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This work is devoted to improving on existing algorithm of increasing the

complexity of generating level’s components. Roguelikes, as a video game
genre, are known for their high randomness, especially in level creation and
placement of enemies, items, and boosts. In this thesis, we will look at how the
number of rooms of a certain type and different presets can affect the difficulty
of Roguelike games, as well as give examples of how randomness can change
the course of a game and promote or hinder balance.

OpHuM 13 OCHOBHUX ACIMEKTIB BIUIUBY PaHAOMY Ha T'eMMILIEH € reHeparis
PIBHIB, SIKa HaJlae TPl HemepeadauyBaHOCTI, aje B TOM K€ yac MOKE BILUIMBATH
Ha OajaHC TeWMIUICI0 Yy BUIJIAI BHUIIAJKOBOCTI MICII€3HAXOJKEHHS BOPOTIB,
MAaCTOK, CEKPETIB Ta 1HIIMX 00'€KTIB 3a0e3rmeuye pi3HOMAHITHICTh B KOXXHOMY
HOBOMY pIBHI, IO pOOUTh KOXXHE WOr0 TPOXOUKEHHS YHIKAIBHUM 1
BUKIMKarouuM. OjHaK, [ PI3HOMAHITHICTH MOXKE BIUIMBAaTH W Ha OallaHC
reiimruiero, 60 JOCTYIHICTh PECypcCiB 1 MOKPAIICHHS XapaKTePUCTHUK TpaBIIs
MOXXYTh 3MIHIOBATUCh 3 KOXXHHUM 3allyCKOM T'pH Y 3MIHOIO JOKarii. Tomy
BRXJIMBO, MO0 TpaBellb MaB JOCTYII JIO0 JOCTaTHBOI KUIBKOCTI OYCTIB IJIs
YCHIIIHOTO TPOXOJIKEHHS I'PH, ajieé BOHU HE OyJIM 3aHAJTO CHJIBHUMH 200 HaJTO
PIIKICHUMH.

Jns OanancyBaHHa rpu Oyjno 00paHO crmocid reHeparlii, 0 TapaHTye
NEBHY KIJIbKICTh IEBHUX THUIIIB HAaropoja 3a OJHWH PIBEHb, J€ OAUH pPIBEHb
BKJIIOUa€e y cebe KiHIEBY KUIbKICTh KIMHAT (Bchoro Big 7 mo 10 xiMHAT Ha
piBenb) [1]. Bukopucrana cxema 3a3HadeHa y tadbmuni 1. [Ipu oMy OCKUIBKH
3M10HOCTI Jar0Th Oiiblle MepeBard rpaBLIO0 y MI3HINA Tpl, WIAHC OTPUMAHHS
aTpuOyTy/3A10HOCTI Ha 2-3 piBHAX criBBiAHOCUTHCA K 20/80%, a Ha 4-6 piBHSIX
— 60/40%. Jlna mopiBHsSHHSA Oyja BUKOpHCTaHA I1HIIA KOHQIrypalis piBHIB
HaBeJIeHa y TaOJuIll 2, THITUX 3MiH HE OYJI0 BHECEHO JI0 TPH.

Tabaursg 1 — OOMexeHHs 10 KIJTbKOCTI KIMHAT Ha PIBEHb

PiBHi Bevoro | Boporu | Buknuk | Atpubyt | 3m16HIcTE | boc
KIMHAT

1 7 4 0 2 1 0

2-3 8 5 1 0-1 0-1 1

4-6 9 6 1 0-1 0-1 1

7 10 8 1 0 0 1
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Tabmuus 2 — [Ipyra xoHdiryparis oOMeXeHb MO KUIBKOCTI KIMHAT Ha

piBEHb

PiBHi Bcewsoro | Boporu Buxnuk | Atpubyt | 3a16HIcTh | boc
KIMHAT

1 7 2 0 2 3 0

2-3 8 3 0 3 2 1

4-6 9 4 1 2 2 1

7 10 5 1 3 1 1

VY Tabauii 3 MOKEMO CIIOCTEepIraTH BiICOTOK JTOCSTHEHHS Ta MPOXOIKEHHS
rpaBIsIMU  OOCIB Ta 3aJeXKHOCTI BiA KOHQIrypauii piBHIB. Y BHUOAAKY
JOCSITHEHHsI 0oca 1€ O3Hayae KUIbKICTh TrpaBUiB, WO jgocsarmu piBHA N,
BIIOPAJIUCH 3 YCIMa KIMHATaMu niepes; 60CoM.

Tabmums 3 — BigHOoIIEHHS YCHINTHUX MPOXOJ/KEHb T'PaBISIMU PIBHIB Ta
KIMHAT

PiBenn [lepmra koHdirypartis Jpyra xoHdirypartis
HocsarnyTo Yemimno JlocsarayTo YemimHo
boca 3aBEPIICHO boca 3aBEPIICHO
1 84.1% - 93.4% -
2 71.6% 64.4% 91.3% 91.1%
3 66.9% 60.9% 94.7% 94.2%
4 55.9% 46.8% 89.7% 89.6%
5 37.2% 32.1% 87.7% 87.3%
6 23.4% 19.3% 84.3% 84.2%
7 13.1% 8.9% 86.0% 84.7%

CrnocrepiraeMo KOpeJLio MiXK TJIMOMHOIO PIBHA Ta HOTO MPOXOIKEHHAM
y TiepiIii KoHgiryparis, 1o 3aJ0BOJIbHSIE 3a/1a4l OUIBIIOCTI POTJIalKiB, IPOTE y
JIpyrid koHiryparii yepe3 HaIAMIpHY KUIbKICTh BHHAropoJ 1 Majay KUIBKICTb
NEPEIKO]l TPaBellb HE BIUyBa€ CKIAAHOCTI, 110 3aBa)Ka€ CTBOPEHHIO BIAUYTTS,
110 HAMATalThCA JOCATTH porianku [2].
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