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Abstract

210505

Most research in computer games focus on finding ways to adjust computer
controlled characters such that they are realistically challenging or they give a suitable
challenge to players. This research proposes a new method for using artificial intelligence
to adjust games difficulty to suit players by automatically generating levels in games
instead of modifying enemy behaviors. Our methodology is effective on games where
enemy behaviors are hard to change, such as platform games. The methodology also
saves level designers effort. Game developers can therefore create many levels in a short
period of time. This research resuits in a reinforcement learning model for automatically
generating levels. We have also developed a prototype game created from the model. Our

test result shows that the model really adjusts each game level according to players ability.





