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This work is devoted to the analysis of the game genre "roguelike", available
analogues in the gaming industry and the creation of a game using the Unreal
Engine 5 engine. This work explores the "roguelike™ game genre, its defining
mechanics, and its influence on the gaming industry. It analyzes key features such
as procedural generation, permadeath, and turn-based gameplay while comparing
notable industry analogues, including roguelite variations. The study also focuses
on the practical development of a roguelike game using Unreal Engine 5.

JIroau rpany B IrpH 1I€ 3 AABHIX YaciB, aj€ B Cy4yacHY €MOoXy 1€ 3aXOIUICHHS
BUMIIIO HA HOBUM PIBEHb — TENEP BOHU OCBOIOIOTH KOMII FOTE€PHI ITPU PI3HOTO
CTYIIEHsI CKJaJHOCTI. BOHM moegHyBanu B co0l HE TUIBKM pO3Baru, aie 1
HABYaHHS, COLIaJIbHY B3a€MO/IIIO Ta PO3BUTOK (DI3MYHUX BJIACTUBOCTEN JIOAUHHU.
B nam gac irpu nepepociu B Bigeoirpu. Cy4acHi BiIeOIrpH IEPETBOPUTH ITPOBHIA
IIPOLIEC HA THTEPAKTUBHE MUCTELTBO. 3aB/ASIKM PO3BUTKY TEXHOJIOTIH ITPHU CTAIH
m1aTpopMor0 I colfiami3auli 1 CaMOBUPAKEHHS, 1 HaBiTh NpodeciitHoi
JUSTIBHOCTI, 30KpeMa B KibepcrnopTi. B Xoai po3BUTKY IrpOBOi IHAYCTPIi 3’ SIBUBCA
HOBUM HampsIMOK B Oi3Heci mij Ha3Bow «Po3pobOka irop». Po3pobOka irop — me
MHUCTELTBO CTBOPEHHS 1rop, LIO0 MOKE€ BKJIIOYATH CTBOPEHHS KOHLEMII,
MPOEKTYBAHHS, CTBOPEHHS, TECTYBaHHS Ta BUMTYCK [1].

JIyist mostiniieHHsT Ta TPUIIBUAIICHHS CTBOPEHHs irop Oynu peai3oBaHi
irpoBi pymrii. IrpoBuii pymriii — mporpaMHHM pyIIii, IEHTpalibHa MPOrpaMHa
yacTUHa OyJb-SKOi BIJACOTPH, sIKa BIAMOBINA€ 3a BCIO ii TEXHIYHY CTOPOHY,
BHYTPIIIHBOI CTPYKTYpH. Ji1 pO3p0OKH IILOTO MPOEKTY OyB 00paHuii rpadiuHmii
neuryn Unreal Engine 5, amke BiH Hajae po3poOHHMKAM IMIUPOKUN CHEKTP
MOKJIMBOCTEd Ta BHOOPY HAamMCaHHSA JOAATKYy 3 BHKOPHUCTAaHHSIM MOBH
nporpamyBaHHs C++.

[Tpoekt «Forgotten Island: Hero Artifact», Hanmexxutsb 10 )kanpy «roguelike»
KWW TPaBIll HA3UBAIOTh «POrajuKoMy. Llei xkaHp BiA3HAYAETHCS MPOIEAYPHOIO
TeHEPAIli€l0 CBITY, MOCTIHHOIO CMEPTIO MEPCOHakKa Ta BUCOKUM aKI[EHTOM Ha
TaKTHYHOMY MUCJICHHI i IPUIHSATTI pimeHb. OCHOBHA 1/1esl POTAJIMKIB MOJISITAE Y
CTBOPEHH1 YHIKQJIbHOTO 1I'POBOI0O JOCBIY MiJl Yac KOXKHOTO MPOXOJKEHHS, L0
3a0e3MeuyeThCsl BUTIAJKOBICTIO PIBHIB, MOMAIN Ta BUKIWKIB. ['pa BUKOPUCTOBYE
KJIFOUOBI TPUHIUINU >KaHPY, TOMOBHIOIYHM I1X CYYaCHUMH MEXaHIKaMu, SKi
JI03BOJISIIOTH 3a0€3MEYUTH BUCOKY BapiaTUBHICTH 1 JMHAMIYHICTH T€AMILICIO.
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I'pa «Forgotten Island: Hero Artifacty po3poOmsieTbcs 3 ypaxyBaHHSM
KJIIACHYHUX PUC POTAIMKIB, ajie BOJAHOYAC IOJA€ HOBI €IEMEHTH, Ki pOOJIATH ii
IKaBOIO I Cy4acHOro TpaBls. [IpoekT Opi€eHTOBaHMI Ha CTBOPEHHS
3aXOILTUBOTO IrPOBOTO JIOCBINY, /1€ KO)KHE HOBE MPOXOXKEHHS CTa€ YHIKAIbHOIO
MIPUTOJI0I0, III0 BUMArae BiJl TPaBIlsl aAalTUBHOCTI, YBaXKHOCTI Ta CTPATEr14HOTO
MIJIXOY.

Kanp poranukiB Mae TpUBalIy 1CTOPIIO, KOPIHHS SKOI CATalOTh KIACHYHOI
rpu Rogue (1980) [2]. Lls rpa 3amana OCHOBHI NPHUHIIUIM >KaHPY, Takl SK
IpolielypHa TeHepallisl PiBHIB, MOCTIHHA CMEPTh IMEPCOHAXKAa Ta MOKPOKOBUM
reiimried. CydacHi porajuky po3BUBAIOTH 111 171€i, 1oAar0un MBUAKUN 00HOBUIN
TEeMI, TJIUOITy CHUCTEMY IPOKAaYKH MEPCOHaXka, BI3yaJIbHY PI3HOMAHITHICTH Ta
€JIEMEHTH CHOKETHOI CKJIaI0BO1.

OpnuMm 13 HalBIZOMIIIMX MpeacTaBHUKIB )kaHpy € «The Binding of Isaac»
[1]. 'pa mpomoHye IpaBHIO0 AMHAMIYHUI TeMMIUIEH 13 BEIUKOI KUIBKICTIO
BUIIAJIKOBUX MO/, /1€ KOXKHA IrpOBa CECIs € YHIKAIbHOIO.

«Dead Cells» [1] € me oIHMUM 3HAKOBUM MPOEKTOM y IIbOMY XkaHpi. ['pa
MOEAHY€E IMIBUIAKUN 1 TUTaBHUM OOMOBMI TreWMIUie y peadpHOMY dYaci 3
BUIMAKOBOIO T€HEPAIIIE€I0 PIBHIB.

[Ile omuum mnpuxmamgoM cydacHoro poranuka € «Hades» [1]. I'pa
NpUBEpPHYJA yBary YHIKaJbHUM TMIIXOJ0M JI0 JKaHPY 3aBASKU TIIHOOKIM
CIO)KETHI! CKJIQJIOBIH, sIKa PO3BUBAETHCS 3 KOKHUM HOBUM IPOXOIKEHHSIM.

[IpoananizyBaBIIM ICHYIOYl aHAJIOTH, MOXHA TMO0AYUTH, WIO MPOEKT
«Forgotten Island: Hero Artifacty Mae Bci maHcH CTaTH YHIKaJIbHUM
MPEICTaBHUKOM JKaHpy. ['pa MoeaHy€e KIaCHYHI MEXaHIKH POTAIUKIB 13 HOBUMH
17€sIMU, TaKUMH SIK Pi3HI TUIH PIBHIB (3 O0camMM, TOProBLSIMH, OOHOBI Ta 31
3HAKOM TMHTaHHA), SKI JOJAIOTh PI3SHOMAHITHOCTI ITPOBOMY  IIPOIIECY.
BunaakoBicTh JIoKalliif, BOpOriB 1 MOAii 3a0e3neuye BUCOKY peirpadenbHICTh, a
CHCTeMa MPOKAYKHA MEPCOHaXXa JO3BOJISE TPABIIM HAJAIITOBYBATH CTUJIb TPH
BIJIMOBIHO /10 BJIACHUX YIOJA00aHb.

VuikanbHicTh «Forgotten Island: Hero Artifacty Ttakox mnossrae y
MO€/IHAHHI MPOLIEYPHOI TeHepallii 31 CTPYKTYpOBaHUM MIJX0J0M JI0 PIBHIB, 1€
KOKHA JIOKallisl Ma€ CBIM CTWIIb, aTMOc(epy Ta yHIKaibHI BUKIMKU. Cuctema
PIBHIB 31 3HAKOM MUTAHHS JI0JAa€ HECTIOIIBAaHKU Ta PU3UKY, [0 3MYIIIY€ IPaBIIiB
PETENHHO TIPOYMYBATH CBOI Aii. 3aBIIKH TAKOMY T1X0y Tpa MOXKE 3aI[IKaBUTH
HE JIMIIIE ITaHYBAJIbHHUKIB KIIACHYHUX POTAIIMKIB, a M THX, XTO I[IHy€ 1HHOBAIIII Ta
PI3HOMAaHITHICTh Y TeHMILIE].
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