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Stage generation in platform games is a difficult job for game developers. Each stage has
to be designed and adjusted such that it has the right difficulty for players. But players vary a lot in
skill. Therefore, manually adjusting the difficulty of a game stage is time consuming. Existing
work on automatic level/stage generation utilizes a lot of memory storage. This thesis proposes two
methodologies for automatically generating game stages according to a player’s performance, with
reduced memory requirement. The first methodology concentrates on enhancing how data is used
in an existing approach by removing unnecessary challenges. The second methodology introduces
a new stage generation model which uses genetic algorithm. Our result shows that both
methodologies can be used to produce game stages suitable for players. The methodologies also

statistically reduce the amount of utilized memory.





