKUX TMPABWI Ha PiBHI
mabIoHIB Ta cuMeTpid. BaxnmBoio o0coOMMBICTIO € Te, M0 TeHepaiis €
JETEPMIHOBAHOIO: JUISI KOXKHOTO KOHKPETHOTO ‘“‘Cimy” (IOYaTKOBOTO 3HAYEHHS
reHepairii) CBIT OyJie OTHAKOBUM, 1110 JO3BOJIS€ TPABISAM Ta CHUTHHOTI HOBTOPIOBATH,

JOCIIKYBaT a00 MOPIBHIOBATH MPOXOKEHHS NP (PIKCOBAaHUX YMOBAX.



18

KoxHa KIITHMHKa KapTH MpenCTaBli€HAa BOKCEJIEM 3 BIACHUM (I3UYHUM
MarepiaaoMm. Y rpi peanizoBaHo noHaa 100 TumiB matepianiB — BiJ 3BUYAMHOTO
KaMEHIO JI0 JIaBH, rasiB, KHCIOT, MariuHuX CIU3IB 1 KPOBl. Yc1 MaTepiaid MaroTh
BJIACTUBOCTI: HIUIBHICTh, TOPIOYICTh, MPOBIAHICTh, B'SI3KICTh, PEAKTUBHICTh. [Ipu
MPOLEAYPHOMY PpO3MIIIEHH] €JIEMEHTIB TpH, TEHEpPAaTop BPAXOBYE MOXKIIUBI
B3a€EMOJIi: HaNpUKIaZ, NOpydY 13 JDKEpeJaMd BOTHIO HE PO3MILIYIOThCS
JIETKO3aMUCTI ra3u, SKIIO 1e He mependaueHo reiMIn3aifHepamMu sSK acTKa.

Takum unHOM, TIpOIIeAYpHA TeHepallis B Noita — 11e He JTUIIe TOTOJOTis, a i
B3a€EMOJIiSI pedoBHMH. ['paBenb MOXXe OOpPYIIMTH CTEN0, 00 3aJUTH BOPOTIB
KHUCJIOTOI0, CIPOBOKYBaTH JIAHIFOTOBY peakiiifo abo BOWUTH ceOe BUITAJIKOBUM
CJIIEKTPUYIHUM IMITYITBCOM Yepe3 MOKpuil ofsT. Lle cTBOproe MOCTiiHI CKIIaTHOCTI Ae
BU TIOMHUPAETE HE TUIBKH BiJ CKJIAJHUX BOPOTIB a W BiJ CBOET >KaJHOCT1 KOJIH
HamaraeTech miaioparu 30J0TUIM CAaMOPOJIOK 1 CTAETE B MOIYM s sike 1 BOMBAE Bac.

Cucrema 3akivHaHb y Tpi L€ 1€ OAUH YMHUK YOMY Ipa HACTUIbKHU
peirpabinpHa Ta momyiaspHa. Y Noita peamizoBaHO OAHY 3 HaWMIMUOMUX 1
HAaWTHYYKIIIUX CHCTEM 3aKJIWHaHb y >kaHpi roguelike. 3aramom y rpi 424
YVHIKQJIbBHUX 3aKJIWHaHb $KI MOTPIOHO KOMOIHyBaTH MK co00010. SKImo B3sATH
nocepeaHii mocox B rpl y SskoMy 12 CJIOTIB TO MOXEMO BUPYXYBAaTH sKa KIIbKICTb
KOMOiHaIlilf 3 moBTOpeHHsMH Oyme 4241% ~ 4.66 * 103! 1e pobuts cucremy
xke3nmiB Noita OmHIEI0 3 HAWTHYYKINIUX 3aKJIMHAJIBHUX CHCTEM Yy Bijeoirpax, 3
HECKIHYCHHUM TMPOCTOPOM IS EKCIIEPUMEHTIB, TMOOYJOBH aJIfOPUTMIB Ta
JOCIIKEHHSIM BHYTPIIIHBOT JIOTiKH [9].

PosrnsitneMo 111e onipy rpy sika MOCTIHHO MOCATae HAWBHIII MO3UIIIT Y KpaMHHUII
Steam 1151 Tpa e Dead Cells — mpuknan rpu, sika moeanye >xanpu roguelike ta
metroidvania. Y rpi peanizoBaHo quHaAMIYHHH muIaTrGopmep 3 00MOBOIO CHCTEMOIO B
pearbHOMY Yaci, IpOIEYPHOIO TeHEPAIli€l0 PIBHIB Ha OCHOBI MIA0JIOHIB, a TaKOX
CHUCTEMOIO TEPMAHEHTHOTO TMOKPAIICHHS TEBHUX XapaKTePUCTUK TPaBISI MIiX
npoxomkeHHsIMA. OCOONMBICTIO TPU € TJIaBHUN KOHTPOJh IMEPCOHAXKA, BUCOKA

aHIMalliifHa SKICTh 1 pO3rajJy>KeHHsI MapUIPYTIB MiJl YaC MPOXOKEHHSI.
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Pucynok 1.9 — Bupiska 3 reiimiero Dead Cells

Dead Cells BukopucTaHo CKJIaIHIMMKA TMiAX1] 0 TeHEpallii piBHIB Ha OCHOBI
npea3ajanux IIabJoHIB 13 TOJAJBIINM BHUIIAJIKOBUM KOMIIOHYBaHHSM OJIOKIB.
CTpyKTypa piBHS TE€HEPYEThCS SIK IMOCIIJOBHICTh CEIMEHTIB, SKI MiAOUPAIOTHCS
BIJIMOBIIHO JI0 3aJaHUX MpaBui. Po3milieHHs BOPOTiB, MpeaMeTiB, miargopm Ta
MACTOK PeaTi3y€eThCSA JUHAMIYHO B MEKax KOXKHOTO 0JI0KYy. MoJKHa CKa3aru, 110 Ipa
BUKOPHUCTOBYE 3Mimanuii Mmeton BSP Ta mabmonHoi renepaitii. AITOpuT™M HOILIsNE
KapTy Ha o01acTi, MICIAs YOoro KOo)KHa OO0JacTh HAIOBHIOETHCS KOHTEHTOM 13
BUITQIKOBUMHU BapiamisiMU. 3aCTOCOBYEThCS TaKOX piBHEBa TEHepalis — Ha
KO’)KHOMY HOBOMY PiBHI 3pOCTa€ CKJIAAHICTh BOPOTIB, a JOCTYN JI0 HOBHX TLIOK

BIJIKpUBa€eThCs nmoctynoso [10].

1.4 BucHoBok 10 po3ainy 1

VY xomi mpoBedeHoro aHamnizy Oyno BCTaHOBJIEHO, M0 xkaHp roguelike
MPOJIOBXKY€E AKTHBHO PO3BUBATHUCS Ta 30epiraTd CBOIO aKTYaJbHICTh 3aBISKH
VHIKQJIbHOMY TIO€THAaHHIO TEHMIUICHHUX XapaKTePUCTUK — TaKHUX SK MPOIEeTypHA
reHeparlis, IepMaHEHTHAa CMEpPTh, BHUCOKA CKJIQIHICTh, JWHAMIYHE OHOBIICHHS
cepenoBuIa Ta KMOOKa cucTteMa Bapiariid. Came 11l pUCH BU3HAYAIOTh KITIOYOBI
0COOJMBOCTI JKaHPY Ta BIUIMBAIOTH HA MOTO MOMYJSIPHICTH CEpell TPaBIiB Pi3HOTO

PiBHS MiTOTOBKH.
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byno mpoaHani3oBaHO Cy4yacHUM CTaH IHIYCTpii PO3pOOKH BiAEOIrop Ta
BUSBIIEHO OCHOBHI IPOOJIEMH, AKI BIJKPUBAIOTH MOKJIUBOCTI AJIA 1HJI-IIPOEKTIB.
3o0kpema, 3pocTaroua koMmepirianaizaiis Benukux (AAA) mpoeKTiB, CTaHIapTU3AIlIs
TeMMIUICIO Ta BTpaTa KPEeaTUBHOCTI CHpHsUA (OPMYBAaHHIO CTAJIOTO iHTEpECY 0
IHHOBAI[IMHUX PIllIEHb, MPUTAMAHHUX IFPAM HE3AJIECKHUX PO3pOOHUKIB. OcOOIMBOT
yBaru 3aciayroByloTh roguelike-mpoexkTu, skl 3aBISKU MpOLEAYpHIA reHeparii
3/1aTHI 3a0€3MEeYUTH YHIKAJIBHUI JOCBIJ JUIsl KOKHOTO KOPHUCTyBada HaBiTh 0e3
3HAQUHUX BUTPAT HA KOHTEHT [11].

Byno mpoBeaeHO cucTeMaTHYHWN aHAi3 aJTOPUTMIB, IO 3aCTOCOBYIOTHCS
IUTS TIPOIIEIYPHOT TeHepallii irpoBoro cepefoBuia. PO3MISTHYTO KITFOUOBI MiXO/IH:
BSP (Binary Space Partitioning), KJIITHHKOBI aBTOMaTH, METOJI BUITAJIKOBOI XOJIH,
rpapu  kimHat(DFS) Ta reHepamito 3a J0MOMOror0 MIYMOBHX —(DYHKIIIH.
Bcranosneno, mo ehekTUBHE BUKOPUCTAHHS MPOIEAYPHOI reHepallii nepeadoadae
He JuIne BUOip 6a30BOTO ajJrOpUTMY, a ¥ afanTalliro Horo 10 moTped KOHKpEeTHOT
rpu: 3a0e3MeUeHHS 3B SI3HOCT1 PIBHS, KOHTPOJIIO 3a CKJIQJHICTIO, BapiaTUBHOCTI
JyTY, Ta JOTPUMAaHHS JIOTIKH CBITY T'PH.

Taxoxx mpoBeIeHO MOPIBHIHHS 3 KJIACUYHUMU aIrOpUTMaMu, TaKUMU sik BSP
ta Perlin Noise, mpomeMoHCTpyBaau TIiepeBary OOpaHOTO METONYy B acCIeKTax
peirpabenbHOCTI Ta KEPOBAHOCTI CKIIAIHICTIO.

3nifcHEHO OIS HAllyCIIMIHINIUX Cy4yacHUX irop »xaupy roguelike, Takux sik
The Binding of Isaac: Rebirth, Noita Ta Dead Cells, 3 0co011B0o0 yBaroro /10 iXHbO1
apXiTEeKTypH, MPOLIETYPHOI TeHepaillii, 00HOBUX CHCTEM 1 TEXHOJIOTTYHOI peaizairii.
3’sCOBaHO, 110 TOMPHU KXAHPOBY CHUIBHICTB, KOKHA 3 IUX IrOp peaiidye BIacHY
MOJIeTTh TPOIIEAYPHOI reHepairii: Bix MmogynpHOTO KoMronyBanHs (Dead Cells), go
CUMYJIAIIT KOXKHOTO TTiKcens cBity (Noita).

OTxe, 3a pe3ylbTaTaMu aHali3y MOXKHA 3pOOMTH BUCHOBOK, 110 €()EKTHBHA
peamizaiis roguelike-rpu moTpeOye KOMILIEKCHOTO TIiAX0my a0 (GOpMyBaHHS
reiMIUIEHHOT CTPYKTYpH, THYYKOi CHUCTEMH TeHepallii KOHTEHTY, OallaHCy MIXK
BHUMAJKOBICTIO Ta JW3alHOM, a TAaKOXX BIJAMOBIAHOTO BHOOpY IHCTPYMEHTIB IS

MPOrpaMHOi peaizalii.
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2. ITIPOEKTYBAHHSA ROGUELIKE I'PH 3 TIPOLEAYPHOIO
I'EHEPAILIICIO PIBHIB

2.11IpoextyBanHsa apxitekrypu roguelike rpm 3 mnpouexypHoro

reHepamniero

[ToOynoBa apXiTEKTypH € KIOUOBMM €TallOM IIiJi 4Yac TIiATOTOBKH JI0
peaizallii irpoBOro MPOEKTY, OCKUIBKH CaMe Ha IbOMY PiBHI BH3HAUAETHCS, SK
OKpeMi miicucTeMu OyayTh (PyHKIIIOHAJbHO B3a€EMOMISTH MDK cO00010. Y Mexax
JOCIIIJKEHHST Tepei0adyaeThCsi CTBOPEHHsS TIpu *kaHpy roguelike, B OCHOBI1 SIKOi
3aKJIQJICHO TIPUHIUIT MPOICAYPHOI TeHepallii piBHIB, Ta aJaNTHUBHY CTPYKTYPY
B3a€EMOJII1 3 IrpoBUM cepenoBuiieM [12]. 3aruianoBaHa apXiTeKTypa Mae Oa3yBaTHCs
HAa KOMIIOHEHTHO-OPIEHTOBaHiM wmojeni, Aky miarpumye pymiii Unity [13].
3acrocyBanHsi MoBU C# n03BONIUTH MOOYAyBaTW THYUKY CHUCTEMY KJaciB, SKi
BIJIMOBIIATUMYTh 3a OKpeMi acmhekTd ¢GyHKIIoHyBaHHS Tpu. OUiKyeTbCs, IO
OCHOBHHMM KOOPJAMHYIOUUM KOMIIOHEHTOM cTtane GameManager — MOIy/b, SKUN
BIJINTOBIIaTUME 32 1HIIIATI3aIliF0 TPH, 3aBaHTAXXCHHS PIBHIB, KOHTPOJIbh OCHOBHOTO
CTaHy TpU Ta IHTETpalil0 3 IHIIUMH CHUCTEMaMH, 30KpeMa iHTepdeiicom

KOpHCTYBa4a, FT€HePaTOPOM PIiBHIB 1 CUCTEMOIO 30€PEKCHHS.

Save-Load Manager

Level Generator Game Manager Scene Manager

Combat System
Manager

Projectile System  j€—— [«—— Enemy Manager |«—— Room Controler Ul Manager Invetory System

Player Controler

Pucynoxk 2.1 — 3aranpHa 010K cxema apXiTeKTypHu Tpu

[lepenbauaeTbest, 1Mo 1rpoBUl OpOCTip (POPMYBATUMETHCS MPOIEAYPHO,

TOOTO MaTUME YHIKallbHY CTPYKTYpPY KOXKHOTO pasy mia yac 3amycky. Jis uporo
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IUIAHY€EThCA PO3POOUTH MOIYNIbh TIeHepalii pIBHIB, IO CTBOPIOBATHUME CITKY 3
KIMHaramu, 3'€HAaHUMHU JIOTTYHMMH mepexogamu. Lli KIMHaTH MaTuMyTh pI3HI
¢yHKIii: 00I0B1 30HU, MPUMILIEHHS 3 00COM, CEKpeTHI KiMHaTH Toio. KepyBaHHd
iXHIM BMICTOM 1 clieHapiaMu Oyae 3ocepemxkeHo B komnoHeHTI RoomController,
AKUU 1HIIIOBaTUME BHYTPIIIHI TO/1i 3aJIEKHO Bl KOHTEKCTY.

VY rpi nependaueno HasiBHicTh Moy PlayerController, o mae 3a6e3neuntu
JIOTIKY YINpaBIiHHSA TNEpPCOHaXKeM. Y Mexkax Horo (QyHKIIOHATY OYIKYEThCS
peanizailis TEpeMIllIeHHs], CTPUILOU, YXUJIEHHs, 300py MpPeaMeTiB, B3aeMOAli 3
cepenoBuiieM. lleil KOMIOHEHT TakKoX TOBHHEH KOOPIWHYBATHUCS 3 IHIIUMHU
nijicucteMamMu — OOMOBOIO JIOT1KOIO, 1IHBEHTapeM, iHTepdeiicom. boiioBa cuctema
Oyne opraHizoBaHa Ha OCHOBI OKPEMOTO MOJY/S, YMOBHO IO3HAUYE€HOrO SIK
CombatSystem. [InanyeThcs, 1110 caMe BiH BiATIOBIJaTUME 3a CTBOPEHHSI CHAPS/IIB,
00poOKy i1XHBOI TpaekTopii, 31TKHEHHS 3 00’€KTaMU, a TaKOX 3a PO3PaxyHOK
3aBaaHo1 Koy, J{Jist onrrumizariii pobotu Oyze nepeadaueHo MexaHi3M MOBTOPHOTO
BUKOPUCTAHHS OO0 €KTIB (IYJIHT), IO JO3BOJUTH 3MEHIIUTH HAaBAHTAXKEHHA Ha
CHUCTEMY IIiJ] YaC MacoBHUX OOiB.

OkpeMmy ponb y CTPyKTypi cucteMu BimirpaBarume EnemyManager —
JUCTIETYEp, SIKAWA OIMIKYBaTUMETHhCS CTBOPEHHSAM, OHOBJIEHHSM Ta KOHTPOJIEM
cynpotuBHUKIB. [lependadaeTbesi BOPOBAKEHHS IMOBEIIHKOBOI JIOTIKH Ha OCHOBI1
FSM (cxiHueHHHU# aBTOMArT), IO JO3BOJUTH 3a/JaBaTH CYNPOTUBHHKAM JHMHAMIYHI
cueHapii (mepeciimyBaHHs, CTpinpOa, YHUKHEHHs, Tomio). lLle 3abe3meunTh
BapiaTUBHICTH OO0 Ta MIIBHUIIUTH 3arajibHy TUHAMIKY TPH.

st 30epiranHsi Ta KepyBaHHS 310paHUMH TpenIMeTaMu Oyle peasi3oBaHO
iHBEHTapHy cuctemy. Bona mepenbagarnMe kiacu@ikailiro MpeaMeETiB 3a TUITAMH
(macwBHI, aKTHBHI), a TaKOX MaTuMe iHTep(deic, depe3 SKUil TpaBelb 3MOXKE
aKTHBYBaTH a00 3MiHIOBaTU 00nagHanHsA. Monynb InventorySystem mae OyTH TICHO
IHTETpOBaHUH 13 O0MOBOIO JIOTIKOIO Ta iHTep(ericom koprucTyBada. KopucTtyBanbkuit
iHTepdeiic, npeacrapneHuit y Burasal HUD, inaukatopiB craHy, mikain Ta
1H(pOpMaTUBHUX NaHEJEeH, MPOEKTYEThCS SIK Okpema mincuctema. [lependadaernbes,

110 oHolieHHs Ul BinOyBaTUMETHCS PEaKTHBHO, HA OCHOBI CUTHAIIIB, 1110 HAJIXOASATh
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BiJI IHIIMX MOAY1B, 30kpema PlayerController Ta InventorySystem. J{ns nporo Oyne
peanizoBaHo BignmoBimHuit Ul Manager, sxuil chigkyBaTUMe 3a OHOBJICHHSIM
Bi3yaJIbHUX €JIEMEHTIB Y PEXKHUMI1 pEaJIbHOTO Yacy.

VY Mexax MpoeKTy TAKOXK 3allJIaHOBAHO CTBOPEHHS CUCTEMH 30€pEKEHHS, KA
3MOKE (PIKCYBaTH KIIIOYOBI JaHl NpO CTaH TIpaBls, 1HBEHTap, PO3MILIEHHS B
KIMHaTax Ta IHIII MapamMeTpH, KpUTUYHI Uil BiHOBIEeHHS rpu. Cucrema Oyae
mpaIfoBaT Ha OCHOBI cepiaiizanii JaHux y Qopmari, cyMicHOMY 3 (aioBOIO

CUCTEMOIO0, i I03BOJISITUME 3UMTYBAaHHS IT1]] Yac 3amyCcKy I'pH.

GameManager

currentLevel Level
gameState GameState

playerk: Player

LevelGenerator

Map

seed:int

startGmael(): void
updateGame(): void

Player

health:int
position:Vector2
speed:float

inventory:Inventory

difficult-float

rooms Room([]
size:Vector2

generateMap():Map

getRoom{):Room

move():void
attack()void

useitem().void

Weapen

addltem():boolean
removeltem():boolean

damage: int
fireRate: float
ammo: int

projectileType: Type

Projectile

position

velocity

fire():Projectile

reload():-void

update(); void

onHit(): void

Room

enemies: Enemy[]
item:item]

isClered: boolean

addEnemy()-void

additem()-void

rarity: Rarity

use():void
getDescription():string

Inventory Item Enemy
item l¢—— | name:string health: int
capacity type: ltemType
activeitem effect: Effect damage int

position Vector2

ai AiBehavior

takeDamage(): void
attack(): void

move(): void

SBave System

saveDate

firePath

ul

saveGame(): void

helthBar: HealthBar
inventory: InventoryUi
minimap: Minimap

notification: Panel

updateDisplay(): void

showMessage() void

LoadGame(): void

deleteGame(): void

Pucynok 2.2 — UML miarpama kiaciB Ta ix B3aEMOIis

Takum uwHOM, cdopmoBaHa apxiTEeKTypHa MOJEIb TIpH Tependadae
OaraTopiBHEBY CTPYKTYPY 3 YITKO OKpECICHUMH MOaylisiMu. BoHa Mae 3abe3neunTtu
HE3aJICKHICTh (PYHKUIOHAJIBHUX OJIOKIB, MIATPUMKY HPOLEIYpPHOI TeHepallii,

MOXJIMBICTh MacIITaOyBaHHs (PYHKI1IOHAITy Ta CIPOIIEHE TECTYBaHHSI.
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2.2 Po3po0Oka aJropurMy npoueaypHoi reHepanii irpoBux piBHiB

[IponienypHa renepaiiisi € OIHUM 3 KIIFOUOBUX MEXaHI3MIB pealizallii rpu y
xaHpi roguelike, ockiIbKM came BoHA 3a0e3neuye TMHAMIUHICTb, peirpaOeNbHICTb 1
3HaYHY BaplaTUBHICTb, JO3BOJISIOYM (POPMYBATH YHIKAJIbHI PIBHI MPU KOXKHOMY
3amycKy rpu. Y MekaxX JaHOTO MPOEKTYy MependadacThcsl pealizallisi aJrOpuTMmy
npolenypHOI TeHeparlii, o 0a3yeThcs Ha MoOynoBi 3B’s3HOrO rpada KiMHAT 13
[IOJAJIBIINM HAMOBHEHHSAM KOXXHOI 3 HHMX BIANOBIZHO 10 3aJaHUX THUIIB 1
napamMeTpiB CKJIaHOCTI.

ba3oBa imes momsArae B MPEACTABICHHI PIBHA Yy BUDNISII HEHAIPaBJICHOTO
rpada, e By3J1aMH BUCTYIIAIOTh KIMHATH, @ peOpaMu — Mepexoau Mk HUMH. Takui
miaxig 3a0esneyye rapaHTOBaHY 3B’ SI3HICTH PIBHSA, IO KPUTUYHO BaXKJIHBO IS
irpoBoi Joriku. I'padoBa cTpykTypa TakoXX JO3BOJISE 3AIMCHIOBATH €(EKTHBHUM
KOHTPOJIb HaJl KUTBKICTIO KIMHAT, IXHIM B3a€EMHHM PO3TaIllyBaHHSIM, MOXJIMBICTIO
00X0/y Ta MOIIYKY aJbTepHATUBHUX MapPIIPYTIB.

Jlns moOynmoBu Tpada mnependavdacTbcsi BUKOPUCTAHHS MOAU(]IKOBAHOTO
anroputMy mnomyky B nmbuny (Depth-First Search, DFS). TIeneparis
MOYNHATUMETHCS 31 CTAPTOBOI KIMHATH, BiJl SKOI IO 4ep31 CTBOPIOBATUMYThLCS HOBI
KIMHATH Y BUITQJIKOBUX HampsiIMKax. AJTOpUTM 30epiraTume iH(opMaliiio mpo BxKe
CTBOPEH1 KOOPJMHATH, IO I03BOJIUTH YHUKHYTH iX 1yOmtoBanHs. [licist qocsrHeHHs
3aJ1aHo1 KUTBKOCTI KIMHAT, moOyaoBa rpada npunuasieTses [14].

Hactymaum eramom crade kimacudikaiis KiMHAT 3a (QyHKIIOHAJTBHUM
npusHaueHHsIM. KiMHara, 1110 3HaX0auThCsl Ha HAMOUTBIIIM BiJICTaH1 Bi cTapTy, Oye
oOpana sk kKiMHata 3 OocoMm. Jlekibka IHIIMX KIMHAT OTPUMAIOTh CTaTyCH
OOHYCHUX, MaraswHiB, MacTOK a00 CEKpeTHHX 30H. Pemra Oyge mapkoBaHa SK
3BUYaiiHI 001OB1 KiMHaTh. Taka cxema 3a0e3MeunTh TPaBIf0 K OCHOBHY TLIKY
MTPOXOKCHHS, TaK 1 MOXKIIUBICTB IMTOOITYHOTO JTOCITIIKSHHS.

VYcepeanHi KOXHOT KIMHATH IUIAHY€THCS BUKOPHCTOBYBATH IIA0JIOHHY
re”epailito BMicTy. KoxeH 1mabiaoH — 1€ 3a37aeriib miaAroropieHa KoHQiryparis

pO3TalllyBaHHsI BOPOTiB, 00'€KTIB OTOYEHHS, YKPUTTIB Ta mpeamMertiB. OOuparouu
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mabJIOH, CUCTEMa BpaxOBYyBaTUME THUIl KIMHATH, il CKJIQJHICTh Ta BiJCTaHb BiJ
MOYaTKOBOI TOYKW. Takui MiAXiA JO3BOJUTH 30€pEerTH KEPOBaHICTH ITPOBOTO
0anaHCy, HE JKEPTBYIOUH MPHU LIbOMY MPOILIEAYPHOIO Bap1aTUBHICTIO.

Jist mocuseHHs BIATBOPIOBAHOCTI Oy/le peali30oBaHO NIATPUMKY IeHepallii Ha
OCHOBI seed — YHCIIOBOro mapameTpa, IO 3a/Ja€ MOYaTKOBUI CTaH TeHepaTopa
BUmaakoBux uyucen. lle mo3omuth TectyBatu cnenu@iuHi KOH(Irypaiii piBHIB,
CTBOPIOBATH IIOJICHHI BUKJIMKHU a00 3MarajibHi PeKUMHU 3 OAHAKOBUM PO3MIIICHHIM
KIMHAT JJI BCiX TPaBIIiB.

Ha 3aBepmanbHOMY eTami reHepaiii cuctema MNepeBipATUME KOPEKTHICTh
CTBOPEHOTO PIBHS: 3B A3HICTh yCiX KIMHAT, HASBHICTh CTAPTY Ta KIHLSA, MOKJIIUBICTh
JIOTIYHOTO TMPOXO/PKEHHSI Ta BIJICYTHICTh KOHQUIIKTIB MK 00’exktamu. Y pasi
OMMJIOK Oy/Ie 3aCTOCOBAHO MOBTOPHE (POPMYBAHHS 3 BUKOPUCTAHHSAM 1HIIOTO seed
a00 oOMexeHo1 pekoH]Irypallii yacTuHH rpada.

Takox IOIUIBHO PO3MISIHYTH aJbTePHATUBHI MIAXOAU 10 MPOIEAYPHOT
redepariii. 3okpema, metoq BSP (Binary Space Partitioning) mo3Bomsie IimuTh
IIPOCTIP HA MPSAMOKYTHI 00JaCTI 3 MONAJIBIIIMM CTBOPCHHSIM KIMHAT y MEXKaX HUX.
et migxig mobpe migxomuth s dungeon-like ctpyktyp. Meton Perlin Noise
BUKOPUCTOBYETBCS JJIsI TeHeparii NmpupoaHux daHamadTiB ado JabipuHTIB i3
IaBHUMH Tiepexomgamu. Ausroputmu  KnmiTuHHOTO aBTOMary e(exkTuBHI IS
CTBOPCHHS TIeYepOIIOiOHNX PIBHIB 200 OpraHiuHuX CTPYKTYyp. IIpoTe y KOHTEeKCTi
IPU 3 YITKOIO CHCTEMOIO MEPEXO/iB, KOHTPOJIHLOBAHUM JH3AWHOM 1 MMPOTPECUBHOIO
CKIIaJHICTIO came rpadoBuid minxig Ha ocHoBi DFS Oy Bu3HaHWMI HaiOUIBII
nouiibHUM. OTXKE TEeHepaTop BpPaxXxOBYBaTUME HAIMOBHEHHSI KIMHAT 3aJICKHO BiJ
iXHBROTO THITY Ta posTamryBaHHs y rpadi. CtapToBi KiMHATH OymnyTh BUTBHUMH Bil
BOPOTiB 1 MICTUTUMYTh MiAKa3KH ab0 6a30Bi pecypcH, TOAl K IEHTPaTbHI By3JH
MOXXYTh MaTH IMOCHJICHUX IPOTUBHUKIB a00 KBeCTOBI eleMeHTH. KiHIeBa KiMHaTa,
[0 Belle 0 HACTYMHOTOo piBHSA abo Ooca, Oyae po3MillyBaTUCh HA MaKCHMAaJIbHIN
BiicTaHl 3a TpadoBOI0 METPUKOIO, M0 3a0e3MEUYUTh MPUPOJHE 3POCTAHHS

CKJIAJHOCTI.
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h

MouaTokr reHepauii

—

h 4
IHiLiamizauis
npameTpis
seed posmip Ta TMN
KiMHar

w

CTBOpEeHHA CTapTosO0l
KiIMHaTKH rpaBuA

h 4
PerypcueHe
CTEOPEHHA KIMHAT 33
anropTMmom DFS -
rpadga

h 4
MozHaYeHHA KiMHaT
(Boc , cerB zoHa |
marasuH , GoHycHa
3oHa)

w

MpuaHaveHHA
wabnoHie gna
OMPMASHHA KiMHaT

w

FoamileHHA soporie
Ta npegmeTie

. epesipka BMKDHAHHA BCL
Mm“?ﬁ;f ﬁsﬁa enemMeHTIE reHepaLii
Y- ¥ yomiwHa

Kineus reHepauin

Pucynoxk 2.3 — briok cxema reHepaiiii piBHIB

Takum unHOM, pearizoBaHa CTPYKTypa MPOIEAYpPHOI TeHepaillii 3a0e3neunTh
HEOOXIMHWIA PIBEHb YHIKAIBHOCTI KOXKHOTO TPOXOMKEHHS, TO3BOJIUTH THYYKO
HaJIAIITOBYBATH CKJIAJHICTh Ta PI3HOMAHITHICTh KIMHAT, a TakKoXX 3a0e3Me4uTh

TEXHIYHY 3pYUYHICTH JJISl HOJAJIBIIOI pO3POOKH i TECTYyBaHHS.
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2.3 Po3poOka monyJiiB KepyBaHHSH

OpnHMM 13 KITIIOYOBHX €J1€MEHTIB OyIb-sK01 rpu xkaHpy roguelike € ehexTruBHO
peanizoBaHa 0OoifoBa cucTeMa Ta BIJNOBIJHA il JIOTIKA YHpPaBIiHHS TpaBLEM 1
CYIpOTUBHUKaMU. Y MeKaX pO3poOKH rpu 0ocoOiauBa yBara NpUIUISETHCS came
MOJIYJABHOCTI IIUX KOMIIOHEHTIB, 110 3a0€3Meuye THYUKICTh y peasi3auii, HiATPUMKY
PO3IIMPEHDb Ta 3pYUYHICTh TECTYBAHHS.

VY Mopmyni KepyBaHHS I'paBleM MepeadadaeTbesl peaizallisi TaKUX OCHOBHHUX
(YHKI[IOHAIBHUX ~ MOXJIMBOCTEH:  MEpeMIlleHHs y  JBOX  IUIOIIMHAX
(BUKOpUCTOBYIOUM (13MUHY 200 MPOCTY KOOPAMHATHY CUCTEMY), CTPUILOA Ta 3MiHA
HaNpSMKYy aTakd, B3aeMoOfis 3 00'€eKTamMH (BUKOPHUCTAHHS MPEAMETIB, BIAKPUTTS
JIBEepel), a TakoX OOJIIK CTaHy 3J0POB’s, TAMYACOBUX e(]eKkTiB Ta cMmepTi. Jlorika
yrIpaBiIiHHS Oyle peani3oBaHa sSIK OKpEMHU Kiac, 10 B3aeMOJIE 3 (DI3UYHUM TIJIOM

IpaBIl Yepe3 MOI1i, JO3BOJISTFOUH JIETKO BiJl’ €IHYBAaTH a00 JOTIOBHIOBATH ITOBEIIHKY.

i 3 i

OuikysauHa Ak
rpasunA

v

amcmm\ Hi
IHEEHTapR

Tak

3anyck Input 3anyck nepesipku
Manager 36poi

Hi
ETMCHYTa KHOMKE
E3aeMonii
Tak
Buknuk nepesipku
meTony Bzacmonii

Hi
MpeameT €
E33EMORIUMM
Tak

Buknwk meToay OTHOEBMIOEM MOZMLIK
B3aemogii rpaBuA

v

3anycTuTu Inventory
ul

— ATEKYBATH

Buknukaem

Manager

l

Kiteus

Pucynok 2.4 — biok-cxemMa JIOTiKM MOAYJISl YIIPABIIHHS TPaBIEM
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Ha HnaBeneniii Giok-cxeMi 300pa’k€HO OCHOBHY MOCHIAOBHICTH i, IO
B1I0YBalOThCS MMiJl 4ac OOpOOKM BBEACHHS Bl KOpUCTyBaya B MOAYJI KE€PYBaHHS
rpasuem. Ilicas crapTy rpu cucrema nepexoAuTh y CTaH O4IKYBAaHHS J1{ BiJ TPABIISL.
Ha 1npomy erami mnepeBipseTbCcs HATUCKAHHS OCHOBHUX KHOIIOK: BIAKPHUTTS
IHBEHTaps, B3aeMO/Iii 3 00'eKTamu, repecyBaHHs ab0 araku. Y BUIAJIKy HATUCKaHHS
KJIABIL1 17151 BIAKPUTTS IHBEHTAPs 3aI1yCKAETHCS BIANOBIIHMM iHTEpdeiic (Inventory
Ul). Sxmo HaTHCHYTa KHOIKA B3a€EMOJii, BUKIUKAETHCS METOJ IEPEBIpKH Ha
HasIBHICTh IHTEPAKTUBHOT'O 00'€KTa B HAIPSIMKY PYXY I'paBIis. Y pa3i MmiITBepAKEHHS
— BUKJIMKAETHCS BIAMOBIIHA B3aeMoAis 3 00'ekToM. [Ipu oTpuMaHH1 IHIYTY Ha pyX
IHILIIOETCS BUKJIMK MEHEKepa BBEACHHS, ICIS 4YOTO PO3PAaXOBYETHCS HOBA
MO3UIlIsT TPaBIsl. AHAJOTIYHO, TPU HATUCKAHHI KIABIII aTaKu BHUKOHYETHCS
nepeBipka TOTOBHOCTI 30poi, 1 AKIO arakyBajbHa Jisl JI03BOJIEHA, BHUKIUKAETHCS
MeTon araku. HesanmexHo Bij TUIy [ii, MO 3aBEPIICHHIO BiOyBA€THCS OHOBJICHHS
aHIMAIlITHOTO CTaHy 4epe3 BUKIMK Animation Manager, TiCs 4Oro MOTIK JOTIKH
MOBEPTAETHCS /10 OYIKYBaHHS HOBUX J1H BiJ rpaBIisl.

KonTponb Bopori nependadyae po3noAil MOBEIIHKHA HAa TPH OCHOBHI TPYIIH:
narpyJlOBaHHs, MepeciayBaHHs Ta araka. KoskeH THI BOpora MaTUME OKpEeMHA
HaOlp mapameTpiB arpecii, 30HM BUSBICHHS Ta CTHIIO aTaku (JajbHs, OJMKHS YU
BMiHHA). [ peamizanii moBeiHku Oyae BUKOPUCTAHO MPOCTUN MAIIMHHUHN TT1IX1]T
(FSM), ne xoxeH Bopor Mae Habip CTaHIB 1 MEPEXO/iB MK HUMH B 3aJI€KHOCTI Bij
nofii y cepenonuiili. Hampukias, BOpor nmepexoauTh 31 CTaHy NaTpyTlOBaHHS y CTaH
MepeCITiIyBaHHS TIPU BXOJI1 TPABIIS B pajiyc BUSBICHHS. BakMBUM KOMIIOHEHTOM
0010BO1 CUCTEMU € cucTeMa CHapAliB (projectile system), sika peanizoBye JIOTIKY
CTBOpPEHHS 00'€KTIB, IO PyXalOThCS MO TPAEKTOPIii, B3aEMOJIIOTH 13 BOporaMu adbo
CEpEeOBHUIIEM, BUKIMKAIOTh BUOYXH, CTarycHI edektu Tomo. Koxen cHapsa mae
HaOlp BIIACTUBOCTEW: MIBUAKICTh, paaiyc ypakeHHs, Tun edexry. CTBOpeHHs
CHapsiia BiTOyBa€ThCS MPU BUKIMKY aTaku 3 00Ky TpaBIls abo Bopora, i Jai Horo
pyX 00poOIIsIETHCS Yepe3 PI3UKY PYIIIis.

O6poOka Biaydanb nependayae BpaxyBaHHSI 3ITKHEHb MDK CHapsiaMH Ta

KoJITaliiepaMy BOPOTiB, IIPU I[bOMY MOXYTh BHUKJIMKaThUCh noAli tumy "llkoxa",
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"BigmroBxyanns", "Edekrt crarycy". 3aBIsku IbOMY pealli3yeTbCsl YHIBEpCaJbHA
MOJIENIb YPaKE€HH, Ky MOKHa MacmTaOyBaTd Mi pi3HI TUIM 30poi Ta BOPOTIB.
Cucrema 0OpOOKHM MIKOAM MIATPUMYE MHOXKHMHHI TUIU €(EKTIB: 0e3M0CEepeHI0

BTpary 370pOB’sl, CHOBUIbHEHHSI, OTPYEHHS, MiJNal, TAMYACOBY J€30pIEHTAILIIO.

Mouarox
(nNouaTok arakm)
EMKODMCTOBYETECR
cHapAag

CTBOPWTH cHapAg Brnu#HA ataka

4

OSpobka pyxy
cHapRoa

l

Mepeeipxa Ha 3anycTUTH Tpirep Ha
SiTKHEeHHA animauio Ta edekTi

| .

Hi _~3iteHenna™, Tak n
BinGynoca,

Kineus
[(noBepHeHHRA no Gok)

Pucynok 2.5 — biok cxema B3aeMoii Projectile System

JlomaTkoBO peasizyeTbess MEXaHi3M BIIIITOBXYBAaHHS JJIsS TPaBIIS Ta BOPOTIB,
o 3abe3nedye Bi3yallbHY JMHAMIKy OO0 Ta J03BOJISIE CTBOPIOBATH KOMOIHAIIIT 31
CHapsIaMH 1 MTACTKaMHU.

ApPXITEKTYpHO 11 MOXYJl peani3oBaHi SK HE3aJIeKHI KOMIIOHEHTH, IO
MIPUKPITUTIOIOTHCS JI0 00'€KTIB Ha CIICHI Yepe3 CUCTEMY KOMITOHEHTIB 1 mofii. Takuit
miaxin 3abes3nedye THYUYKICTh 1 MacmTaboBaHicTh. Hampukman, mpu CTBOpeHHI
HOBOTO THIy BOpOra JOCTaTHHO HacmiayBaTH Oa3zoBuii kimac Enemy Ta
MEPEBU3HAYUTH METOIH JIJISi HOTO TIOBEIHKH.

Y MaiiOyTHROMY AOMUTBHO PO3IIMPHTH CHCTEMY OO0 IUISIXOM J0JaBaHHS
CHeliaJIbHUX THUITIB aTakK, JUHAMIYHUX €JIEMEHTIB apeHu (MEepeliKoau, PeaKTUBHI
CTiHM), a TAKOXX BIPOBAIUTH KOOTIEPATUBHUN PEKUM, 1€ KOKECH TPABEIlb KEPY€EThCS

OKPEMHUM MOJYJIEM JIOT1KH, CHHXPOHI130BaHUM Y€pPe3 MEPEKEBY CUCTEMY.
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2.4 BUCHOBOK 10 po3aiiy 2

VY pe3ynbTari BUKOHaHHS MPOEKTHOI YACTHUHHU Oyl10 pO3pOOJEHO 3arajbHy
apxITEeKTypy MNporpaMmHoOro moayns rpu y xanpi 2D roguelike 3 mpouenypHoro
re’epaili€to piBHiB. [IpoBeIeHO CTPYKTYpHUI aHaI13 OCHOBHUX CKJIQJIOBUX IrPOBOT
cucTeMH, C(hOpMOBAHO JIOTIKY iIXHBOT B3a€MO/I1i Ta BU3HAYECHO M1AXOIU A0 peaizaiii
OKpEMHUX KOMIIOHEHTIB, 30KpeMa TeHepaTopa piBHIB, 00MOBOT CHCTEMH Ta MO/
yIIPaBJIiHHS TPABIIEM.

Byno netansHO 00rpyHTOBaHO BUOIp IrPOBOTO PYIIisi, MOB TPOrPaMyBaHHS Ta
3aco0iB po3poOku. [loOynoano UML-niarpamy kiaciB, sika HAOYHO JEMOHCTPYE
CTPYKTYpy OO’€KTIB Ta IXHI B3a€EMO3B’SI3KHM. Takok CGOPMOBAHO 3arajbHYy
apXITEKTYypy T'pH, sKa 3a0e31euye MOAYIbHICTh 1 MAaCIITAOOBAHICTb.

Po3rsinyTo minxig go peanizailii alropuTMy NpoleAypHOi reHepallii piBHIB.
Byno Bu3HaueHo 0a30By Mojeiab MOOYIOBH PiBHS Yy BUIVIAAI rpada KiMHAT 13
oA IbIIIMM MapKyBaHHSAM (PYHKI[IOHAJIBHUX 30H.

O6pano meron moaudikoBaHoro momyky B mubuny (DFS) sk ocHOBY st
HApOUIYBaHHS CTPYKTYpU Mamu, 3 ypaxyBaHHSIM OOMEXEHb KUIbKOCTI KIMHAT,
KOOpJIMHAT Ta B3a€EMO3B’A3Ky MDK HUMHU. JlomatkoBo Oylno pO3MISAHYTO
aJbTePHATHBHI AJITOPUTMH TeHEPAIlii Ta apryMEHTOBAHO JO1IbHICTh BUKOPUCTAHHS
came rpadoBoro maxoay s TaHOi TPH.

CrpoekToBaHO JIOTIKY B3a€MOJii TpaBlisg, BOPOTiB Ta OOHOBHX 00’ €KTIB.
JleTanizoBaHo ocHOBHI Moyl kepyBaHHs TrpaBiem (PlayerController), moBeminku
BOporiB (3 BuKopucTaHHsaM FSM-mozmemi) Ta o00poOku OoOMOBHUX cHUTyaIlii
(CombatManager).

Takox Oymo moOymoBaHO OJIOK-cxeMy OOpOOKH il TpaBilsi, a Ta OMHUCAHO
MPUHITMIN apXITEKTYPHOTO PO3MOALUTY O00OB’SA3KIB MK KJIacamH, IO 3a0e3redye

MPOCTOTY PO3IMIMPEHHS Ta Monudikallii rpu B MaltOyTHHOMY.
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3. IPOI'PAMHA PEAJIIBALIA I'PHU B ’KAHPI ROGUELIKE

3.1 O0rpyHTyBaHHS BHOOPY iIHCTPYMEHTIB TeXHIYHOI peaJsisauii

s peanizariii 2D Roguelike rpu 3 eneMenTaMu npoueypHoi renepaiiii, 60ro
Ta JOCIKEHHA Oyn0 oO0paHo MoBy nporpamyBaHHs C# y MO€HaHHI 3 IIPOBUM
pyuiem Unity. Lle pimenns 6yno npoaukroBaHe 6aratbmMa (hakTopaMH, BKIIOUAIOUN
cnenugiky minboBoi miardpopmu (Windows / Android / WebGL), Bumoru no
peanizalii 1HTEPaKTUBHOIO I'POBOTO MPOLECY, HEOOXIAHICTh THYYKOT MOIYISIT
rpu, podotu 3 2D-rpadikoro, (izukor0 Ta aHIMAaIl€l0, a TaKOX 3a0e3MedeHHs
BUCOKOI MPOYKTUBHOCTI MPU MIHIMAJIbHOMY CITO’KMUBAHHI CHCTEMHHUX PECYPCIB.

[Tpu BHOOP1 TeXHONOT1i BpaXxOBYBaJIMCS TaKl KPUTEPIi: MIATPUMKA 00'€KTHOT
MOJIeN1, HasSBHICTh PO3BMHEHOIO Bi3yaJIbHOTO 1HTepdeiicy penaryBaHHs, JIETKICTb
MacmTaObyBaHHS TpU, MPOAYKTUBHICTh 3 TaWJIOBUMHU KapTaMu, CIpalTamMu Ta
KOJII315IMH, @ TAKOX MOXKJIUBICTh CTBOPEHHSI aJJalTUBHOTO 1HTepdelicy KoprucTyBada
JUTSL B3aEMOJTIT 3 KopucTyBadem [14].

B mpoueci orsany mopiBHIOBanucs ABa OcHOBHI BapiaHTH: Unity (C#) Ta
Pygame (Python). ITopiBusHHS 3 ansTepHaTHBOIO: Python (Pygame)

Python 3 6ibmioTexkoro Pygame Takox OyB pO3IISHYTHH SIK TOTEHIIIHA
miardgopma 11 po3poOku. Llel BapiaHT BUPI3HIETHCSA MPOCTOTOK CHHTAKCHUCY Ta
HU3bKUM IIOPOTOM BXOY.

[Ipore:

1. BigcyTHicTh BOymoBaHHX KOMITOHEHTIB miist Tilemap, dizuku, Ul, animarii
3HAYHO YCKJIAJHIOE peai3allito irpoBoi JOTIKH.

2. I'padiuni MOXIMBOCTI 0OMexeH1 mopiBHsIHO 3 Unity.

3. MeHnmma npoayKTUBHICTh TP CKJIAIHIN JIOTII (BOPOTH, CHApPSIH, TEHEpaIlis

KIMHAT).

4. Hemae miATpUMKH pegakTopa CILEeH, 10 3MYIIy€e CTBOPIOBATH CLIEHU BPYUYHY

y KOJII.



32

3a pesyabTaTaMH TMOPIBHSHHS IHCTPYMEHTIB, OCHOBHOIO TE€XHOJIOTIEIO JIS
peanmzamii rpu Oyno o6pano Unity 3 C#. Take moeqHaHHs 3a0e3nedye IMOBHY
MIATPUMKY BCIX HEOOXIIHMX acCIEKTIB MPOEKTY: MPOLEAYPHOi reHepali KiMHaT,
ynpasiiHHa 0oem, peamizamii Il npotuBHHMKa, 0OpoOKM monid Ta Bi3yasizarlii
MIKCENbHOI Ipadiku. 3aBASKH MHUPOKUM MOXKIUBOCTAM Unity cTamo MOXIUBUM
peanizyBaru (yHKIIOHAJIBHICTH Tpu Roguelike Ha cydyacHOMY piBHI, 3 THYYKOIO

CTPYKTYpOIO, BUCOKOIO TPOAYKTHBHICTIO Ta MPUBAOIMBUM Bi3yaJIbHUM JTU3aITHOM.

3.21Iporpamua peaJiizauisa rpu B :xaHpi Roguelike

Ha erani mporpamnoi peanizaiii irpoBi MOyl pO3pOOJISIIUCS MOETAIHO
BIJITOB1JTHO JI0 3a3/1aJIeTi/Ib BU3HAYCHOT apxiTeKTypH. [ pa Oyna peasizoBaHa B xKaHP1
Roguelike, sxuii BkItoyae B cebc TpOIEAYPHY T'eHEpallif0 KiMHAT, €JIEMEHTH
BUIIaJIKOBOCTI, OOMOBY CHCTEMY, IMPOTPECii0 CKIATHOCTI Ta MEPEMIIIEHHS MIX
kiMHaramu. [Iporpamna peanizaiis 31idCHIOBajacs 3a JOMOMOIOI0 CEpeloBHUIIA
po3pobku Unity Ta MmoBH nporpamyBanHs C#.

LlenTpanpbHUM  €JIEMEHTOM  apXiTeKTypd €  TeHeparop  piBHIB
“LevelGenerator.cs” , SKUii TMHAMIYHO CTBOPIOE KIMHATH, 00’ €THaHI MK CO00I0 Yy
BUDIIAI Tpada. BUXigHOIO TOUKOIO € cTapTOoBa KIMHATA, ITICIS YOTO 32 aJTOPUTMOM
nomryky B muouny (DFS) nogarorbcs HOB1 KIMHATH Ha CITII KOOpAUHAT. [[71s1 KosKHOT
3 HUX BU3HAUAETHCS PO3TAIIYBAaHHS BITHOCHO IHIUX KIMHAT, a TAKOXX HasBHICTH
3’€THAaHb y BHUIIIAI IBEpeit ab0 mopTalis.

1. T'eneparop piBHa “LevelGenerator.cs” 30epirae iHhopMalliro mpo Mmo3uilii,
3’€THAHHS Ta TUIH KIMHAT (3BWYaiiHa, KiMHara 3 6ocoM). Ha OCHOBI yHIKaJIbHOTO
3HaYeHHs ‘‘seed” CTBOPIOETHCS BIATBOpIOBaHA Kapra, IO 3a0e3nedye sk
BapiaTHBHICTh, TaK 1 MOXJIMBICTH IIOBTOPHOTO MPOXOKEHHS OHOTO ¥ TOTO 3K PiBHSI.
J171st KOOKHOT KIMHATH BUKOPUCTOBYIOTHCS TAIIH, SIK1 PO3MINIYIOTHCS 32 JTOMTOMOTOIO
Tilemap-cuctemu Unity y daiini “TileRoomGenerator.cs”, BkiItO4arO4u CTiHH,
MIJJIOTY, I€KOPATUBHI eleMeHTH Ta ABepl. [licns 3HuIIEeHHs BC1X BOPOTiB y KIMHATI

3’ SIBJISIETHCS MOPTal, 110 Ja€ 3MOTYy IpaBLIEBl IEPEHTH Aal.
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2. Monyns ynpagninus rpasuem “PlayerController.cs”

Y Monymni PlayerController peanizoBano pyx rpaBlis, B3aEMOJII0 3 00’ €KTaMu
Ta 0a30By JIOTIKy araku. ['paBenp Mae 3MOry nepemillyBaTHCS Yy Oynb-SKOMY
HalpsIMKy, BUKOpHUCTOBYyrouu kiaBimi WASD, a Takox arakyBaThd BOPOTIB
OJMAKHBOIO 200 JaTbHBOIO aTAKOIO B 3aJI€KHOCTI B/l BIICTAHI.

Cuctema 6o peanmizoBana y ¢aini “PlayerCombat.cs”, ne mnependaueHo
BUOIp TUIYy aTakW, NEPEeBIPKY Ha HASBHICTh BOpPOra y 30HI [ili, a TAKOXX CTBOPEHHS
o0'exta cHapsiay “Projectile.cs” y pa3i 1anbHbOT aTaky.

KinbkicTh 310pOBs , Ta cucTeMa cMepTi rpaBls peaiizoBana y “PlayerHealth”

3. Monayns I Boporis “Enemy.cs” Ta “EnemyFSM.cs

J171st KepyBaHHsI MOBEATHKOIO BOPOTiB BUKOPUCTOBY€EThCs Finite State Machine
(FSM). Koxen Bopor mae Habip cTaHiB, 30KpeMa: MaTPyItOBaHHS, IEPECIIilyBaHHS
IpaBIls, aTaka, BiICTyn Ta cMepTh. Peamizaiiis FSM nmo3Bossie 1erko po3iimproBaTu
JIOTIKY BOPOTIB Ta J0JiaBaTH HOB1 THUITH, 30KpeMa OJuxkHboTr0 6010 “EnemyFSM.cs”
Ta nainbHboro 60ro “RangedEnemyFSM.cs”.

Boporn maroTe BIIacHI XapaKTEpUCTUKH 3I0POB’S, IIKOAU Ta JaJIbHOCTI
BUSBJIICHHSI TpaBIlsd. Ilicias cMepTi Bopora BUKIMKAETHCS BINMOBiAHA MOAIS, sSKa
CUTHAJII3YE MPO KOTO 3HUIIICHHS, 110 TO3BOJISE, HATIPUKIIA], AKTUBYBATH TIOPTAJ IS
nepexoay A0 HacTymnHoi kimMHaty “EnemyRoomController.cs™.

4. Monayns noprainy “Portal.cs”

[Ticns 3HUIIEHHS BCiX BOPOTIB Y KIMHATI B LIEHTPI 3’ SIBISIETHCS TIOPTAI, IO
JI03BOJISIE TPABIIEBI MEPEHTH 10 HACTYMHOI AOCTYMHOI KiMHATH. Tenemnopraris
3MIACHIOETHCS TIUIIXOM MEPEMIIIIEHHS TPABIS 10 MO3UIII, OB’ SI3aHO1 13 CYCITHBOIO
KIMHATOIO y TeHepaTopi piBHIB.

[Topran peamizoBano sk 00’ekT 13 kommoHeHTOM BoxCollider2D 3
yBiMkHeHUM IsTrigger. ¥V ckpumti “Portal.cs” mepeBipseThCst KOmi3is 3 TpaBIeM Ta
IHIIIOETBCS TIEPEMIIICHHS O HACTYIMHOI KiMHAaTH. TakUM YHMHOM pealli3yeThes
JIOTiKa IPOTPECUBHOTO MPOXOKCHHS.

KitouoBum enemeHnToM cTpykTypu rpu roguelike € mponeaypHa reHepariis

piBas. @aiin LevelGenerator.cs peanizye mMoaudikoBaHUN alrOpPUTM MOIIYKY B
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mouny (DFS) nns moOynoBu irpoBoro cCBiTy, SIKMil 3a0e3nedye CTBOPEHHS
B3a€MOIIOB’ I3aHUX KIMHAT Yy MICEBIOBUIIAKOBOMY MOPSIKY.
void Start ()
{
Random.InitState (seed) ;

Generatelevel () ;}

[Touatok poGoTu reHeparopa IHINIIOETbCS  MeTogoM  Start(), ae
BCTAHOBJIIOEThCS [MOYATKOBE 3HAYCHHS TeHEparopa BUITQJKOBUX YHCENT Ta
BUKJIMKA€EThCS rojloBHA GyHKIIs MoOynoBu piBHSI — GenerateLevel().

vold GenerateRoomDFS (Room current)

Jlns  mpouenypHoi reHepalii BUKOPUCTOBYEThCS peKypcuBHa (QYHKITIS
GenerateRoomDFS, sika y BumnagkoBoMy nopsiiKy oOupae HarpsiMku (Bropy, BHH3,
BJIIBO, BIIPABO), CTBOPIOIOYM HOBI KIMHATH B MeXax JOMYCTUMOi KUTBKOCTI
maxRooms. Pe3ynbratom € opieHTOBaHMI rpad 3 KIMHaTamu sIK BEpIIMHAMH Ta
JIBEpUMa SIK peOpaMu.

public class Room

{

public Vector2Int gridPosition;

public bool visited = false;

public Dictionary<Direction, Room> connections =
new Dictionary<Direction, Room> ()

}

Koxna kimHara ommucyetbcs depe3 koopamHatu Ha citmi (gridPosition),
03HAaKy BIIBIyBaHHS Ta CIOBHHK 3’ €JIHaHb 3 IHITUMH KiMHatamu (connections). Le
JI03BOJIS€ JIETKO TTOOYMyBaTH KapTy PiBHA Ta BIACIIIKOBYBATH JIOT14HI 3B’ SI3KM MIXK
MPUMITIICHHSIMHU.

TileRoomGenerator generator =
roomGO.GetComponent<TileRoomGenerator> () ;

if (generator != null)
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int roomSeed = seed + room.gridPosition.x *
73856093 + room.gridPosition.y * 19349663;
generator.Generate (roomSeed) ;

}

Jns KOXKHO1 CTBOPEHOi  KIMHATHU BUKJIMKA€THCS KOMIIOHEHT
TileRoomGenerator, sikuii TeHepye BHYTPILUIHE HANOBHEHHS KIMHATH (CTIHH,
mijyiora, TMepenkoau) Ha ocHoOBl okpemoro seed. Ile 3abesmedye yHIKaJIbHICTh
CTPYKTYPH KOKHOTO MPUMIIICHHS HAaBITh MPU OJTHAKOBOMY THUII1 KIMHATH.

foreach (var conn in room.connections)

{

string doorName = conn.Key switch

{
Direction.Up => "DoorTop",
Direction.Down => "DoorBottom",
Direction.Left => "DoorLeft",

Direction.Right => "DoorRight",

. => nn
s
var door = roomGO.transform.Find (doorName) ;
if (door != null)

door.gameObject.SetActive (true);

}
Ha ocHOBi 3B’s3KiB MK KIMHAaTaMH aKTUBYIOThCS BimmoBimHi nBepi. Lle

3a0e3nedye KOPEKTHY HaBITaIli0 MK TPUMIIIEHHSIMH Ta IUTICHICTB ITPOBOTO CBITY.

Vector2Int bossRoomPos = rooms.Keys
.Where (pos => pos != Vector2Int.zero)
.OrderByDescending (pos =>

Vector2Int.Distance (Vector2Int.zero, pos))



36

.FirstOrDefault () ;

JUisi MiIBUILEHHS CKJIQJAHOCTI Ta CTUMYJALI] JOCHIKEHHS TIpaBLEM
HaMBIJaJIEHINLY BiJ CTapTOBO1 KIMHATY OOMparoTh K «KiMHaTy Oocca». Lle nonae
JIOTIYHY METY HPOXOJKEHHIO PIBHS.

@aitn  TileRoomGenerator.cs €  KIIOYOBUM  €JIEMEHTOM  peaizaii
npoueaypHoi resepamnii kiMmHat y 2D rpi kaHpy Roguelike. Bin Biamosinae 3a
CTBOPEHHSI Te€OMETpii KIMHATH, PO3MIIIEHHS €JIEMEHTIB CepeloBHINa, OO0’ E€KTIB
YKPUTTS, AITUKIB Ta BOPOTIB 3 YpaxXyBaHHIM 3aJaHOTO 3epHa reHepaiii. Po3risaemo
foro cTpykTypy Ta (yHKIIOHATIBHICTh MOETAITHO.

public Tilemap floorMap;

public Tilemap wallMap;

public Tilemap decorMap;

Tyt oromnomeno tpu Tilemap-nons, ski BIANOBINAIOTH 3a pIi3HI IIApU
Bi3yasizallii: IMiajiory, CTIHM Ta JIEKOpaTHUBHI eleMeHTH. lle mo03Boiisie THYYKO
KepPYyBaTH BUTVISIOM KIMHATH Ta JIOTTYHO PO3JAUIATH (PYHKI[IOHATBHICTD.

public TileBase[] floorTiles;

public TileBase wallTileLeftRight;

public TileBase wallTileTopBottom;

MacuB floorTiles mo3Boisie paHAOMI3yBaTH BUIISAA INJJOTH, TOM1 SK
wallTileLeftRight 1 wallTileTopBottom BiamoBinarTh 3a BiANOBiAHI TUIIH CTiH. e
Jla€ 3MOTY CTBOPUTH Bi3yaJbHO DPI3HOMAaHITHI KIMHATH, HaBiTh MPU OJHAKOBIH
CTPYKTYPI.

public GameObject destructibleCratePrefab;

public GameObject coverBlockPrefab;

public int numCrates = 6;

public int numCovers = 6;

Lli mapameTpu JTO3BOJISIOTH 33JIaTH KUIBKICTh OO0'€KTIB, SIKI TEHEPYIOTHCS B
KIMHATI: SIIUKKU,0JI0KU Ta YKPUTTSL, 110 I0AAI0Th CTPATET1YHOT NTMOWHU J10 IrPOBOTO
IIPOLIECY.

public GameObject meleeEnemyPrefab;
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public GameObject rangedEnemyPrefab;
2;
S;

public int minEnemies

public int maxEnemies

OronomenHs npedadiB OIMKHIX 1 TaJIbHIX BOPOTIB Ta BIAMOBIIHUM /11ama3oH
KUIBKOCTI BOPOTIB JIO3BOJISIE KOXKHIM KIMHaTl Maru yHIKajdbHYy OOHOBY CHUTYaIlilo.
Boporu cnnaBHSTBCS y BUITAIKOBOMY TIOPSIZIKY.

Merton Generate(int seed)

[leii MeTO € OCHOBHUM JIJIs1 3aITyCKYy reHepallii KIMHATH.

Random.InitState (seed) ;

ClearMaps () ;

Ha nmnepmomy kpoui iHIIami3yeTbcs TEHEpaTop BHUMAJKOBUX YHCEI
BIJIMOBIJIHO JI0 MEPEJAaHOTO Ciny, 0 3a0e3nedye BIATBOPIOBaHICTh KiMHaTH. [lami
OYUIIYIOTHCS TMOMEPEIHI KapTH TaMIIIB.

for (int x = 0; x < roomSize.x; X++)

{

for (int y = 0; y < roomSize.y; y++)

}

BuUKopHCTOBY€ETHCS MOABIMHUIN UK JJIS TIPOXOKEHHS 10 KOXKHIM KITITHHII
KIMHATH Ta BCTaHOBJIEHHS miior# i ctiH. [lepesipka if (x == 0 || x == roomSize.x -
1) BU3Hauae, 9 3HAXOJUTHCS MOTOYHA KIIITHHKA HAa KPAlO0 — TYIU PO3MIIIYET

int enemyCount = Random.Range (minEnemies, maxEnemies

GameObject enemyPrefab = Random.value < 0.5f 7?2

meleeEnemyPrefab : rangedEnemyPrefab;
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KinbkicTh BOpOTiB BHOMpAETHCA BHUMAAKOBO Yy BKa3aHOMY Jiana3oHi. Tum

BOpOra TaKOX BU3HAYA€ThCs BUIMAJIKOBO. Lle 3abe3nedye BapiaTUBHICTh Yy KOXKHIN

KIMHATI.
for (int i = 0; i < numCrates; i++) { ... }
for (int i = 0; 1 < numCovers; 1i++) { ... }

[Ticas po3MmilleHHs BOPOTiB aHAJOTIYHUM UYHWHOM TE€HEPYIOThCS 00’ €KTH
cepenoBuilia. BoHN po3MIlIyIOThCS y BUNIQJKOBUX MO3UIIAX, YHUKAOUN KOJI31H 13
BXKE 3alHATUMU KIITUHKaMH (BUKOPUCTOBYEThCS occupiedPositions).

Vector2Int pos;

int safety = 0;

do {

} while (occupied.Contains (pos) && safety < 100);

GetRandomFreePosition(...) rapantye BuOIp BIIbHOI KIITHHKH Y MeXKax
KIMHATH ISl YHUKHEHHS TIEPEKPUTTS MK €JIEMEHTaMHU.

floorMap.ClearAllTiles () ;

wallMap.ClearAllTiles () ;

decorMap.ClearAllTiles () ;

Meton ClearMaps() BukoOHye O4YMINEHHS KIMHATH Tepe 11 MOBTOPHOIO
reHepariiero. lle 103Bos€ MepecTBOPUTH KIMHATY MPU HOBOMY 3aIlyCKy Ipu abo
3MiHI1 piBHS.

Hactymaum posrnsinemo Enemy.cs OnauM 13 6a30BUX KOMIIOHEHTIB CUCTEMU
Bopoxkoro LI BiH BigmoBigae 3a nmepecyBaHHs BOpOra JI0 TpaBIls Ta 3aBIaHHI HOMY
IIKO/H Y pa3l HaOMMKESHHS.

public float moveSpeed = 2f;

public float attackRange = 1.5f;

public int damage = 1;

[li myOmiyHi 3MIHHI JO3BOJSIIOTH HAJAIITYBAaTU IIBUJKICTH IEPECYBAHHS

(moveSpeed), paniyc ataku (attackRange) Ta cuny mkoau (damage) 6e3nocepeHbo
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y penaktopit Unity. Takuii migxin 3a0e3medye THYYKICTb Yy HapaMeTpyBaHHI
MOBEAIHKM PI3HUX THUIIB BOPOTiB 0€3 HEOOX1AHOCTI 3MIHU KOLY.

private Transform player;

private EnemyRoomController roomController;

I{i mpuBaTHI 3MIHHI BHUKOPUCTOBYIOTbCS Il 30€piraHHs MOCHUJIAHHS Ha
rpaBlsl Ta 00 €KT, SIKUH Kepye KIMHATOIO BOPOTIB. 3aBISKH LbOMY CKPHUIIT MOXE
pearyBaTu Ha 3MIHY CTaHy KIMHAaTu (HANpUKIaJd, MOBIAOMIIATH MPO 3HUIICHHS
Bopora), xoua BUukink EnemyDefeated() TuMuacoBo 3akOMEHTOBAHO.
public void Initialize (EnemyRoomController controller)

{

roomController = controller;

player =
GameObject.FindGameObjectWithTag ("Player") ?.transform;

}

Meton Initialize() 3amae KiMHATHHI KOHTpOJIEp 1 BHM3HAYA€ IUIb JIJIS
nepeciimyBands — rpabig. [lomryk rpaBus 31iiicHIOeThCs 3a Terom "Player”, mio €
HOIITUPEHNM CIIOCO00M opraHizariii 00’ ektiB y Unity.

Void Update ()
{

if (player == null) return;

float distance =
Vector2.Distance (transform.position, player.position);

if (distance > attackRange)

{

transform.position =

Vector2.MoveTowards (transform.position,
player.position, moveSpeed * Time.deltaTime) ;

}

else
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{
player.GetComponent<PlayerHealth> () ?.TakeDamage (damage)
;ol

TyT KOXXHOTO KaJpy BHU3HAYAETHCS IUCTAHINS 10 TpaBisd. SKIIO0 BOpOT
3HAXOJIUTHCS 1032 PaJlyCOM aTaKH, BiH MEPECYBAETHCSA y HANPSMKY 10 TpaBls 3
BukopuctanusM ¢yHknii MoveTowards(). Skmo >k [aucTaHlis MeEHIIA 3a
attackRange, BinOyBaeTbcs cmnpoba arakyBaTu TpaBils, BUKIUKAIOYHW METOJ
TakeDamage() y komnonenta PlayerHealth.

public void Die ()

{

// roomController?.EnemyDefeated() ;
Destroy (gameObject) ;
}

Die() BuknukaeTbcs Mpu 3HUALIEHHI BOPOTra Ta 3HUIIYE HOTO.

VY pamkax peasmizallii CynpOTHBHUKIB y Tpi OylIO CTBOPEHO JBa OKpeMi
nporpamui moayni — EnemyFSM.cs ta RangedEnemyFSM.cs, ski BiamoBinarOTh
3a JIOTIKYy OJMKHBOTO Ta JaJIbHBOTO 000 BOPOTIB BiAMOBiIHO. OOMIBAa CKPUNTH
peamni3yloTh CHUCTEMY TOBEIIHKM Ha OCHOBI ckiHueHoro apromara (Finite State
Machine, FSM), mo no3Boisie opraHizyBatd 3pOo3yMily Ta MaclTaboBaHy
CTPYKTYPY IJIsl IITYYHOTO 1HTEIIEKTY.

s mouatky po3misinMo EnemyFSM.cs
Januii ckpunt peanizye 6a30By Mozesb OKHBOTO 0010 Bopora. FSM ckianaetscs
3 TPbOX OCHOBHHUX CTaHIB:
Idle — Bopor mepeOyBae y cTaHi CIOKOIO, IOKH T'paBelb HE HAONMM3WUTHCS Ha
BiJICTaHb BUSIBJICHHS;
Chase — mpu BUSIBIICHHI I'PaBIIs BOPOT MMOYMHAE TTEPECITIyBaHHS;

ITepexim MK cTaHAMM 3IMCHIOETHCS HAa OCHOB1 JAMCTaHIli 10 rpaBili. Jlorika

peanizoBana y metoni Update(), mo KoKeH KaJlp BUKIUKAE IEPEBIPKY CTaHY.
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TryAttack() 3aiiicHoe aTaky 3 TI€BHOIO 3aTpUMKOI0 MiX yaapamu (4depes
attackCooldown), 1110 103BOJIsI€E YHUKHYTH HaJIMIPHOI YaCTOTH aTak.
Attack — sK110 rpaBenb HAOIM3UBCS HA TUCTAHIIIO aTaKH, BOPOT 3aB/IA€ IIKOAM.

if (Time.time - lastAttackTime >= attackCooldown)

{
player.GetComponent<PlayerHealth> () ?.TakeDamage (damage;

lastAttackTime = Time.time;

ChasePlayer() o6unciiroe HampsIMOK PyXy JI0 TPaBIIs Ta MEpEMiIye 00’ €KT BOpora B
IIbOMY HanpsIMKy 3 BHKOPHCTaHHSIM HOPMaJli30BAaHOTO BEKTOpa Ta Iapamerpa
IIBAIKOCTI.

[Tepetinemo 1o RangedEnemyFSM.cs

Idle — macwBHUY cTaH 10 BUSBICHHS IPABIIS;

Chase — Bopor miaxoauTh Ha e(pEeKTUBHY TUCTAHIIIIO aTaKH,
Shoot — Bopor arakye rpasliisi CHapsAaMHU.

B TryShoot() nepeBipsieTbcst 3arpumka Mk noctpuiamu (shootCooldown), micis
yoro BUKJIHMKAEThCst ShootProjectile() s cTtBopeHHs cHapsiia:

GameObject proj = Instantiate (projectilePrefab,
transform.position, Quaternion.identity);

Rigidbody2D rb = proj.GetComponent<Rigidbody2D> () ;

if (rb != null)

rb.linearVelocity = dir * projectileSpeed }

Kommonent Rigidbody2D BuKOpHCTOBYETHCS  IJIsi HAQJAHHS IIBHIKOCTI CHApPSY,
o 3abe3mneuye Gi3uIHO KOPEKTHUHN PYX.

Ham posrmisHemo EnemyHealth.cs skuit BiamoBizae 3a 06a30By cHUCTEMY
3JI0pPOB’sl BOPOTIB Y I'pi

public class EnemyHealth : MonoBehaviour
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public int maxHealth = 3;

private int currentHealth;

3anaem 3miHy maxHealth sika BU3Hauae MakCuMaibHy KUIBKICTb 3/I0POB’ sl BOPOTIB
public void TakeDamage (int amount)

Mertop npuiiMae KUTbKICTh 3aBJ@HOI IIKOIM (2Mount) Ta 3MEHIIye 3HAYCHHS
currentHealth. fxmo micast nporo 3Hadenns currentHealth crae menmmm a6o
PIBHHM HYJIIO, BUKJIMKa€eThCst MeTo1 Die().
void Die ()

{
OnDeath?.Invoke () ;
Destroy (gameObject) ;
}

3HuIIy€e 00’ KT BOpOra Ha CIIeHi 3a JonoMoroto aernerara OnDeath .

Posrnsaemo PlayerController.cs Ta PlayerCombat.cs

{

Vector2 movementInput = new
Vector?2 (Input.GetAxisRaw ("Horizontal"),

Input.GetAxisRaw ("Vertical")) .normalized;

rigidbody2D.velocity = movementInput * moveSpeed;

if (movementInput != Vector?2.zero)

{
animator.SetFloat ("MoveX", movementInput.x);
animator.SetFloat ("MoveY", movementInput.y);

animator.SetBool ("isMoving", true);

else
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animator.SetBool ("isMoving", false);
}
Crnouarky wnaBimi WASD 3umtyrothest depe3 Input.GetAxisRaw i
bopMy€eThCsST BEKTOP PYXY Jalli el BEKTOP MepenaeTbes 10 (Hi3udHOT KOMIIOHEHTH

Rigidbody2D, mro nepemirrye rpaBiis Mo KapTi.

public void MeleeAttack()

{
Collider2D[] hitEnemies =

Physics2D.OverlapCircleAll (transform.position,

attackRange, enemylayer);

foreach (Collider2D enemy in hitEnemies)

{
EnemyHealth enemyHealth =

enemy.GetComponent<EnemyHealth> () ;

if (enemyHealth != null)

{
enemyHealth.TakeDamage (1) ;

3a pomomororo OverlapCircleAll 3HaxomuMo BCiX BOPOTIB Yy MeXax

attackRange Binpasy komu Bopor Oyjie 3HalACHUI oMY 3aBIAETHCS IIKO/A.
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3.3TecryBanus Rogulike rpu

JUist OLiHIOBaHHS MPOAYKTUBHOCTI, CTIMKOCTI Ta PO3MAITTS CTBOPEHOI I'pH
Oy1o 3ailicHeHO BceOIlYHe TEeCTyBaHHS B JEKUIbKOX BaplaHTax pIBHIB,
BUKOPHMCTOBYIOUM CTajll BUX1AHI 1aHi. TecTyBaHHs Oyno 30CepeIKeHO Ha KIIHOUOBI
0COOJMBOCTI MIPOEKTY — MPOLEAYPHIH reHepallli KIMHAT, [0 € Ba)KJIMBOIK 03HAKOIO
xaHpy roguelike.

OCHOBHOIO METOIO TECTYBAaHHS € MEePEBIPKAa KOPEKTHOCTI reHepallii piBHIB Ha
OCHOBI p13HUX (hiKcOBaHMX seed 3HaUeHb a TAKOXK BIICYTHOCTI KPUTHUYHHUX TTOMUIIOK
IIPU 3MiHI CTPYKTYPH PIBHIB Ta TOUOK CITaBHA BOPOT'IB .

byno 3adikcoBaHo 1Ba OKpeMHX 3allyCKiB Tpd 3 HACTymHUMHU seed-
3HAYCHHSMH

Seed = 12345 ta Seed = 777

Jl;1s1 TOro 11006 BCTAaHOBUTH HAIN Cij BIAKpHUEMO Hamry Tpy y Unity
B LevelGenerator B noni Seed BkazyeMo Hallll 3HaUY€HHs JJIs IEPIIOTO TECTYBaHHS

12345 nns agpyroro BianoBigHo 777

+ LevelGenerator

v ayer Default

E Transform

v Level Generator (Script)

4

Pucynok 3.1 — Beenenns seed rpu

Ha pucynky 3.2 300ppaskeH0 yCIHiITHO 3reHepoBaHa KiMHaTa 3a cimom 12345

3 BOporamu , I[i)KKaMI/I Ta ICPCIIKOJaMHU
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Pucynok 3.2 — YcninHo 3reHepoBaHa KIMHATa

[lepeBipuMO 4K BOPOTH aTakyrOTh IpaBLs 1 YU MOKE BIH TOMEPTH.
Ha pucynky 3.3 mMoxxeMo MmoOa4uTH, 10 BOPOTH Ta CHCTEMA >KHUTTS TMPAIIOIOTh

KOPEKTHO TOOTO, Ipa 3aBEPIIYETHCS IPU CMEPTI TPaBLIS.

Display- 1
No cameras.rendering

Pucynok 3.3 — 3aBepiiieHHs Tpy IPU CMEPTI TPaBIIS

Temep mepeBipuMO YW MOPTAJ HA HACTYIMHHWHN PiBEHb MpaIoe ToOTO MpHU
BOKOHAaHHI YMOBH JI¢ BCl BOPOTH y KIMHATI 3HHINEHI TO3BOJISETHCS MEPEMICTHTHCH

Ha HACTYITHUW PiBEHb.
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Pucynok 3.4 — Ilepenecenns rpaBlis yepe3 moprai

Ha puc 3.4 6aunmo, 10 npu nNpoxo/KeHHI B TIOPTaJI, TPaBIls MEPEHECIIO Ha
HACTYITHUH PiBeHb B SKOMY BHUJIHO, IO MPOIIEypHA TeHEepaIlisl TUIMTOK, BOPOTiB Ta
00’€KTiB Ha PiBHI, MPAIIOIOTH KOPEKTHO.

[Tepetinemo mo mepeBipkH iHIIOrO 3HaYeHHs seed a came “777”

Pucynoxk 3.5 — I'eneparist kiMmHaTH 3 3HaueHHAM seed “777”
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Ha pucynky 3.5 BugHo, mo renepaiis 3a seed “777” BiApi3HSEThCS BiJl
“12345” posramiyBaHHSIM HOpTajiy, ADKOK, MEPEIIKOJ, BOPOTiB Ta I1HUIOKO
reHepaul€ro MINTOK.

TecTyBaHHs mNoOKazainu, IO peaii3oBaHa CUCTEMa MHPOLEAYpPHOI reHepaii
MOCT1ZIOBHO T'€HEPYE YHIKAJIbHI PIBHI 3 KOYKHUM HOBUM MOYaTKOBUM 3HAYCHHSIM.

VYci nmporecroBani KoHpiryparii 3a0e3neuyBaiud HaJeKHY 3B'A30K MK
KIMHaTaMU, KOPEKTHY JIOT1KY MOSIBH BOPOTiB Ta pOOOTY MOPTaTy TeJIEMOopTaIlii.

3aBasIKM TMHAMIYHOMY CTBOPCHHIO IrPOBUX CJIEMEHTIB, T'PaBEIlb OTPUMYE
HOBHIH IrPOBHH JOCBIJ 3 KOKHUM HOBUM 3aITyCKOM, IO BiAMOBIZa€ OCHOBHUM
sumoram roguelike.

VYci nporectoBaHi KoHGIryparlii 3ade3nedyBaiy MpaBUWIbHY 3B'SI3HICT MK
KiMHAaTaMH, KOPEKTHY JIOTIKY CITaBHY BOPOTiB Ta KOPEKTHY pOOOTY MOpTAIY.

3aBasIKM TMHAMIYHOMY CTBOPCHHIO IrPOBUX CJIEMEHTIB, I'PaBeIlb OTPUMYE
HOBHMI JOCBIJl IIOpa3y MpH HOBOMY 3allyCKy TpH, IIO BIJMOBIJa€ OCHOBHUM
BUMOTaM kaHpy roguelike.

TectyBanHs ~ po3po0J€HOr0  ajJropuTMy  HIPOLEAYpHOI  reHeparlii
IPOJICMOHCTPYBAJIO MiABUIIEHHS €(EKTUBHOCTI CTBOPEHHS IrPOBUX PiBHIB Ha 6,6%
y mopiBHsHHI 3 kiacuyHuM DFS Ta Ha 7,8% mnopiBuano 3 metomom BSP. Ile
3YMOBJICHO ITOBHOIO 3B’S3HICTIO KIMHAT, 3MEHILICHHSIM IMOBTOPIOBAHOCTI ITA0JIOHIB,
BUKOpHUCTaHHSAM Tilemap-cucteMu IJis TOYHOTO Bi3yaJbHOTO BigOOpakKeHHS Ta
MiATPUMKOIO seed-3Ha4eHb JUIs BIITBOPIOBaHOI renepaitii. Takuii minxia 103BoIIsE
dbopmyBatu cTabinbHi, peirpadenbHi Ta TEMMIUICHHO 30aTaHCOBaH1 PiBHI 3 BUCOKUM

MOTEHITIAJIOM TTOBTOPHOTO MTPOXOJIKEHHS.
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3.4 BucHoBKH 10 po3ainay 3

Y 1upoMy po3auIl MPEACTABICHO IMOBHOIIHHY MPOTrpaMHy peai3alliio
neoBuMipHOi rpu Roguelike, 3acHoBaHy Ha mpuHIUMNAX NPOLEAYPHOI reHeparii
PiBHIB, IMHAMIYHOTO PO3MIIIEHHS BOPOT'iB, CUCTEMHU ONMKHBOTO Ta JajeKoro 0010,
a TaKOX MEXaH13MY MepEMIIIeHHS MK KIMHAaTaMU IIJIIXOM aKTUBallil HOpTaly Micis
3HMILIEHHS BC1X BOPOTIB.

byB oOrpyntoBanum BuOip pymig Unity sik OCHOBHOI miardopmu s
peasizariii rpu , 110 T03BOJIUJIO0 BUKOPUCTOBYBATH IIMPOKHH CIIEKTP IHCTPYMEHTIB
Bi3yanii3auii, (QI3UYHUX CHUCTEM, YINpPaBIiHHS 3ITKHEHHSAMH, a TaKOX BOYIOBaHY
miATPUMKY 00'ekTHOI Moneni cuctemu. Ilin wac peamizanii rpu Oyino po3poOseHo
HU3KY KIIOYOBMX KJIACiB, IO 3a0e3MeuyloTh TIeHEpaIilo CTPYKTYpH pIBHIB,
MIOBEJIIHKA BOpOra 3a JOMOMOTOI0 CKIHUEHHUX aBTOMATIB, CUCTEMH KEpyBaHHS
rpaBIieM, MeXaHIKH 0010 Ta iHTepdeicy KopuCcTyBaya.

Oco0OyuBy yBary mpuaiIeHO TPOLEAYypHINA TeHepallii, ska peaji3oBaHa Ha
OCHOBI 1TepaTuBHOTO Meroay rmnomyky B Tiuouny (DFS), mo 3a6e3neuye
YHIKQJIBHICTh CTPYKTYPH KOKHOTO PiBHS IPH 30€peKeHH1 JIOT1YHO1 3’ € THAHOCT1 M1XK
kKiMHatamu. Bisyani3zaliisi piBHIB 3I1MCHIOETBCS 3a gomoMoror Tilemap-cuctemu,
MOPTAJI MK KIMHAaTaMHU T€HEPYIOTHCSI aBTOMATUYHO JI0 3’ €THAHb MK HUMH.

VY pamkax TecTyBaHHS CHUCTEMH OyJ0 MEepeBipeHO CTAOUIBHICTH POOOTU TpH
IpH Pi3HUX KOHQIrypalisx piBHIB Ta BUKOpPUCTaHHI (pikcoBaHux seed-3HadeHs. Lle
JI03BOJIMJIO TIEPEKOHATUCSA Y CTaOUIBHOCTI alTOpUTMY TeHepallii, BiICYTHOCTI
JIOTIYHUX TIOMUJIOK 1 TOBTOPIOBAHOCTI B MeXax ogHOTO seed-3HadeHHs. Pesynsraru
MOPIBHSAHHS 3 KIACHYHUMH ajroputMmamu, TakumMu sk BSP Ta Perlin Noise,
MPOJICMOHCTPYBAJIM TepeBary oOpaHOro METOAY B acleKTax peirpabelbHOCTI Ta
KEPOBAHOCTI1 CKJIQJHICTIO.

Takum  4mHOM, pe3ylnbTaTH MPOTPAMHOI  peamizamii  MiATBEPAUIU
e(peKTUBHICTh 3aCTOCOBAHUX AITOPUTMIUHUX PIllIEHb Ta OOTPYHTYBAIU TOUUIbHICTh
MOJIAJIBIIIOTO YAOCKOHAJIEHHS MPOLEAYPHOI T'eHepallii 3 METO0 MiIBUIIIEHHS IrPOBO1

rMUOWHM Ta 30aJIAHCOBAHOCTI TEUMILIEIO.
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BUCHOBKH

Y xomi BHUKOHAaHHS OakallaBpChbKOIO KBamidikaliiiHoo pobotu Oyio
peanizoBaHO HACTYIHI 3aB/IaHHS:

1. 3nificHeHO MOPIBHJIBHUNA aHaJi3 OTPUMAHMX PE3YyNIbTaTIB 13 KIIACHYHUMU
Metogamu re”epauii BSP, Perlin noise Ta 1HmMMMHM OiAXoJaMu 3a KpUTEPISIMU
peirpabesbHOCTI, 30aJ1aHCOBAaHOCTI Ta MOUHU TeHMILIEIO;

2. Bukonano mporpamuy peanizaifito 2D roguelike-rpu 3 BUKOpUCTaHHSIM
aJrOpUTMIB MPOLEAYPHOI reHepallii piBHIB.

3. TIlpoBeneHO TeCTyBaHHS peaii3oBaHOI I'pU B PI3HUX KOHQIrypalisix piBHIB
13 BUKOpPHUCTaHHSIM (iKCOBaHMX seed-3HaYeHb IS TMEpPEeBIpKH CTAOUILHOCTI Ta
BapiaTUBHOCTI;

4. OpopMIiIeHO MOSICHIOBAJIbHY 3aITUCKY.

VY nmepmioMy po3aiii OyJI0 JOCHIKEHO ICTOPUYHE MOXOKEHHS Ta CydacHI
TEHJIeHIIl1 po3BUTKY >kaHpy Roguelike, Ta sk BH3HA4YaIOTHCS HOTO KIHOYOBI
0COOJIMBOCTI, TaKl SIK MPOIeypHA reHepallis, MoCTiifHa CMePTh I'PaBIIs, CKIAIHICTh
Ta perpabenbHicTh. Ha OCHOBI aHai3zy KJaCHYHMX Ta CyYaCHHMX IPEICTaBHUKIB
xaHpy The Binding of Isaac, Dead Cells, Noita — BuU3Hau€HO OCHOBHI MEXaHi3MHU,
apXITEKTYpHI PIICHHS Ta MIXOAU 10 TU3aliHy PiBHIB, K1 CTAJIM OPIEHTUPAMHM IS
CTBOPEHHSI BiacHOi Tpu. Takok pO3MISHYTO Ta IOPIBHSAHO Pi3HI aJITOPUTMH
npouenypuoi reneparii (BSP, kmitunni aBromaru, Perlin Noise), mo mno3Bosse
OIIHUTH iXH1 CUJIbHI Ta CIa0Kl CTOPOHU 3 TOUKH 30PY BapiaTUBHOCTI, KEPOBAHOCTI
Ta IMIMOMHU IrPOBOTO TIPOIIECY.

Y napyromy posauri Oyno CHPOEKTOBAHO apXIiTEKTypy TpH, PO3POOJICHO
nmiarpamy kmacie UML Ta oOrpynatoBano BuOip pymis Unity Ta MoBHU
nporpamyBanfas C#. Bymo moOymoBaHo cucTeMy TeHepallii mporenyp Ha OCHOBI
Monu(dikoBaHOTO aiaroputMmy momyky B muoOuny (DFS), mo go3Bonuno ctBoputu
KapTy 3B'si3aHO1 KiMHaTU. Bynu peanizoBaHi OCHOBHI MiJICUCTEMHU TPU: KEPYBAHHS

rpaBueM, 00loBa cUCTEMA, IITYYHUHN 1HTEJIEKT NPOTUBHUKA (3a qonoMororo FSM),
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Jorika Tejenoprauii MK KiMHaTamMu Ta oOpoOka mopiid. ApXITeKTypa TIpu €
MOAYJIbHOIO, 110 3a0e3meuye JIETKICTh MaciITaboBaHOCTI Ta 0OCITYyTrOBYBaHHS.

VY Tperbomy po3aull Oyll0 BUKOHAaHO IMOBHY MPOrpaMHYy peati3aliio TpH,
CTBOPEHO KJIIOYOB1 KJIacH Ta MEXaHIKH, MPOTECTOBAHO B3a€MOJIII0 KOMIIOHEHTIB.
OxpeMy yBary NpUAUIEHO MPOLEIYpHIM reHeparlii irpoBUX piBHIB: ii THYYKICTb,
CTaOUIBHICTh Ta KOHTPOJhOBAaHA BAapiaTUBHICTH Oyja MiITBEpKEHA 4Yepe3 CEepiio
TECTYBaHb 13 pI3HUMH seed-3HaueHHSAMU. OTpUMaHi pe3ylIbTaT MOPIBHIOBAIUCH 13
anprepHaTuBHUMU migxogamu BSP  ta  knmacuunum  DFS, mo go3Bommio
obrpyntyBaru Bu6ip DFS-meTony niis 3ab6e3neueHHs peirpadesibHOCTI.

TectyBaHHsS ~ pO3pOOJEHOTO  aNTOPUTMy  MPOLEAYPHOI  TeHeparii
IPOIEMOHCTPYBAJIO MiABUIICHHS €()EeKTUBHOCT1 CTBOPEHHS IrpOBUX PiBHIB Ha 6,6%
y nopiBHsiHHI 3 ki1acuuHuM DFS Ta Ha 7,8% nopiBusiHO 3 MeTooM BSP 3a paxyHox
3a0e3reueHHs MOBHOI 3B’ I3HOCT1 KIMHAT, 3MEHIIICHHS TOBTOPIOBAHOCTI IIA0JIOHIB, a
TakoXX BUKOpUCTaHHS Tilemap-cuctemMu N1t TOYHOTO Bi3yaJIbHOTO BiTOOpaXEHHS Ta
HiATPUMKH TeHepailii Ha ocHOBI seed-3HaueHb. e n1o3BOMsIE hopMyBaTH cTaOUIBHI,
Ta TeWMIUIeHO 30ajlaHCOBaHI piBHI 3 BHCOKUM IIOTEHIIAJIOM TTOBTOPHOTO
IPOXOIKCHHSI.

B pesynprari BuKOHaHHS OakajaBpchbkoi KBamdidikariifHoi pobotu Oyio
JIOCSATHYTO TOCTaBJIEHOI METH — TMOKpAIeHHS IrPOBOr0 JOCBiMy rpaBiiB y 2D
roguelike-irpax mUIIXoM BIOCKOHAJICHHS MpOIeAypHOi reHepailii. Po3poOienuit
aJqrOpUTM, 3acCHOBaHM Ha wMoaudikoBaHoMy momyky B mubuny (DFS),
MPOJAEMOHCTPYBAaB TMiABUINEHY CTAOUTHHICTh, Ta BAapIiaTUBHICTh y TOPIBHAHHI 3
knacnaauMu migxomamu BSP, Perlin Noise . Ilpu TectyBanni 3 pisHUMH seed-
3HAYEHHSIMHU aJTOPUTM 3a0€3MEeUYNB MAKCUMAaJIbHO 3B’S3HICTH PIBHIB 1 BIICYTHICTh
TIOMUJIOK TeHepaIrii.

OTpumaHni pe3yabTaTy MiATBEPIKYIOTh TOIUTBHICTE 00paHOi apXiTEeKTYpH Ta
METOJ[IB peadi3ailii. 3ampornoHOBaHE PIMIEHHS Ma€ TMOTEHIaNl JUIsl TMOAAIBIIOTO

PO3BUTKY, 30KpeMa B cdepi IMUOIIOro MpoIeAyPHOTO MOJICIFOBaHHS Ta TeHEpaIlii.
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JNOJIATOK A
MPOTOKOJI MEPEBIPKM KBAJII®MIKAIIAHOI POBOTH

Hassa poGoti:__ Pospo6xa 2D-rpu B xkanpi Roguelike 3 npouegypHoio

Tvn poGoru: Gakanaspebka ksasidikaiiiina po6ora
! : (Gaxanasperka keanidikauifina pobora / maricrepebka keanipikauitina pobora)
[Tixposain kadepa KOMII'IOTEPHUX HAYK

(xadenpa, haxynsTer, HaBuaNLHA rpyna)

KoedillieHT moi6HoCTi TEKCTOBUX 3aM03UUeHb, BUABICHHX y POGOT
cucremoro StrikePlagiarism 0,16 %

BucnoBOK mono nepempm kBaidikaniinoi poﬁom (BiaMiTHTH TTOTPiOHE)
v’ 3anosnueHHs, BUABIEH] y po6OTi, € 3aKOHHUMH i HE MICTATH 03HAK nJariarty,
dabpukauii, panscudikarii. Po6oTy npuitHATH 10 3aXMCTY

[] ¥V po6ori ne BusBieHo o3mak muariaty, dabpukarii, (bam,cmlmcauu ane
HaJIMIpHA KiNbKICTh TEKCTOBMX 3al03WYeHh Ta/af0 HasABHICTH TUIOBHX
PO3PAXYHKIB He NO3BONAIOTH NPUIHATH PilICHHA PO OPUTIHANBHICT T2
caMOCTilfHICTh 1i BUKOHaHHA. Po60Ty HanpaBuTH Ha JOOTPAIFOBAHHA.

[] ¥V poGori BusiBIeHO 03HaKW IUTariaTy Ta/abo TEKCTOBHX MaHIITyIAIH AK
crpo6 yKpuTTs Tiariaty, dabpukanii, dambcudikamii, mo CynepeduTh
BUMOTAM 3aKOHOJABCTBA Ta HOPMAM aKaJeMidHOI ZoOpodecHocTi. PoGoTa
JIO 3aXMCTY HE IIpUAMAaEThCA.

ExcniepTHa KOMicis:
SlpoBmii A.A.. 3aB. kad. KH
(npizeuue, iHiliany, nocaya) (mignuc) :
Konecuunpkuii O.K., npod. xad KH M
(npizeuue, iHiliany, nocana) (nignuc
Oco6a, BiimoBigaabHa 3a MEPEBIPKY ﬁ QL O3sepancekuii B.C.
c) (npi3Bume, iHimianm)

3 BHCHOBKOM EKCIIEpTHOI KoMicii o3HalomIIeHu#(-Ha)

KepiBHUK W/ Cinarin €.0.

(nin/ ¢) (npi3eue, iHiiaTH, nocaza)
3100yBa4 Cxpunekuii C.J1

(miznmc) (npi3suue, ininianm)
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JIOJIATOK B

IncTpykuis kopucryBaya

1. 3anyctutn “Shardbound Absorption.exe” nmonBIMHUM KI1KOM 10 hailty

2. B mento obpatu pexum BunankoBuit un Kactom

A) ¥V pexumi Kactom moTpiOHO BKa3zaTu BCl HaJalITyBaHHA B PYyYHOMY
dopmari:

1. Bxkaszatu Seed y ¢opmari 4KcI0BOTO 3HaUCHHS Hanpukiag “12345”

2. Bxkazatu K-CTh KIMHAT

3. Harucuyrtu Po3novaru rpy

b) V pexxumi Bunaakosuii Bci 3HaueHHs OyayTh BUIIAIKOBO T€HEPYBATUCH

HaTUCHYTH Po3nouaru rpy



JIOJIATOK B

@®parMeHT JICTUHIY IPOrPAMHOI0 KOXY

using System.Collections.Generic;
using System.Ling;

using UnityEngine;

using UnityEngine. Tilemaps;

public class LevelGenerator : MonoBehaviour

{

public int maxRooms = 10;

public int seed = 12345;

public GameObject roomPrefab;
public GameObject bossRoomPrefab;
public float roomSpacing = 5f;

public static List<Room> AllIRooms = new List<Room>();

private int roomCount = 0;

private Dictionary<Vector2Int, Room> rooms = new Dictionary<Vector2Int, Room>();

private List<Direction> directions = new List<Direction> { Direction.Up, Direction.Down, Direction.Left,
Direction.Right };

void Start()

{

}

Random. InitState(seed);
GenerateLevel();

void GenerateLevel()

{

AllRooms.Clear();
rooms.Clear();
roomCount = 1;

Room startRoom = new Room { gridPosition = Vector2Int.zero };
rooms[startRoom.gridPosition] = startRoom;
AllRooms.Add(startRoom);

GenerateRoomDFS(startRoom);

Vector2Int bossRoomPos = rooms.Keys
.Where(pos => pos != Vector2Int.zero)
.OrderByDescending(pos => Vector2Int.Distance(Vector2Int.zero, pos))
FirstOrDefault();

Room bossRoom = rooms[bossRoomPos];
foreach (var room in rooms.Values)

{

Vector3 pos = new Vector3(room.gridPosition.x * roomSpacing, room.gridPosition.y *

roomSpacing, 0);

GameObject roomGO;

if (room.gridPosition == bossRoomPos)

roomGO = Instantiate(bossRoomPrefab, pos, Quaternion.identity);
else

roomGO = Instantiate(roomPrefab, pos, Quaternion.identity);
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TileRoomGenerator generator = roomGO.GetComponent<TileRoomGenerator>();

if (generator = null)

{
int roomSeed = seed + room.gridPosition.x * 73856093 + room.gridPosition.y * 19349663;
generator.Generate(roomSeed);

}

roomGO.transform.Find("DoorTop")?.gameObject. SetActive(false);
roomGO.transform.Find("DoorBottom™)?.gameObject.SetActive(false);
roomGO.transform.Find("DoorLeft")?.gameObject.SetActive(false);
roomGO.transform.Find("DoorRight™)?.gameObject.SetActive(false);

foreach (var conn in room.connections)

{
string doorName = conn.Key switch
{
Direction.Up => "DoorTop",
Direction.Down => "DoorBottom",
Direction.Left => "DoorLeft",
Direction.Right => "DoorRight",
=
I3
var door = roomGO.transform.Find(doorName);
if (door != null)
door.gameObject.SetActive(true);
}
}
AllIRooms.AddRange(rooms.Values.Where(r => r.gridPosition != Vector2Int.zero));
}
void GenerateRoomDFS(Room current)
{
current.visited = true;
if (roomCount >= maxRooms) return;
var shuffled = directions.OrderBy(x => Random.value). ToList();
foreach (var dir in shuffled)
{
if (roomCount >= maxRooms) break;
Vector2Int newPos = current.gridPosition + DirectionToVector(dir);
if (Irooms.ContainsKey(newPos))
{
Room newRoom = new Room { gridPosition = newPos };
rooms[newPos] = newRoom;
current.connections[dir] = newRoom;
newRoom.connections[Opposite(dir)] = current;
roomCount++;
GenerateRoomDFS(newRoom);
}
}
}

Vector2Int DirectionToVector(Direction dir)

{

return dir switch



{
Direction.Up => Vector2Int.up,
Direction.Down => Vector2Int.down,
Direction.Left => Vector2Int.left,
Direction.Right => Vector2Int.right,
_ =>Vector2Int.zero,

¥

}

Direction Opposite(Direction dir)

return dir switch

{
Direction.Up => Direction.Down,
Direction.Down => Direction.Up,
Direction.Left => Direction.Right,
Direction.Right => Direction. Left,

_=>ir,
b
}
public class Room
{
public Vector2Int gridPosition;
public bool visited = false;
public Dictionary<Direction, Room> connections = new Dictionary<Direction, Room>();
}
public enum Direction
{
Up, Down, Left, Right
}

}

using System.Collections.Generic;
using UnityEngine;
using UnityEngine. Tilemaps;

public class TileRoomGenerator : MonoBehaviour
{
public Tilemap floorMap;
public Tilemap wallMap;
public Tilemap decorMap;
public TileBase[] floorTiles;
public TileBase wallTileLeftRight;
public TileBase wallTileTopBottom;
public GameObiject destructibleCratePrefab;
public GameObject coverBlockPrefab;
public int numCrates = 6;
public int numCovers = 6;
public Vector2Int roomSize = new Vector2Int(16, 9);
public GameObject meleeEnemyPrefab;
public GameObject rangedEnemyPrefab;
public int minEnemies = 2;
public int maxEnemies = 5;

public void Generate(int seed)

{

Random.InitState(seed);

58



}

ClearMaps();
HashSet<Vector2Int> occupiedPositions = new HashSet<Vector2Int>();

for (int x = 0; X < roomSize.x; x++)
{
for (inty = 0; y < roomSize.y; y++)
{
Vector3Int pos = new Vector3Int(x, y, 0);
TileBase tile = floorTiles[Random.Range(0, floorTiles.Length)];
floorMap.SetTile(pos, tile);

if (x==0|| x ==roomSize.x - 1)
wallMap.SetTile(pos, wallTileLeftRight);

}
else if (y == 0| y == roomSize.y - 1)
{

}
}

wallMap.SetTile(pos, wallTileTopBottom);

}
int enemyCount = Random.Range(minEnemies, maxEnemies + 1);
for (inti = 0; i < enemyCount; i++)

{
Vector2Int pos = GetRandomFreePosition(occupiedPositions);
occupiedPositions.Add(pos);
Vector3 worldPos = transform.position + new Vector3(pos.x + 0.5f, pos.y + 0.5f, 0);
GameObject enemyPrefab = Random.value < 0.5f ? meleeEnemyPrefab : rangedEnemyPrefab;
Instantiate(enemyPrefab, worldPos, Quaternion.identity, transform);

}

/I Place crates
for (inti = 0; i < numCrates; i++)

{
Vector2Int pos = GetRandomFreePosition(occupiedPositions);
occupiedPositions.Add(pos);
Vector3 worldPos = transform.position + new Vector3(pos.x + 0.5f, pos.y + 0.5f, 0);
Instantiate(destructibleCratePrefab, worldPos, Quaternion.identity, transform);

}

/I Place covers

for (inti = 0; i < numCovers; i++)

{
Vector2Int pos = GetRandomFreePosition(occupiedPositions);
occupiedPositions.Add(pos);
Vector3 worldPos = transform.position + new Vector3(pos.x + 0.5f, pos.y + 0.5f, 0);
Instantiate(coverBlockPrefab, worldPos, Quaternion.identity, transform);

}

private Vector2Int GetRandomFreePosition(HashSet<Vector2Int> occupied)

{

Vector2Int pos;

int safety = 0;

do

{
pos = new Vector2Int(Random.Range(2, roomSize.x - 2), Random.Range(2, roomSize.y - 2));
safety++;

} while (occupied.Contains(pos) && safety < 100);
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return pos;

}

private void ClearMaps()

{
floorMap.ClearAllTiles();

wallMap.ClearAllTiles();
decorMap.ClearAllTiles();

}

using UnityEngine;

public class Portal : MonoBehaviour

{

public float roomSpacing = 5f;

private void OnTriggerEnter2D(Collider2D other)

{
if (lother.CompareTag("Player")) return;

Vector2 currentPos = other.transform.position;
var currentRoom = FindClosestRoom(currentPos);

var nextRoom = GetNextRoom(currentRoom);
if (nextRoom == null) return;

Vector3 targetPos = new Vector3(nextRoom.gridPosition.x * roomSpacing, nextRoom.gridPosition.y *
roomSpacing, 0);
other.transform.position = targetPos + new Vector3(0, 0.5f, 0);

}
private LevelGenerator.Room FindClosestRoom(Vector2 pos)
{
LevelGenerator.Room closest = null;
float minDist = float. MaxValue;
foreach (var r in LevelGenerator.AllIRooms)
{
Vector3 roomPos = new Vector3(r.gridPosition.x, r.gridPosition.y, 0);
float dist = Vector2.Distance(pos, roomPos);
if (dist < minDist)
{
minDist = dist;
closest=r;
}
}
return closest;
}
private LevelGenerator.Room GetNextRoom(LevelGenerator.Room current)
{
int index = LevelGenerator.AllIRooms.IndexOf(current);
if (index >= 0 && index + 1 < LevelGenerator.AllRooms.Count)
{
return LevelGenerator.AllRoomsJ[index + 1];
}
return null;
}



using UnityEngine;
public class GameOverUI : MonoBehaviour
{

public GameObject gameOverPanel;

public void ShowGameOver()

{
if (gameOverPanel != null)
{
gameOverPanel.SetActive(true);
}
}
}

using UnityEngine;

public class PlayerCombat : MonoBehaviour

{
public float attackRange = 1.5f;

public LayerMask enemyLayer;
public GameObject projectilePrefab;
public float projectileSpeed = 10f;
public float shootCooldown = 0.5f;

private float lastShootTime = -Mathf.Infinity;
public void ShootTowardsMouse()

if (Time.time - lastShootTime < shootCooldown)
return;

Vector3 mouseWorldPos = Camera.main.ScreenToWorldPoint(Input.mousePosition);
Vector2 direction = (mouseWorldPos - transform.position).normalized,;

GameObiject proj = Instantiate(projectilePrefab, transform.position, Quaternion.identity);
Rigidbody2D rb = proj.GetComponent<Rigidbody2D>();
if (rb !=null)

rb.linearVelocity = direction * projectileSpeed,

}

lastShootTime = Time.time;

}

public void MeleeAttack()

Collider2D[] hitEnemies = Physics2D.OverlapCircleAll(transform.position, attackRange, enemyLayer);

foreach (Collider2D enemy in hitEnemies)

{
EnemyHealth enemyHealth = enemy.GetComponent<EnemyHealth>();
if (enemyHealth != null)
{
enemyHealth. TakeDamage(1);
}
}
}
private void OnDrawGizmosSelected()
{

Gizmos.color = Color.red,;
Gizmos.DrawWireSphere(transform.position, attackRange);
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using UnityEngine;

public class PlayerController : MonoBehaviour

{
public float moveSpeed = 5f;

public PlayerCombat combat;
public float meleeRange = 2f;

void Update()
{

float moveX = Input.GetAxisRaw(""Horizontal");
float moveY = Input.GetAxisRaw(""Vertical");
transform.Translate(new Vector2(moveX, moveY).normalized * moveSpeed * Time.deltaTime);

if (Input.GetMouseButtonDown(0))
{

Transform enemy = FindClosestEnemy();
if (enemy != null)

float dist = Vector2.Distance(transform.position, enemy.position);
if (dist <= meleeRange)

{
}

else

combat.MeleeAttack();

combat.ShootTowardsMouse();

}

else

{
}

combat.ShootTowardsMouse(); // cTpinse, SKIIIO0 BOPOTiB HEMAE

}

Transform FindClosestEnemy()

{
EnemyHealth[] enemies = Object.FindObjectsByType<EnemyHealth>(FindObjectsSortMode.None);

float minDist = Mathf.Infinity;
Transform closest = null;

foreach (var e in enemies)

float dist = Vector2.Distance(transform.position, e.transform.position);
if (dist < minDist)
{
minDist = dist;
closest = e.transform;
}
}

return closest;

using UnityEngine;

public class PlayerHealth : MonoBehaviour

{

public int maxHearts = 5;
public int currentHearts;



¥

void Start()

{

currentHearts = maxHearts;
}
public void TakeDamage(int amount)
{

currentHearts -= amount;

if (currentHearts <= 0)

Die();

}
public void Heal(int amount)
{

currentHearts = Mathf.Min(currentHearts + amount, maxHearts);
}
void Die()

Debug.Log("Player died");

// Tlokaszatu Ul nopasku

Destroy(gameObject);

// MoxHna Takox: Destroy(gameObject); sikiio xouenr npudpatu rpaBus 3 eKpaHa
}

using UnityEngine;

public class Projectile : MonoBehaviour

{

public int damage = 1;
public float lifetime = 3f;

void Start()

Destroy(gameObiject, lifetime);

void OnTriggerEnter2D(Collider2D other)

{

if (other.CompareTag("Barrier"))

{
Destroy(gameObiject);
return;

}

if (other.CompareTag("Box"))

{
Destroy(other.gameObject); // pyiiHyeMo 00'eKT
Destroy(gameObject); /| pyiHYeMO cHapsiz
return;

}

EnemyHealth enemy = other.GetComponent<EnemyHealth>();
if (enemy !=null)

enemy. TakeDamage(damage);
Destroy(gameObiject);
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using UnityEngine;

public class Enemy : MonoBehaviour

{

public float moveSpeed = 2f;
public float attackRange = 1.5f;
public int damage = 1;

private Transform player;
private EnemyRoomController roomController;

public void Initialize(EnemyRoomController controller)

{

roomController = controller;
player = GameObject.FindGameObjectWithTag("Player")?.transform;

}
void Update()
{
if (player == null) return;

float distance = Vector2.Distance(transform.position, player.position);
if (distance > attackRange)

/I Move toward the player

transform.position = Vector2.MoveTowards(transform.position, player.position, moveSpeed *

Time.deltaTime);

}

else

/I Attack logic can be improved with cooldown
player.GetComponent<PlayerHealth>()?. TakeDamage(damage);

}

public void Die()
{

/I roomController?.EnemyDefeated();
Destroy(gameObiject);

using UnityEngine;

public class EnemyFSM : MonoBehaviour

{

public enum State { Idle, Chase, Attack }
private State currentState;

public float detectionRange = 6f;
public float attackRange = 1.5f;
public float moveSpeed = 2f;
public int damage = 1;

private Transform player;

private float attackCooldown = 1f;
private float lastAttackTime;

void Start()

player = GameObject.FindGameObjectWithTag("Player™)?.transform;
currentState = State.ldle;
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}

}

void Update()

{ if (player == null) return;
float dist = Vector2.Distance(transform.position, player.position);
switch (currentState)

case State.ldle:
if (dist <= detectionRange)
currentState = State.Chase;
break;

case State.Chase:

if (dist <= attackRange)
currentState = State.Attack;

else if (dist > detectionRange)
currentState = State.ldle;

else
ChasePlayer();

break;

case State.Attack:
if (dist > attackRange)
currentState = State.Chase;
else
TryAttack();
break;

}
void ChasePlayer()

Vector2 dir = (player.position - transform.position).normalized;
transform.position += (Vector3)(dir * moveSpeed * Time.deltaTime);

}
void TryAttack()
if (Time.time - lastAttackTime >= attackCooldown)
{
player.GetComponent<PlayerHealth>()?. TakeDamage(damage);
lastAttackTime = Time.time;
}
}

using UnityEngine;
using System;

public class EnemyHealth : MonoBehaviour

{

public int maxHealth = 3;
private int currentHealth;

public event Action OnDeath;

void Start()
{

}

public void TakeDamage(int amount)

{

currentHealth = maxHealth;
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currentHealth -= amount;
if (currentHealth <= 0)

{
Die();
}
}
void Die()
{

OnDeath?.Invoke(); // moBigomisie KiMHaTy
Destroy(gameObject);

using UnityEngine;

public class EnemyProjectile : MonoBehaviour

{
public int damage = 1;
public float lifetime = 5f;
void Start()
{
Destroy(gameObject, lifetime);
void OnTriggerEnter2D(Collider2D other)
if (other.CompareTag("Player™))
{
PlayerHealth hp = other.GetComponent<PlayerHealth>();
if (hp = null)
{
hp.TakeDamage(damage);
}
Destroy(gameObject);
}
}
}

using System.Collections.Generic;
using UnityEngine;

public class EnemyRoomController : MonoBehaviour

{
public GameObject rewardChestPrefab;

public GameObject portalPrefab;

private List<EnemyHealth> enemies = new List<EnemyHealth>();
private bool rewardSpawned = false;

void Start()

{
enemies.AddRange(GetComponentsinChildren<EnemyHealth>());
foreach (var enemy in enemies)
{
enemy.OnDeath += CheckEnemiesRemaining;
}
}
void CheckEnemiesRemaining()
{

enemies.RemoveAll(e => e == null);
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