Po3pobxka roguelite-rpu 3
IPOLCAYPHOK T'C€HEPALIEID
oTodeHHd (Mi13eMellh).

BMKOHAB CTyAeHT 3 pOKY HaBYaHHA
boposikH.I.

KepiBHMK KypcoBoi poboTH
CT. BUKnaga4y boposenHum C.0.




Yomy came Taka tema?

IrpoBa po3pobKa — NoNyAPHUIN | NePCNEKTUBHUIN HANPAMOK A8 Cy4aCHMX
NPOrpamicTiB.

Roguelite: [MpouenypHa reHepauia:
* MonynApHUIN Ha CbOTrOAHI KaHpP * MowwupeHa B kaHpi Roguelite
iro
P » [lo3BonAe reHepyBaTn Harato
* Ko)XHa rpa »kaHpy abcontoTHO YHIKAaNbHOIrO KOHTEHTY |
YHiKa/IbHa 3MEHLUMNTM HaBaHTAXXEeHHA Ha
noaemn

* 3a3BMYyan He noTpebye baraTo
pecypciB A1 Po3p0obKM * PobUTb KOXKEH irpoBUI ceaHc

YHIKQ/IbHUM.




LLlo Take Roguelite?

BunaaKkoBoO 3reHepoOBaHi PiBHI
(nin3emenns).

CeCiMHUW XapaKTep remmnneto.

OaHe »XUTTa ANA OAHIElN irpoBoOIl Cecil.

BMCOKUN piBeHb CKNAQHOCTI.

KombiHauifa *KaHpiB Ta irpOBUX MEXaHiK.
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Irpu B8 »aHpi Roguelite



ANnroputmu reHepadii nig3zemenb

* [eHepauis Ha ocHOBI rpagdy
* [eHepauia Ha OCHOBI CiTKM
* [eHepauis 3 BiHApHUM PO36UTTAM NPOCTOPY

* [eHepauisa Ha OCHOBI KNITUHKOBOIrO aBTOMaTy

Random walk (Drunkard’ s walk)

*  Be3niy iHWWX aAropUTMIB Ta iX MOEAHAHD ch6ma NiASEMENNA 3 BiHapHum
PO30UTTAM NPOCTOPY

CxemaTtnyHuim rpad MNig3emenna Ha OCHOBI CiTKM Cxema nigsemenns, CTBOPEHOro 3a Cxema niasemenna Ha OCHOBI
niazemenns nonomoroto anroputmy Drunkard ™ s walk KNITMHKOBOro aBToMarty




O6paHun anroput

ANropuUTM NOEAHYE NiaxoaM A0 reHepalii Ha OCHOBI CiTKM Ta rpady. PO3pobHUK BMpilLye 3aaauy
CTBOPEHHA KiMHAT Ha CiTui Ta rpadis, WO ONUCYIOTb CTPYKTYPY Nigzemenna. ANroputm BupiLlye
3a4a4y pO3TallyBaHHA KiMHAT BUNAaAKOBMM YUMHOM, 36epiratoum CTPYKTypy 3 rpady.

Mpuknagn nobyaoBaHUX niazemens




PoboTa anropuntmy

Yenix, KiHeUb
poBoTn
anropuTMy

BAOK-cxema, Lo ONUCYE aNropUTM



Pe3ynbraTr

1. [pa B aHpi roguelite.
2. YHiKanbHWI Bi3yan, CTBOPEHUM cneuiaabHO ANA L€l rpu.

3. BwunapakoBi, npoueaypHO 3reHepoBaHi PiBHI, WO PObOAATbL KOXKEH irpoBuUiA
CeaHC HENOBTOPHUM.
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MpaBeLb Yy NMOYATKOBIN KiMHaTI

[onoBHE meHto rpu




BUcHoOBKU

IrpoBa iHAYCTpPIA:
NOoNyNAPHUN i LiKaBWi

HanpPAMOK PO3BUTKY ANA
Cy4YacHUX pO3pPOBHMUKiB.

Roguelite:
LlikaBuit XaHp, Wwo
NiAKOPIOE rpaBLiB 3i
BCbOrO CBITY
YHiKa/IbHUMM irpamu 3
HENOBTOPHUM
KOHTEHTOM.

MpoueaypHa reHepawis :
3pyyHuit cnocib
CTBOPIOBATM HEMOBTOPHE
HaNOBHEHHA ANAirop i
3HAYHO 3MEHLLYBATH
obcAr ntoa,cbKoi Npau;.



AAKylo 3a yBary!
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