MUHUCTEPCTBO HAYKM U BBICIIIETO OBPA3OBAHU ST POCCUMCKOM ®EJIEPALIMNA
denepanbpHOE TOCYIApPCTBEHHOE aBTOHOMHOE 00pa30BaTeNibHOE YUpPEKIEHUE BHICIIETO 00pa30BaHMUs
«OxHO-YpanbcKuil TOCyIapCTBEHHBIN YHUBEPCUTET (HAIIMOHATIBHBIN UCCIIEAOBATENIbCKUIM YHUBEPCUTET )»
Bricmias mkosa 31eKTPOHUKU U KOMIIBIOTEPHBIX HAyK
Kadenpa cucremHoro mporpaMMupoBaHus

Pa3pa0oTka KOMIBIOTEPHOM UIPbI B 2KAHPE
«Roguelite» aas naardpopmbl Windows

HayuHb1li pyKOBOIUTEIIB: ABTOD:
KaHJIUIAT TEXHUYECKUX HAyK ctyaeHT rpynnsl K2-403
H.J1O. lonranuna B.P. I'ymapos

Yensbunck, 2024 1.



AKTYAJIBHOCTD

* POCT phIHKa KOMITBIOTEPHBIX UTP
* [lonynapHOCTh MaJICHBKUX IIPOEKTOB U UHAU-CTYIUU

* Bricokast BocTpeOOBaHHOCTH KaHpa roguelite
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EJIb Y 3AJIAYM

Heasb:

Pa3paboTka KOMIIBIOTEpHO# UTPHI B skaHpe «Roguelite» mms mmardopMel
Windows

3agaum:

1.

2.
3.
A

[IpoBecTn aHan3 MPEAMETHOM OOJIACTH.
CIpOEKTHPOBaTh UTPOBOE MPHUIIOKCHHE.
Peann3oBarh UTPOBOE MPUIIOKEHUE.
[IpoBeCTH TECTHUPOBAHUE MPHUITOKECHHUS.
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AHAJIU3 NPEAMETHOMU OBJIACTH

As you read the scroll, it vanishes

Roguelike — 310 xaHp KOMIBIOTEPHBIX UTD,
XapaKTepU3YIOIIUICS IPOLIeIyPHON TeHepallkel YPOBHEH, -
IepPMaHEHTHOM CMEPTHIO IIEPCOHAXKA, ITOIIArOBBIM
TEUMILIIEEM U BBICOKOW CIIOXKHOCTHIO. VITphl 3TOTO %KaHpa
TpeOYyIOT OT UTPOKa aJalTaIuy K CIIy4aiiHO CO3/JaHHBIM
YCJIOBHSM U ITOCTOSHHOTO MacTEPCTBA.

Roguelite — sTo momxanp roguelike kommerOTEpHBIX UTD,
KOTOPBIN COXPaHSAET HEKOTOPHIE JIEMEHTHI CBOETO
POIUTENS, HO YOPOILAET WM U3MEHSET UX JJisl OoJiee o ns  moigmina SR e
LIUPOKOUN ayIUTOPpUU. ET0 MOXKHO CUUTATH
CaMOCTOSTEIBHBIM KaHPOM, IIOCKOJIBKY OH UMECT CBOU Rogue (1985)
YHUKAIbHBIE XapaKTEPUCTUKU U JOCTATOYHO YETKO

BBLICISAETCSA B UTPOBOU UHAYCTPUH.

Armor:5
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Ob30P CYIHECTBYIOIHI/IX AHAJI()FOB

Vampire Survivors

[Ipocras uenb

[IpouenypHas reuepanus

* IIporpecc Mexay nonbITKaMu

Pa3Butue nepconaxa
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KOHIIEILIUS

Lleab urpei:

CHYCTI/ITBC}I B IIOA3CMCJIBC KdK MOKHO HHKC.

Urposou npouecc:

Hrpox mpoxoauT 3Tax IOJ3€MENbs, MMo0ekaasd 00cca ATaxa, MOIMyTHO
YHUYTOKasi 00j1ee caa0bIX IPOTUBHUKOB M yIIy4Illas CBOM HABBIKH.
HrpoBou Mmup OyeT reHepupoBaTbCcs ciaydanHo. UrpoBou nmporpecc
OyZIET COXPaAHSTHCS IO MEPE MPOXOKACHUS.
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BAPUAHTDbI UCIIOJIB3OBAHUA

Hauats urpy

OTKPEITE

Mrpok

HACTPOWKK

BuIATK U3 Urpkl

-

MrpoBoe NpUnoxeHue
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zzexiend== : L

&

<extend==

HayunHats
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NPOTUBHWKOB
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= - L i -
=<include=> - ==gxiend=>
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’ z<extend==
Monyyats *a

YPOH

nay3bl

OTKPBITE MEHKD

¢ Ynydwarts IHW

\_XApaKTepUCTUEM

<<extend=>=

7115



MMOJB30OBATEJLCKNU UHTEPO®EUC

MMaysa
INorotun vrpbl
Urpatb [MpogomkuTb
HacTtpouku HacTpowku
Bbixon Bbintu
HacTpoiku Bl norubnu!
POMKOCTL 3BYKA
1
Brn/BeIKN 3BYK D Mpoaom+uTs
[ _Hasan |
Brixon
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UHTEP®EUC UTPOBOI'O MPOIIECCA

300p0oBLE

OneIT

YpOBEHE UrpoKa
TexylwWi aTam

YnyJdweHus

+3100poBLE

YpoBeHs ynydlleHus

300pOBLA

+YpOH

Brixon

YpoBeHs ynydlleHus

YpoHa
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MITIOHEHTDbI CUCTEMBbI

lirpoean cuctema

Mepcoras:

ﬂcomponent?@ <component>~E
KoMnoHeHT KoMnoHeHT
tbmsnyeckoro Tena aHWMaLMK

<component>£|
KomnoHeHT cpameHms

KomMnoHeHT
HabntogaTena

| |5eEr

A
<component>2 | :
| <<yse=>

¥

I

R ——— »| <componentsm
==use=>= KomnoHeHT WuTepdeiic
nof3eMenbA

<=|5e=>

ry
Wrpok <<Use=> i

¥

[pOTHBHUE

th

=l
<component="
KoMNOHEHT cpameHnus

I I
<components <component=m |
KomnoHeHT KomnoHeHT
thuznyeckoro Tena AHUMALMK

<component>E
KomnoHeHT
HabnwgaTtena
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CPEJCTBA PEAJIU3ALIUU

e SI3p1k mporpammupoBanus C++ (cranmapt C++17)

* ['paduueckas ondmuoreka SFML 2.6.1

* bubnmuoreka puzndeckoro MmoaeaupoBanus Box2D 2.4.1
* Nlohmann JSON 3.11.3

* Visual Studio Code

 Aseprite
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I'EHEPALIUSA OTAXKA

MHULMANK3ALNA CoSAARME
nByMepHoro  —»{Co3naHue KoMHaT na;tf' A
MACCHMBA KapThl P
L 2
.| _|[O6xon nabupuHTa, PacluMpeHme
Co3aaHue aeepeil & paRTa, PE
CO3aHKE NyTEN nyTen

12 /15



IHHPUMEP I EHEPALIUU

¥ Map Generator

£

max number of rooms
make freer
171

generakte
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PACHHIMPEHUE ITYTEN

¥ Map Generakor

Tl - T N
=0 !
e

=],

R R
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BPAKJIEBHDBIE OBBEKTDbI

['o0nuH Bammup
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CKPUHIIOTbBI UTPOBOI'O MEHIO

MrpaThb

LiteDungeon

Npoon#MTe WMIpY

Hoeaa wvrpa
MrpaTe

Hac TpoWkK

Brixon




CKPUHIIOTDbLI UTPOBOI'O ITPOLECCA

l
YpogeHe? 1 L
%ﬂmzli =

YnyJyweHuns

+300P0OBLE +YpoH

+t3nopoEke: 1 +¥poH: O

Hazan




OYHKIINOHAJBHOE TECTUPOBAHHUE

* 3ammyCK UI'pbl

* [lepenBukeHue

* HaHneceHue ypoHa U 1oJIy4Y€HUE OTbITa

* [lonmyuyeHnue ypoHa

* [IoBTOp UI'PHI C COXpPAHEHUEM ITPOTPECCa
* [lepexoa Ha CIEAYIOIMU dTAXK

* VIIy4IlIEeHUE 310POBbA

* VIIy4dlllEeHUE YPOHa

Bce dhyHKIIMOHAIBbHBIE TECTHI OBLIM YCIEIIHO MPOMICHBI
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IO3ABUJIUTU TECTUPOBAHUE

M cripaBiieHbl Caeayomuyue HeqopaOdOTKU:
* [IpogoimkeHne Urphbl ¢ TOTO K€ MECTa MOCJE BBIXO/Aa B ITTABHOE MEHIO

* beu1a BEpOSATHOCTH IIOTMOHYTH BO BpEMS HAX0XKJICHHUS B IJIABHOM
MEHIO

* [Iocne nepexona Ha CACAYIOIUN 3TaXK HEKOTOPBIE IPOTUBHUKH OBLIIM
B COCTOSHUHU MPECICIOBAHUA UTPOKA
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OCHOBHBDBIE PE3YJIbTATDI

\1;\3/13pda60TaHa KOMIIbIOTepHAs urpa B xkaape «Roguelite» mis mrardopmen
INAOWS

BbinoJtHeHHbIE 3a1a4M:

1. IlpousBeneH aHaIM3 IPEAMETHOM 00JIACTH.
2. CHpoeKTHUPOBaHO UTPOBOE MPHUIIOKEHUE.

3. Peann3oBaHo UTpOBOE IPHIOKECHUE.

4. 1IpousBeneHO TECTUPOBAHUE IIPUIOKCHMUS.

HanpasJiieHue qajJbHEeNIIAX JeUCTBUM:

[Imanupyercs 1o0aBIeHUE {}aBJIHqHLIX aKTUBHOCTEM B Mupe. Jlo0aBiaeHue
PacXoayEMBbIX MPEAMETOB. YJIYUIIICHUE MOJIb30BATEILCKOTO HHTEpdeiica.
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