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1. Overview and Theoretical Alignment 
The Purification and Memory system in Open Veins is architected to directly translate cultural 
history and narrative techniques into the interactive gameplay loops of an action roguelite. 

Inspired by the historiographical frameworks of Marc Bloch and Jacques Le Goff, the game 
treats memory not as a static record, but as a permanent arena of cultural dispute. The 
mechanics mirror this premise: 

●​ The Narrative Dispute: The corruption of the Open Veins acts as an ideological 
imposition over the past, distorting indigenous Brazilian cosmological entities into 
monstrous forms. 

●​ Gameplay as History (Chris Solarski): Narrative exposition is minimized, manifested 
viscerally through environmental asset transformations, ecological restoration, and 
dynamic Blueprint swapping. 

●​ Collective Hero's Journey (Reinterpreted Christopher Vogler): Each checkpoint and 
purification level represents not just individual player growth, but the gradual restoration 
of a fragmented world's collective identity. 

2. System Architecture & Core Loop Mechanics 
The progression pipeline ties the player's global persistent state to world visuals and logic via a 
centralized instance-driven architecture. 

2.1. Roguelite Lifecycle and the 3-Death Penalty Rule 

●​ Memory as the Primary Resource: Unlike traditional roguelites focused purely on 
currency or stats, progression in Open Veins tracks historical restoration via 
CurrentPurificationLevel. 

https://www.google.com/search?q=https%3A%2F%2Fwww.guifamar.com
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●​ The Penalty System: To reinforce narrative stakes, suffering 3 consecutive 
failures/deaths triggers a severe temporal-cultural regression, resetting accumulated 
purification levels and forcing the ecosystem back into total corruption. 

3. Technical Component Specification (Blueprints) 

The dynamic asset-swapping logic relies on BP_RogueGameInstance as the authoritative 
source of truth for the world's collective memory state during map/biomes initialization. 

3.1. Structural Flowchart: Conditional Spawning Architecture 

[ Game BeginPlay / Map Load ] 

              │ 

              ▼ 

    [ Get Game Instance ] 

              │ 

              ▼ 

   [ Cast To BP_RogueGameInstance ] 

              │ 

              ├─► (Success) ──► [ Get CurrentPurificationLevel ] 

              │                           │ 

              │                           ▼ 

              │                  [ Compare: (>= RequiredPurificationLevel) ] 

              │                           │ 

              │                  ┌────────┴────────┐ 

              │                  ▼                 ▼ 

              │               (TRUE)            (FALSE) 

              │                  │                 │ 

              │                  ▼                 ▼ 
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              │         [ Spawn Pure Class ]  [ Spawn Corrupted Class ] 

              │         (Ex: Pure_Tree)       (Ex: Corrupted_Tree) 

              │                  │                 │ 

              │                  └────────┬────────┘ 

              │                           │ 

              │                           ▼ 

              └────────────────► [ Destroy Actor (Self) ] 

 

3.2. Implementation of BP_CorruptionSpawnPoint (Event Graph) 

The core component materializing this narrative framework in-game is the 
BP_CorruptionSpawnPoint. It queries global persistent progress to determine whether an 
imposed false narrative (corruption) or the restored truth (purity) populates physical space. 

Detailed Execution Flow: 

1.​ Event BeginPlay: Triggered instantly upon biome map streaming/loading. 
2.​ Global State Retrieval: 

○​ Executes a Get Game Instance node piped into a Cast to 
BP_RogueGameInstance. 

3.​ Historical Progress Query: 
○​ Retrieves the integer variable CurrentPurificationLevel from the casted 

instance. 
4.​ Conditional Evaluation (Branch): 

○​ Evaluates if current player progress meets or exceeds the spawn point's 
threshold (CurrentPurificationLevel >= 
RequiredPurificationLevel). 

○​ Design Note: Early biomes and maps initialize with a default 
RequiredPurificationLevel = 1, ensuring initial runs spawn entirely 
corrupted (0 >= 1 evaluates to False). 

5.​ Dynamic Asset Instantiation (Blueprint Swapping): 
○​ True Branch (Progress Met / Checkpoint Cleared): Spawns the Pure Class 

(e.g., Pure_Tree), visually restoring sacred flora and cleansing the environment. 
○​ False Branch (Pre-Checkpoint / Early Run): Spawns the Corrupted Class 

(e.g., Corrupted_Tree), materializing territorial scars and Open Veins. 
6.​ Runtime Garbage Collection: 
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○​ Immediately following spawn execution, the invisible control actor 
(BP_CorruptionSpawnPoint) fires a Destroy Actor (Self) node, preserving 
runtime performance while leaving the final visual actors active in the scene. 

4. Convergence of Mechanics and Narrative Meaning 
Through this technical framework, the codebase directly supports the project's core thematic 
thesis: 

●​ Checkpoints as Historical Milestones: Activating a checkpoint transcends technical 
saving; it acts as a territorial reclamation that permanently raises the global 
CurrentPurificationLevel. 

●​ Death and Regression: Losing all purification after 3 failures mimics the fragility of 
collective history under systemic erasure, forcing players to continually fight back cultural 
oblivion. 

●​ Environmental Storytelling (Chris Solarski): Players instantly register world state 
changes through runtime blueprint swaps rather than expository text dumps, fulfilling the 
mandate of turning history into raw mechanical gameplay. 

5. Final Considerations: The Convergence of Collective 
Memory and Systemic Design 

In Open Veins, the ultimate resource in dispute is not gold, energy, or raw power; it 
is memory. A land does not disappear merely when its forests are razed; it vanishes 
when no one remains to remember who it was. 

5.1 Mechanics as Historiography: Translating Theory into Play 

Drawing from the foundational frameworks of Marc Bloch and Jacques Le Goff, Open Veins 
treats memory as a living territory under siege. The architectural integration of the 
BP_RogueGameInstance state management, physical checkpoints (BP_Checkpoint), and 
dynamic asset swapping (BP_CorruptionSpawnPoint) literalizes historical reclamation: 

●​ Extraction versus Restoration: Gathering energy from fallen entities transforms 
standard combat loops into an act of reclaiming identity from systems designed to 
homogenize and drain culture. 

●​ Spatial Reversion and Failure: The meta-game consequence of a lost run where 
cumulative failures cause corruption to reclaim purified sanctuaries mirrors historical 
backlashes against cultural restoration, maintaining high-stakes emotional weight behind 
every run. 
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5.2 Redefining the Medium: Videogames as Cultural Memory Archives 

By anchoring indigenous Brazilian cosmology not as passive folklore or decorative surface-level 
lore, but as an active, interconnected ecological web typified by entities like Anhangá and 
Curupira, the technical architecture forces a paradigm shift. Players do not merely clear floors or 
defeat bosses; they dismantle false historical impositions, unweave systemic distortions, and 
participate in a collective healing of the land. 

Ultimately, this technical framework proves that when narrative and mechanics are forged from 
the same structural foundation, a video game transcends simple entertainment. It becomes a 
living archive, a medium capable of preserving, questioning, and restoring the profound 
historical memory of a world on the brink of forgetting itself. 
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