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This study proposes a procedural level generation algorithm for Roguelike
games using Unreal Engine 5, leveraging Random Stream for pseudo-
randomness with seed-based reproducibility. The algorithm employs a modular
room system, enabling diverse, adaptable levels with contextual placement of
loot and enemies. Compared to Perlin Noise, BSP, and simple randomization, it
balances simplicity and flexibility. Key advantages include ease of integration,
customization, and potential for optimization (e.g., collision caching, noise
integration). Results demonstrate effective, replayable level design, with future
enhancements targeting performance and topological variety.

BunankoBo 3reHepoBaHl piBHI € KIOYOBOIO OCOOJMBICTIO 1MOp >KaHPY
Roguelike, mo 3a0e3neuye BHCOKY peirpaOenbHICTh 1 3ady4YCHICTh I'PaBIIiB.
[IponieypHa reHepallisi TaKuxX piBHIB BUMarae moeJHaHHs MPOCTOTH peaiizailii,
PI3HOMAaHITHOCTI KOH(QIrypauiii 1 KOHTPOJIO HaJ pe3yiapTaToM. MeToro
JOCTIJKEHHS € CTBOPEHHS QIrOpPUTMY, SKUW TEHEpYye€ YHIKaJIbHI IrpoOBi
MPOCTOPH HA OCHOBI MOJYJBHHUX KIMHAT 13 3a/JlaHUMH XapaKTePUCTUKAMHU,
ontuMmizoBaHoro jjs Unreal Engine 5.

IcHyroui Meroau mpoleaypHOI reHepallii MaroTh pi3HI CHUJIBHI Ta Ci1a0OKi
ctoponu. IllymoBi ¢ynkmii, sik-or Perlin Noise, CcTBOpI0OIOTH HNpUPOIHI
nanamadTH 3 IJIaBHUMHU TIEPEXoJiaMH, aje iXHS OOYMCIIOBAJIbHA CKIAAHICTD 1
ciabka ajanTaiisi 10 AUCKPETHUX CTPYKTYP, TAKUX SK KIMHATH, YCKIAIHIOIOThH
BukopucranHsa B Roguelike. Binary Space Partitioning (BSP) nimute npoctip Ha
HETEPETUHHI 30HM, 110 1J€IbHO JJIS 3B’SI3aHUX MNPUMIIIEHb, alie MoTpedye
CKJIagHOi Jioriku geramizamii. IIpocta miceBgoBumagkoBa reHeparis 0e3
(GIKCOBAaHOTO Cifja € MMBHUAKOK W JIETKOIO, MPOTE€ HE BIATBOPIOBAHOIO, IO
CylepeuuTh MoTpedaM >KaHpy B KEPOBaHIM YHIKIBHOCTI. 3ampOrnOHOBAaHUIMA
MIX11 BUKOPUCTOBYE TceBaoBumaakoBi motoku (Random Stream) [1] B Unreal
Engine 5, moeaHyr4Yn MpOCTOTY 3 MOXKIIMBICTIO (hiKcallli cia Jijis MOBTOPEHHS
PIBHIB.

VYV Unreal Engine 5 nceBnoBumaakoBa reHepaiisi yepe3 Random Stream
0a3yeTbcs Ha JCTEPMIHOBAHOMY aJTOPUTMI, SKHM IMITy€ BHUMAQJAKOBICTH Y
3a/IaHOMY Jiarna3oHi 4yu po3noaut. KopucryBau Moxe iHiIIamizyBaTu MOTIK 13
MEBHUM CIJIOM — YHCJIOBUM 3HAYEHHSM, 1110 BU3HAYA€ TOCIIAOBHICTh YHCEI.
Hanpukmnan, Toit camuii cij1 3aBXJIU T€HEPYE 1IGHTUYHY KOH(]ITypallio piBHS, a
3MiHa CijJia CTBOPIOE HOBY.

Po3pobnennii anropuTM mpu3HauYEeHUH JIsl CTBOPESHHSI MOTYJIbHUX PIBHIB Y
Unreal Engine 5. Bin BukopuctoBye Random Stream st BuzHaueHHs Ty i
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NO3MIl1 KIMHAT, Kl ()OPMYIOTHCS Ha OCHOBI OAaThKIBCHKOTO Kiacy 3 0a30BUMU
KOMIIOHEHTaMU (ABEpi, CTIHMU, MIJJIOra, TOUKH CIAaBHY, 0OMEXyBajIbHI KOPOOKN)
Ta JOYIpPHIX KJaciB 13 BapialiiMH po3MipiB 1 BMicTy. [lns miaBUILIEeHHS
KOHTPOJIIO HaJ TeHepali€eld B MalOyTHbOMY MOXHa JOJaTH MiAXiT 13
BUKOPHUCTAHHAM MMOBIpHOCTEH 1 MuniIbHUKIB [2], 1e Random Stream Bu3Hauae
0a30By BUIIQJKOBICTh, a HMOBIPHOCTI Ta JIYWUJIBHUKH PETYyJIOIOTh YacTOTY
NOSIBY MEBHUX THUIMIB KIMHAT, HAIPUKJIAJ, BIJINOYMHKY micys 60ioBux 30H. L{06
YHUKHYTH TI€PETHUHIB, aJIfTOPUTM 3aCTOCOBYE TEPEBIPKY KOJI3liA 4epe3
00MeKyBaJIbHI KOPOOKH, 3aMiHIOIOYHM MPOOJIEMHI €JIEMEHTH, a BUIbHI MPOXOAU
3akpuBae criHamu. [lekopaTuBH1 00’ €KTU (SIIUKH, CTOBMM) 1 JIYT 13 MOHCTPAMHU
PO3MINIYIOTBCA 3alie)KHO BiJ] TICEBIOBUIAJAKOBHX 3HAa4YeHb, IO 3a0e3nevye
PI3HOMaHITHICTH 1 HUTICHICTD ITPOBOTO MpocTOpy. EPEeKTUBHICTH IIHOTO MIIXOTY
MIATBEPKYEThCSA TPHUKIAAaMU 3reHEpOBaHMX piBHIB 13 16 (puc. 1) Ta 51
KiMHaTOIO (puc. 2), SIKI JEMOHCTPYIOTh AJaNTHUBHICTh QJITOPUTMY JO Pi3HOI
CKJIAJTHOCT1 CTPYKTYP 13 TpbOMa TUTIAMHU KIMHAT.

Pucynok 2 — I[Ipuxnan piBas 3 51 kiMHaTOM0, 3reHepoBanHoro 3a 0,9 ¢

Anroput™m BHpI3HSETbCS TpocToToro iHTerpamii B Unreal Engine 5,
THYYKICTIO HaJallITyBaHb 1 aIallTUBHICTIO JI0 IrPOBUX MeXaHik. BiH nepesepiirye
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BSP 3a njerkicTio peamizamii, ajge MOCTyMaeTbCs B ONTUMI3alii MpocTopy i
TOMOJIOTI4HIN pi3HOMaHITHOCTI. [lepeBaroto € BIATBOPIOBAHICTH 3aBISKH CIIY,
IO TMOJIETHIy€ TEeCTyBaHHA. [IpOIyKTUBHICTH aJIrOpUTMYy MiATBEPIKYETHCS
TecTyBaHHsAM (Tabn. 1): piBeHs 13 16 kimHaramu reHepyetbes 3a 0,3233
cekyHau, a 3 51 kimHatoro — 3a 0,9 cekyHu, 110 BIMOBITAE CEPEAHHOMY YaCy
00poOku ojnHiei kKiMHaTH 17-20 Mc 1 3a0esnedye IIBUJIKE CTBOPEHHS
peirpabensHuX piBHIB A1 Roguelike-irop.

Tabnuug 1 — Pe3ynbratu reHepaiiii piBHIB 13 pI3HOIO KUIBKICTIO KIMHAT

KinbkicTh Tunu kimuar | Yac redeparii (¢) | Yac Ha KIMHATY
KIMHAT (mc)

16 3 0,3233 20,2

51 3 0,9 17,6

[lepcnekTUBM BIOCKOHAJEHHS BKJIIOYAIOTh KEUIyBaHHS KOJI3IN IS
MPUCKOPEHHS, IHTETpalilo MIyMOBHX (YHKIUNA IS IJIABHOCTI TEPEXOoJiB 1
lepapXxiuHy TeHepallio KiacTepiB KiMHaAT. Pe3ynbpTaTu MoKa3yoTh, 1110 aJlTOPUTM
e(EeKTUBHO CTBOPIOE PI3HOMAaHITHI, BIJTBOPIOBAaHI PpIBHI, BiAMNOBIAAI0YH
notpe6am Roguelike-irop. Moro mpocrora po6uUTh HOro HOCTYIIHHM A
MOYATKIBIIB, a TMOTEHIlaJl ONTHUMI3allii — MPUBAOIMBUAM JJI1 MacIITaOHUX
npoekTiB. [lomameini mociimKeHHS MOXYTh 30CEPE/IUTHCS HA 1 IBUTIIEHH1
HpOI[yKTI/IBHOCTI PO3IIUPEHH]I TOMOJOTIYHUX MOXKJIMBOCTEH 1 J0JaBaHHI
JUHAMIYHUX €JIEMEHTIB Juisi 30aradeHHs 1rpoBoro mocBigy. KpiMm 116010,
MEPCIEKTUBHUM HAIPSMKOM € IHTErpallisi ajJrOpUTMIB MAalIMHHOTO HaBYaHHS
JUIS aIalTUBHOI TeHeparlii piBHIB Ha OCHOBI MOBEMIHKHM rpaBus. Hampukmian,
aHaJI3 CTUJII0 TPU MOXKE BIUIMBATH HA YACTOTY IOSIBH NIEBHUX THUIIIB KIMHAT a00
BOPOTiB, IO J0JACTh I1HAMBIIyasi3allii irpoBOro AOCBiAY. TakoX MOXJIUBE
BIPOBA/PKCHHS CUCTEMU JIMHAMIYHUX TOI11, 1€ 3reHepOBaHi PiBHI pearyrTh Ha
Iii TPaBIIA B peaIbHOMY 4aci, HAMPHUKIIA/, CTBOPIOIOYM MACTKH UM HOBI MAPUIPYTH
3aJIeKHO BIJ mporpecy. Taki BIOCKOHaJIEHHS MOTPEOYBATHUMYTh PETEIBLHOTO
OaJlaHCYBaHHSI MK MPOJYKTHUBHICTIO Ta CKJIQJHICTIO peajizallli, ajie BOHHU
3/1aTHI 3HAYHO PO3IIMPUTH MEXI1 poLeaypHoi reHepaiii B Roguelike-irpax.
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