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Most research in computer games focuses on finding ways to adjust computer - controlled
characters such that they are realistically challenging or they give suitable challenge to players. For
games that do not have complicated enemy behaviors, such as platform games, challenges come from
the level's environments. There is currently no research that proposes an artificial intelligence method
to adjust game levels to suit players. There exists only the game design method adjusted for player's
performance. Therefore, this thesis proposes a new methodology for using artificial intelligence that
utilizes Reinforcement learning to adjust games difficulty to suit players by automatically generating
levels in games. The automatic level generation process performs skill collection, challenge generation
and player’s feedback data calculation to adjust level’s environments. The methodology used in this
thesis is effective on games where enemy behaviors are hard to change, such as platform games. The
methodology also saves time for level designers. The experimental result shows that the proposed
methodology can adjust game levels to suit player’s skills, with a success rate of 75%. Players get to
play levels suitable for their skills. They will in turn have opportunities to practice their skills and be

more ready to tackle more difficult levels.





